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Foreword
The purpose of this document is to provide alternative
character building options themed around H.P Lovecraft's
Cthulhu Mythos. It originally started as a list of alternative
warlock patrons based on Lovecraft's Outer Gods, but after
some positive feedback I decided to expand the scope to
cover other classes as well, giving them specialization related
to serving or fighting eldritch horrors.

Now, I know the traditional Lovecraftian horror isn't very
compatible with a game like DnD, as one of the major themes
of Lovecraft's stories was the insignificance and
powerlessness of humans, which goes out of the window
when the player characters are all powerful heroes. However,
even during Lovecraft's own times the Mythos was used as a
backdrop for multiple kinds of stories: Lovecraft's own
“Dreamland” stories could be adapted to a fantasy game
quite easily, and Robert E. Howard's Conan the Barbarian
fought against beings from the Mythos in a few stories (and
Lovecraft included elements from the Conan stories in his
own stories). Therefore I don't see anything particularly
wrong in including elements from the Mythos, such as
cultists worshiping the Outer Gods, or Deep Ones or
Byakhees appearing as monsters, into a DnD style game. I'd
stop short of statting Cthulhu and letting the players punch
him in the face, though. Although if you think that'd be fun,
sure, go ahead.

-Lord Nomic

The Outer Gods and the Great Old
Ones
The Outer Gods are immensely powerful eldritch entities that
exist outside the bounds of the physical universe. They are as
old as (or older than) time itself and according to some
scholars who are aware of their existence may have been
responsible, albeit probably unintentionally, for the creation
of all that exists. While normally completely uncaring or
unaware of mortal beings, some mortals manage to channel
and invoke their power through spells and rituals.

The Great Old Ones are far less powerful beings, although
still far above mortals, who dwell in the physical universe but
are not formed from the same kind of matter or bound by the
same physical laws as ordinary beings. Long ago, when the
stars were right, they flew from world to world and ruled
unquestioned. However when the stars were no longer right
they could not live, and now lie dead but dreaming in the dark
corners of the world, waiting for the day when the stars are
right once more and they shall resume their dominion.

Disciples of the Outer Gods
While the Outer Gods themselves, with the notable exception
of Nyarlathotep, care nothing of the affairs of mortals and the
Great Old Ones are as far above humans as humans are to
insects, a number of cults exists that worship them as gods.
Their intentions vary, but often they seek insight on the true
nature of the universe, or seek to awaken the Great Old Ones
or drag the world into the extradimensional void where the
Outer Gods dwell, believing either that their gods will reward
them for their service or that the victory of their masters is
inevitable so they might as well get it over with and die
relatively quickly and painlessly.

While not everybody worshiping or studying these eldritch
entities is a raving cultist, long-term exposure to unearthly
powers and being in contact with even the unconscious mind
of such utterly alien beings is not something a mortal mind is
built to handle, eventually rendering the person insane by
conventional standards, although in truth it is perhaps more
accurate to say that they have merely come to see the
universe from a very different point of view, one that might
actually be closer to the true nature of existence.

New Warlock Patrons: The
Outer Gods
The PHB already has the Great Old One patron, which is
your generic Lovecraftian horror as a warlock patron, but I
wanted to create ones based on particular well-known deities
of Lovecraft's mythos. Treat these as variants of the Great
Old One pact.

The Outer Gods (aside from Nyarlathotep) differ from most
other warlock patrons in that they are likely not even aware of
the warlock's existence and therefore unlikely to directly
demand any favor or payment in exchange for power. Instead,
certain rituals (such as sacrifices or drawing certain symbols
and chanting correct spells) are used to elicit what is a likely
an unconscious response from the Outer Gods, which allows
the invoker to wield a portion of their power. As long as they
keep performing the correct rituals, the warlock may wield
that power as they see fit, but failing to do so will result in
them losing their power or even in their death.

Yog-Sothoth:
“Yog-Sothoth knows the gate. Yog-Sothoth is the gate. Yog-
Sothoth is the key and guardian of the gate. Past, present,
future, all are one in Yog-Sothoth. He knows where the Old
Ones broke through of old, and where They shall break
through again.”

Yog-Sothoth is an Outer God said to exist simultaneously in
every point of space and time, and thus knowing and seeing
all that ever was, is, or will be. According to some scholars it
may be the sapient embodiment of the multiverse itself.

Yog-Sothoth is most commonly worshiped by cults seeking
to gain understanding of the true nature of the universe and
often invoked by spellcasters who deal with eldritch entities.
Yog-Sothoth's unique relation with space and time can give
those who channel its power abilities to see into the past and
future, as well as travel through dimensions mortals normally
can not perceive.

Extended Spells List
The following spells are added to the warlock spell list for
you

Yog-Sothoth Extended Spells
Spell Level Spells

1st Identify, Longstride

2nd Augury, Blur

3rd Blink, Clairvoyance

4th Arcane Eye, Divination

5th Planar Binding, Teleportation Circle
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Knowledge from Beyond
Yog-Sothoth knows and sees all, and with proper rituals you
can gain access to a small part of that knowledge.

Starting at 1st level, choose one skill when you finish a
short or long rest. You have proficiency on that skill until you
choose a different one with this feature.

Features like Expertise can not be applied to these
“temporary” proficiencies.

In addition, you may cast one divination spell known to you
without spending a spell slot.

Once you use this feature, you can't use it again until you
finish a short or long rest.

Blink-Step
Making use of knowledge of extradimensional geometries,
you can cross short distances seemingly instantaneously,
disappearing and appearing in you chosen location.

Starting at 6th level, you may use your move to instantly
teleport yourself into a space you can see within a radius
equal to your base walking speed (usually 30 feet).

Once you use this feature, you can't use it again until you
finish a short or long rest.

Alter Fate
Starting at 10th level, you can invoke the power of Yog-
Sothoth to gain you visions of possible events in the
immediate future and alter the course of events to better suit
your needs.

When you or another creature you see makes an ability
check, an attack roll, or a saving throw, you can use your
reaction to reroll the die. After rerolling you can choose
whether the original roll or the rerolled result is used.

Once you use this feature, you can't use it again until you
finish a short or long rest.

Step Outside Angled Space
Starting at 14th level, you may use your move to step outside
the normal bounds of space and cross great distances
instantaneously, following the rules of the Teleport spell,
except that it only affects you and anything you're wearing or
carrying, requires no verbal components, and is not
considered to be casting a spell (and as such can be used, for
example, when inside an anti-magic field). However, you can't
use this feature if you're unable to move.

Once you use this feature, you can't use it again until you
finish a long rest.

Shub-Niggurath:
“Ever Their praises, and abundance to the Black Goat of the
Woods. Iä! Shub-Niggurath! Iä! Shub-Niggurath! The Black
Goat of the Woods with a Thousand Young!”

Shub-Niggurath is an Outer God described as “the wife of
Yog-Sothoth”, although what that actually means when
talking about godlike eldritch beings is unknown. In any case
it, or she, is associated with life and fertility, as evidenced by
the epithets she's known with such as “The Black Goat of the
Woods with a Thousand Young” and “Magna Mater” (Great
Mother).

Despite the seemingly positive domains Shub-Niggurath is
certainly not a good deity, for if she does represent life she
represents it at its most primal and savage form.
Nonetheless, she is quite commonly worshiped by mortal
cultists who offer her sacrifices in exchange for gaining her
boons. Shub-Niggurath has large amounts of monstrous
spawn, most famously the fearsome Dark Young of Shub-
Niggurath, which her worshipers often treat as proxies of
their deity, offering them sacrifices and supplications.

Extended Spells List
The following spells are added to the warlock spell list for
you

Shub-Niggurath Extended Spells
Spell Level Spells

1st Cure Wounds, Entangle

2nd Lesser Restoration, Spike Growth

3rd Plant Growth, Revivify

4th Grasping Vine, Evard's Black Tentacles

5th Contagion, Insect Plague

Accelerated Healing
Starting at first level. your connection to the cosmic
embodiment of life causes your wounds to heal quickly and
makes you harder to put down for good.

You gain advantage on death saving throws. Additionally, if
you spend Hit Dice to regain hit points at the end of a short
rest you double the amount of hit points you regain.

Unearthly Vitality
Starting at 6th level, Shub-Niggurath's power fills you with
vital energy, causing you gain resistance to necrotic damage,
and advantage on your Con saving throws.

In addition, your hit point maximum can't be reduced.

Summon Minor Spawn
Starting at 10th level, you may use your action to invoke your
patron and summon a minor spawn of Shub-Niggurath, using
the statistics of a beast no larger than medium and with a
challenge rating of ¼ or lower, but with its creature type
replaced with aberration. Add your proficiency bonus to the
spawn's AC, attack rolls, and damage rolls, as well as any
saving throws and skills it is proficient with. Its hit point
maximum equals its normal maximum or four times your
warlock levels, whichever is higher.

The spawn takes its turns on your initiative and attempts to
protect you by attacking the most recent creature within its
movement to have attacked you (if no creature has attacked
you it attacks the nearest hostile creature). You may use your
action to command it to attack a specific target or to take the
Dash, Disengage, Dodge or Help action.

Once you use this feature, you can't use it again until you
finish a short or long rest, and you can't have more than one
spawn summoned at any given time.

Blessing of the Dark Mother
The touch of Shub-Niggurath permeates your flesh, changing
you into something closer to her spawn.
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Starting at 14th level, your creature type changes to
aberration. You counts as both an aberration and your
previous creature type for qualifying for feats etc., but are not
effected by any spells and effects that do not effect
aberrations. You also gain immunity to diseases and poisons,
and can no longer die from old age.

Nyarlathotep
“To Nyarlathotep all must be told, for he is the messenger
between the spheres...And he shall put on the waxen mask
and wear the robe that hides, and come down from the world
of the seven suns to mock mankind.”

Nyarlathotep is the messenger and herald of the Outer Gods,
and is believed to be the physical embodiment of their soul
and will. Despite this, it has free will and pursues its own
agendas. Uniquely among the Outer Gods, Nyarlathotep
takes great interest in the affairs of mortals, and often
appears to them using one of his avatars, or masks, which it
is said to possess a thousand of.

Unfortunately for mortals, Nyarlathotep is a sadistic being
that enjoys sowing chaos and discord, seemingly for no other
reason than its enjoyment. This makes Nyarlathotep and its
servants probably the most dangerous among the Outer
Gods, as unlike the others it is actively malicious towards
mortals and will direct its servants to assist in accomplishing
its goals.

Nyarlathotep often makes pacts with mortals, granting
them forbidden knowledge or magical power in exchange for
claiming their souls or making them perform tasks that serve
its agenda. Such tasks may seem completely innocuous but
in actuality be merely small steps in some grand scheme that
may span several human lifetimes.

Extended Spells List
The following spells are added to the warlock spell list for
you

Nyarlathotep Extended Spells
Spell Level Spells

1st Disguise Self, Dissonant Whispers

2nd Alter Self, Detect Thought

3rd Bestow Curse, Sending

4th Dominate Beast, Phantasmal Killer

5th Dominate Person, Geas

Word of the Faceless Lord
Invoking Nyarlathotep's power, you gain supernatural
persuasive abilities, being able to convince even hostile
creatures that you are their closest friend.

Starting at 1st level, you may use your action to choose a
creature within 30 feet that can hear you, and make a
Charisma (deception) check contested by the target's
Wisdom (insight) check.

If you win the contest, the target considers you a friend for
the next 1 minute, and will not attack you unless you attack it.
If the target wins, you can't use this feature on it for 24 hours.
If you use this feature in combat, you can only use it on a
creature you haven't attacked during the combat.

Once you use this feature, you can't use it again until you
finish a short or long rest.

Mask of Deception
Starting at 6th level, Nyarlathotep bestows you abilities that
allow you better to manipulate people to serve his goals.
When casting illusion or enchantment spells, you may ignore
verbal, somatic and material components that don't have a gp
cost.

Additionally, your thoughts can't be read by telepathy or
other means unless you allow it.

Compact of Nyarlathotep
Starting at 10th level, Nyarlathotep bestows you the right to
make compacts in his name to ensure his pawns will
properly carry out his schemes. You can use an action enter a
compact with a willing creature.

If the compact is broken by either side, the offending side
takes d8 psychic damage per each of your warlock levels. If
the damage would reduce a creature to 0 hit points it instead
is reduced to 1 hp and 1 Int. The Int damage can only be
healed by Greater Restoration.

Great Deception
Starting at 14th level, you may invoke Nyarlathotep to
strengthen your spells so that only the most strong-willed can
see through your deception.

When casting an illusion or enchantment spell, you may
use this feature to give creatures disadvantage on saves
against the spell.

Once you use this feature, you can't use it again until you
finish a short or long rest.

New Cleric Domain: Void
Cultists worshiping the Great old Ones and Outer Gods are
very common element in Lovecraftian stories. This domain
can be used to represents clerics who worships the Outer
Gods or other eldritch beings, suitable for a high priest of a
cult or a PC dedicated to eldritch gods.

Void Domain Spells
Cleric Level Spells

1st Arms of Hadar, Dissonant Whispers

3rd Crown of Madness, Darkness

5th Hunger of Hadar, Sending

7th Dimension Door, Evard's Black Tentacle

9th Contact Other Plane, Dream

Awakened Mind
Starting at 1st level, you gain the ability to touch the minds of
other creatures. You can communicate telepathically with any
creature you can see within 30 feet of you. You don't need to
share a language with the creature for it to understand you,
but the creature must be able to understand at least one
language.
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Channel Divinity:Void's Embrace
Starting at 2nd level you can use your Channel Divinity class
feature to channel the otherworldly energies of the void,
creating a 30 foot sphere of magical darkness centered
around yourself, which lasts for 1 round. Nonmagical light
can't illuminate this darkness, and creatures with darkvision
can't see through it.

Additionally, each hostile creature within 30 feet of you
must make a Constitution saving throw. A creature takes
psychic damage equal to 2d10 + your Cleric level on a failed
saving throw, and half as much damage on a successful one

Gaze of the Void
Starting at 6th level you can fill the mind of an attacking
creature with a sudden feeling of existential dread,
disorienting them.

You can use your reaction to impose disadvantage on the
attack roll of a creature within 30 feet of you that you can see
and that is attacking you or another creature.

You can use this feature a number of times equal to your
Wis modifier (minimum of once). You regain all expended
uses after a long rest.

Thought Shield
Starting at 8th level your thoughts can't be read by telepathy
or other means unless you allow it. You also have Resistance
to psychic damage and whenever a creature deals psychic
damage to you that creature takes the same amount of
damage that you do.

Penumbra
Starting at 17th level, you can use your action to generate an
aura of darkness that lasts for 1 minute or until you dismiss it
using another action. You emit an aura of magical darkness
with a 60 foot radius. No light, magical or otherwise, can
illuminate this area and creatures with darkvision cannot see
through it.

Creatures fully within the area, other than yourself, are
blinded. Any creature other than yourself that starts its turn
inside the area takes 2d6 psychic damage.

Once you use this feature, you can't use it again until you
finish a short or long rest.

New Druid Circle: Circle
of the Black Goat
Due to its connection with life, many cultists of Shub-
Niggurath are druids or other nature-worshipers. Their
methods and motivations may vary wildly, from individuals
making sacrifices to the Great Mother to ensure plentiful
harvest to cabals working to bring down civilization and
remake the world in the image of their dark deity.

Circle Spells
At 3rd, 5th, 7th, and 9th level you gain access to circle spells.
Once you gain access to a circle spell, you always have it
prepared, and it doesn't count against the number of spells
you can prepare each day. If you gain access to a spell that
doesn't appear on the druid spell list, the spell is nonetheless
a druid spell for you.

Circle Spells
Druid Level Spells

3rd Beast Sense, Spike Growth

5th Hunger of Hadar, Plant Growth

7th Grasping Vine, Evard's Black Tentacle

9th Contagion, Insect Plague

Unnatural Vitality
Starting at 2nd level, You gain advantage on death saving
throws, and if you spend Hit Dice to regain hit points at the
end of a short rest you double the amount of hit points you
regain.

Additionally, you may use an action and expend a spell slot
to regain 1d6 hit points per level of the spell slot expended.

Reclaim for Nature
Starting at 6th level, when making an attack or casting a
druid spell that deals damage, add your Wisdom modifier to
the damage if the target is a construct, undead, or an artificial
object or structure.

Assimilate Form
Screaming prayers to Shub-Niggurath, you devour the
corpses of your kills, assimilating their flesh and taking on
their form.

Starting at 10th level, you may consume a fresh corpse
belonging to a creature with CR as high as your druid level
divided by 4 (rounding down). Remains of constructs,
elementals or undead may not be consumed with the feature.

The corpse must be consumed whole, a process which
takes 5 minutes for a tiny creature and twice the amount for
each size category above tiny (10 minutes for small and 20
for medium creatures etc.). After consuming the corpse you
must succeed in a Wisdom saving throw or be afflicted with
short-term madness (see the Dungeon Master's Guide).

Consuming a creature's corpse grants you one extra Wild
Shape charge that can only be used to assume the shape of
that creature, following the rules of Wild Shape.

You can only have one extra Wild Shape charge gained this
way at any given time, and unused exra charges are lost after
you finish a long rest.

Aberration Transformation
Starting at 14th level you can expend two uses of Wild Shape
at the same time to transform in a grotesque tentacled
abomination. While you are transformed your creature type
changes to aberration and you gain advantage on
Constitution checks and Constitution saving throws, as well
as resistance against bludgeoning, piercing and slashing
damage, and immunity to diseases and poisons.

You may remain transformed for an amount of hours equal
to half your druid level (rounded down), and you will
automatically revert if you are reduced to 0 hit points, fall
unconscious or die. You can not cast spells while
transformed until you gain the Beast Spells class feature, in
which case the same restrictions apply as when casting in
beast form.

While you are transformed you may, instead of making
attacks with your normal melee weapons, attack using your
tentacles, with the following profile:
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Crushing Tentacles: Melee Weapon Attack: reach 15ft., one
target. Hit: 2d6 + Str modifier bludgeoning damage. If target
is a creature, it is grappled (escape DC 10 + your Str
modifier). Until this grapple ends, the target is restrained and
the you can't use you tentacles on another target.

Your proficiency bonus is applied to these attacks, and they
count as magical for the purpose of overcoming resistance
and immunity to nonmagical attacks and damage.

New Bard College:
Symphony of the Spheres
There's a few elements in the Cthulhu Mythos related to art
and music. Most notably Lovecraft's “the Music of Erich
Zahn”. In “the Call of Cthulhu” it is also mentioned that many
of the people most affected by Cthulhu's stirring were artists
of various kinds, whose minds were more sensitive to it
psychic call. This specialization doesn't really represents a
bardic college per se, but a lone, and probably quite mad,
artist drawing inspiration from eldritch sources and dwelling
into the secrets of the universe through their music.

Bonus Proficiencies
At 3rd level you gain proficiency in Arcana and History. If you
are already proficient with these skills, choose another skill
proficiency for each proficiency you already have.

Eldritch Inspiration
You draw inspiration from your strange and disturbing
dreams, allowing you to create powerful but unsettling
compositions.

Starting at 3rd level, when you finish a long rest you may
replace 1d4 of your Bardic Inspiration dice (up to the
maximum amount of Bardic Inspiration dice you have) with
d8s (“Eldritch Inspiration dice”). However, if you do so you
must succeed in a Charisma saving throw or be afflicted with
short-term madness (see the Dungeon Master's Guide).

Eldritch Inspiration dice may be used in place of normal
Bardic Inspiration dice. When you finish a long rest any
unused Eldritch Inspiration dice are replaced with normal
Bardic Inspiration dice.

Enthrall Aberration
You have discovered how to play strange and unearthly
melodies that seem to have a hypnotic effect on aberrations.

Starting at 6th level you may use your action to expend one
of your uses of Bardic Inspiration to select an aberration that
you can see within 60 feet of you, and make a perform check.

If you succeed it must make a Wisdom save or become
enthralled and unable to attack or cast spells on its next turn.
Once the aberration is enthralled you can attempt to
maintain the effect by making another perform check on your
next round. Success means the aberration remains
enthralled. You can maintain the effect for as long as you
keep succeeding in making perform checks. However, if the
aberration takes any damage, the effect ends immediately.

Note of Uncreation
Though madness-induced inspiration or research into
forbidden lore, you have discovered how to play one note of
the music played by the lesser Outer Gods in the court of
Azatoth, said to be what gives the universe its physical laws.

Starting at 14th level you may use your action and expend
one of your uses of Bardic Inspiration to play the Note of
Uncreation. Every creature, including you, within a 30 feet
radius centered on yourself is immediately deafened and
blinded for d6 rounds.

Each creature other than yourself within this range must
make a Constitution saving throw. A target takes 6d8 + 30
force damage and stunned for one round on a failed save. If
the save is successful the target still takes 3d8 + 15 force
damage. Creatures killed by this damage immediately
disintegrate into fine white ash. After using this feature, you
must succeed in a Charisma saving throw or be afflicted with
long-term madness (see the DMG).

Once you use this feature, you can't use it again until you
finish a long rest.

New Sorcerous Origins
Sorcerers gaining magical powers through their bloodline is
a concept easily adapted into Lovecraftian-style stories. After
all, non-human influences in humanity, tainted bloodlines and
such were one of the recurring themes in his writing.

Eldritch Origin
This origin is meant to represent general eldritch influence. It
could be the result of a long-running taint in your bloodline
becoming manifest, mutation due to exposure to unearthly
energies, or being born as a result of an union between an
eldritch being an a mortal, like Wilbur Whateley (and his
brother) in “the Dunwich Horror”. In any case, there is
definitely something “off” about you, and as your sorcerous
powers grow, your body also begins to change into something
inhuman.

Frightful Presence
You can channel the feeling of wrongness you evoke in people
into a force of supernatural dread.

Starting at 1st level, you may as an action and expend a
Sorcery Point to choose a creature within 30 feet that can
see you. That creature must pass a Wisdom saving throw or
become frightened of you for one round.

If the creature passes the save, you can't use this feature on
it for the next 24 hours.

Minor Mutation
At 1st level, roll on the chart below for a random mutation
you've gained as a result of your strange heritage. These
mutations have no gameplay effect, although if not concealed
will likely affect how people react to you.
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Minor Mutation Table
D12
Roll Mutation

1 Roll twice on this table, rerolling any results of 1 or
12

2 Your eyes are completely black

3 Your mouth is unusually wide, stretching from ear
to ear

4 You have an extra finger in each hand

5 Your teeth are sharp and needle-like

6 Your skin is cold and slimy

7 Your fingers have an extra joint

8 Your tongue is unusually long and prehensile

9 Your skin lacks pigmentation

10 Your eyes are unusually large and seem to bulge out
from your head

11 You are look extremely gaunt and emaciated

12 You appear normal, but people still feel there's
something strange about you

Major Mutation
As your powers grow, the alien influences in your blood
become more manifest, twisting your body further. At 6th
level, roll on the table below for a random mutation. After
gaining your mutation you must succeed in a Charisma
saving throw or be afflicted with indefinite madness (see the
DMG).

Major Mutation Table
D10
Roll Mutation

1 Armored Skin: Your skin becomes tough and rubbery,
allowing you to deflect blows. When you aren't
wearing armor, your AC equals 13 + your Dex
modifier.

2 Finger Like Blades: Your fingers turn into long, sharp
talons. Your unarmed strikes deal slashing damage
equal to d6 + your Str modifier.

3 Eyeless Sight: Your eyes atrophy, rendering you blind,
but you gain unnatural senses that let you perceive
your surroundings. You gain blindsight 60 ft, but
can't see beyond this radius. You are immune to
being blinded.

4 Membranous Wings: Wings sprout from your back,
granting you flying speed equal to your base walking
speed.

5 Acid Spray: You can use your action to vomit a stream
of acid. Every creature in a 15 foot cone in front of
you must take a Dex save with DC of 8 + your Con
modifier + your proficiency bonus. On a failed save
they take 2d6 + you Con modifier in acid damage,
and half as much on a successful one. After you use
this ability you can't use it again until

6 Malleable Form: Your body becomes soft and flexible,
allowing you to squeeze into tight spaces with ease.
You can fit through spaces large enough for a
creature one sizes smaller than yourself without
squeezing, and two sizes smaller than yourself with
squeezing.

7 Corrosive Slime: Your blood and sweat are replaced
with acidic slime. You gain immunity to acid damage,
and being in contact with your skin for one round or
hitting you with a melee attack while within 5 feet of
you causes d6 acid damage.

8 Writhing Tentacles: Your legs transform into a mass of
writhing, sucker-tipped tentacles. You gain climbing
speed equal to your walking speed and have
advantage when making grapple checks.

9 Phase Shifter: You can, as an action, shift yourself
slightly out of phase with reality, turning yourself
invisible for up to one hour. Anything you're carrying
or wearing also turns invisible. The effect ends if you
attack or cast a spell. After you use this ability you
can't use it again until after you finish a short or long
rest.

10 Roll twice on this table, rerolling any results of 10

Unnatural Flesh
Starting at 14th level any slashing, piercing or bludgeoning
damage you take from nonmagical weapons is reduced by 3.

In addition, you may spend 5 Sorcery Point to regain
amount of hit points equal to you Con modifier at the start of
your turn, as long as you have at least 1 hit point, for the next
5 minutes.

Once you use this feature, you can't use it again until you
finish a short or long rest.
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Aberrant Form
Starting at 18th level, your body becomes a truly unnatural,
horrifying mockery of humanoid form. Roll again on the
Major Mutation table, rerolling any result you already have,
and gain that mutation. After gaining your mutation you must
succeed in a Charisma saving throw or be afflicted with
indefinite madness.

In addition, your creature type changes to aberration. You
counts as both an aberration and your previous creature type
for qualifying for feats etc., but are not effected by any spells
and effects that do not effect aberrations. You also gain
immunity to diseases and poisons, and can no longer die
from old age.

Deep One Origin
The deep ones are an ancient race of aquatic humanoids with
a fish- or amphibian-like appearance that worship the Great
Old Ones. The deep ones regularly interbreed with humans,
producing hybrids that initially appear humans, but upon
reaching adulthood they begin to take on more attributes of
the deep ones as they age, eventually turning into deep ones
themselves. Eventually the hybrid will be compelled to slip
into the sea to live with the immortal deep ones in their
underwater cities.

Bonus Spells
The deep ones have long served the Great Old Ones, and you
can feel the connection in your blood, affecting the types of
spells you manifest. You gain the following spells at listed
sorcerer levels. These spells do not count against the number
of sorcerer spells you know.

Deep One Bloodline Bonus Spells
Sorcerer Level Bonus Spells

1st Armor of Agathys, Arms of Hadar

3rd Darkness, Crown of Madness

5th Hunger of Hadar, Water Breathing

7th Confusion, Evard's Black Tentacle

9th Contact Other Plane, Dream

The Innsmouth Look
While you still appear mostly human, you have started to take
on some of the attributes of the Deep Ones: narrow head
with a flat nose and bulgy, staring eyes.

In addition, starting at 1st level you have swim speed equal
to your base walking speed.

Deep One Hybrid
Starting at 6th level, your body start to take on more of the
attributes of the deep ones. Your appearance at this points
starts to become noticeable inhuman, with your ears
shrinking, hair falling off and skin starting to become
scabrous and slimy.

In addition, you can hold your breath for an amount of
minutes equal to 1 + twice you Con modifier, and you have
advantage on saving throws and skill checks to escape a
grapple.

Deep One Transformation
At 14th level you fully transform into a deep one. Your race
changes into deep one, although you retain your old racial
traits. You can no longer die from old age, and can breathe in
both air and water. You gain darkvision 60 feet and swim
speed of 40 feet. When you aren't wearing armor, your AC
equals 11 + your Dex modifier.

Whispers of the Old Ones
Using your sorcerous abilities you can tap into the
connection your blood shares with the Great Old Ones,
projecting nightmarish visions into the minds of your
enemies.

Starting at 18th level, You may use your action to expend
any number of your current Sorcery Points to force a
creature within 60 feet that you can see to make a Wisdom
saving throw against your sorcerer spell save DC + the
number of Sorcery Points expended. On a failed save it is
frightened for a number of rounds equal to the number of
Sorcery Points expended.

Once you use this feature, you can't use it again until you
finish a short or long rest.

New Wizard Arcane
Tradition: Eldritch
Scholar
This arcane tradition is meant to represent wizards dwelling
into eldritch lore. While the use of magic in the Cthulhu
Mythos is mostly the purview of villainous characters, there
are some exceptions. Professor Armitage and his colleagues
in “the Dunwich Horror” studied the Necronomicon in order
to learn the ritual that allowed them to destroy the titular
monster, and dr. Willet in “the Case of Charles Dexter Ward”
uses a spell to destroy the villain of the novel.

Bonus Proficiencies
At 2nd level you gain proficiency in Arcana and Investigation.
If you are already proficient with these skills, choose another
skill proficiency from wizard skills for each proficiency you
already have.

Eldritch Lore
Starting at 2nd level, you have advantage on your Arcana
checks, as well as on Intelligence checks to recall information
about aberrations.

Invocation of Ibn Ghazi
At 6th level, add Dispel Magic to your spellbook, if it is not
there already. You can cast Dispel Magic without expending a
spell slot. When you do so, the spell automatically ends any
illusion spells on the target, but has no effect on spells of
other schools, and invisible creatures the spell is cast on are
rendered visible, regardless of whether their invisibility is
caused by magical means or not.

When you cast Dispel Magic this way, you can't do so again
until you finish a short or long rest, though you can still cast it
normally using an available spell slot.
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Inured to Horrors
Starting at 10th level, you have advantage on saving throws to
resist being frightened, and you gain resistance to psychic
damage.

Binding of Alhazred
Starting at 14th level, you can use your magic to bring
aberrations and summoned creatures under your control.

As an action, you can choose one aberration or a creature
summoned or created with a conjuration spell that you can
see within 60 feet of you. That creature must make a
Charisma saving throw against your wizard spell save DC. If
the creature has 10 or higher Int, it has advantage on the
saving throw.

If the creature succeeds the saving throw, you can't use this
feature on it again. If it fails, it becomes friendly to you and
obeys your commands until you use this feature again. At the
end of every hour it can repeat the failed save until it
succeeds and breaks free.

New Paladin Oath: Oath
of the Elder Sign
Most of Lovecraft's protagonists tend to be mostly ordinary
people, and also have a tendency to die or go mad following
their encounter with the Mythos. However, in a fantasy
setting where you have orders of holy warriors devoted to
fighting evil and protecting the innocents, having an a paladin
devoted to rooting out and destroying dangerous cults and
aberrations seems appropriate.

Tenets of the Oath
Paladins who take this oath are sworn to root out heretical
cults and protect the minds and souls of the people from the
horrors that dwell in the darkness beyond. They are
determined to stand in the face of darkness and oppose it to
the very end, regardless of the cost.

Root Out Evil. Your enemies will use subterfuge and hide
in the shadows, but you will find them and drag them out of
their hiding places and bring them to justice.

Steel Your Mind. You will be exposed to things too terrible
to described, and come to understand just how close we
stand to the precipice of oblivion. You devotion must be
unflinching and your will strong enough to not fall into
madness and despair in the face of all the horrors you
encounter.

Knowledge Can Destroy. There are things that a mortal
mind was not meant to know: terrifying vistas of reality and
our frightful position therein that would cause all but the
most strong-willed to go mad from the revelation. Keep such
knowledge secret, for the ignorance of such horrors may be
all that stand between civilization and madness.

Hold Back the Darkness. You may not be able to truly
win, for the Old Ones are beyond time and death, but you can
at least slay their worshipers and delay their return, and in
doing so buy mortals more time, even if only for one more
day.

Oath Spells
You gain oath spells at the paladin levels listed

Oath of the Elder Sign Spells
Paladin Level Bonus Spells

3rd Detect Evil and Good, Heroism

5th See Invisibility, Zone of Truth

9th Crusader's Mantle, Dispel Magic

13th Aura of Purity, Banishment

17th Hold Monster, Modify Memory

Channel Divinity
When you take this oath at 3rd level you gain the following
two Channel Divinity options

Elder Sign. You can use your Channel Divinity to form a
magical symbol that has the power to repel aberrations. As
an action, you present your holy symbol, and each aberration
within 30 feet of you that can see you must make a Wisdom
saving throw. On a failed save, the creature is turned for one
minute or until it takes damage.

A turned creature must spend its turns trying to move as
far away from you as it cab, and it can't willingly move to a
space within 30 feet of you. It also can't take reactions. For its
actions, it can only use the Dash action or try to escape from
an effect that prevents it from moving. If there is nowhere the
move the creature can use the Dodge action.

If the creature's true form is concealed by an illusion,
shapeshifting or other effect, that form is revealed while it is
turned.

Smite Aberration. As a bonus action, you can use your
Channel Divinity to empower yourself to smite aberrations.
For the next 1 minute your melee weapon attacks deal 1d8
radiant damage, in addition to the weapon's damage, when
you're attacking an aberration. This damage stacks with
Divine Smite and Improved Divine Smite.

Bane of Cults
Your experience in fighting eldritch cults has taught you their
ways and how to track them down, as well as inured you to
the horrors you face.

Starting at 7th level you gain proficiency in Arcana and
Investigation, and you have advantage on saving throws
against being frightened. You also gain advantage on
intimidation checks against cultists and other servants of evil
or eldritch gods.

Mind of Steel
Starting at 15th level your thoughts can't be read by telepathy
or other means unless you allow it, and you are immune to
short- or long-term madness. In addition, you gain resistance
to psychic damage and advantage on saving throws against
illusion and enchantment spells.

Slayer of Nightmares
At 20th level, as an action, you can empower yourself with
divine might to strike down the horrors that dwell in the
darkness. For the next 1 minute, your Divine Smite deals 1d8
extra damage against aberrations and they have disadvantage
on saving throws against your paladin spells and Channel
Divinity abilities.

In addition, for the duration you have advantage when
attacking aberrations and evil creatures, as well as on saving
throws against spells cast by them. Once you use this feature,
you can't use it again until after you finish a long rest.
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New Subrace: Yithian Mind
The great race of Yith originally arose on an ancient and now
long-dead world of Yith. An anciet race, wise with the
ultimate secrets of the universe, they discovered a way to
project their consciousness across space and time, allowing
them to travel through space and time by swapping minds
with creatures of other worlds and eras.

Amoral Scholars. While the great race of Yith is primarily
concerned with amassing information, and has no interest in
causing undue harm for its own sake, they are utterly
indifferent to any suffering they may cause by taking over
peoples' bodies, and have no qualms about condemning
entire races to die in their stead, as they did when mass-
projecting the minds of their race into new bodies to escape
their dying homeworld.

Mind-Swapped Explorers. The great race of Yith used
their mind-swapping ability to study civilizations across space
and time by occupying bodies of some of their members.

The Yithian mind will use the occupied body to learn all it
can about the culture of the race the body belongs to, as well
as the world they live in. They might also pursue particular
texts or artefacts the great race wanted to study, or alter past
or future events to better suit their designs.

Captive Minds. Meanwhile, the mind of the occupied
being would be transferred to the Yithian's body and queried
to learn as much as possible from their society. All
information gathered by the Yithians would be recorded
down and stored in their great libraries.

Although transferred minds minds were kept prisoners by
the great race, they would be nonetheless granted some
freedoms in exchange for their cooperation. Those captive
minds who cooperated with the great race were allowed to
wander the Yithian cities at will and to browse their gigantic
libraries. They could also communicate with other captive
minds from across the universe from the past and future.

Shadows Out of Time. Once the great race of Yith has
learned all they could from a captive mind, the occupied
being's intellect is swapped back, with the additional
precaution of erasing or suppressing all knowledge of the
Yithians. Even so, it is possible for scraps of knowledge or
experiences gained from their time with the great race to
remain in dreams.

Yithian Mind
You are an ancient and alien mind from beyond space and
time, who has tarnsferred itself into the body of an
adventurer to explore and study the world, or possibly to
fulfill some specific agenda. The Yithian mind subrace can be
applied to any race that has a subrace, and replace that race's
existing subrace options. Alternatively you can apply this
subrace to a race without subrace options by using the
modification options provided below.

Racial Adjustments
For races that don't have subrace options, taking the Yithian
mind subrace means making changes to your character's
base traits, as follows.

Human. Modify the human's Ability Score Increase trait to
the following: Two different ability scores of your choice
increase by 1. If you use the variant human traits, removes
the Skills trait and the Feat trait.

Dragonborn. Modify the dragonborn's Ability Score
Increase trait to the following: Your Strength score increases
by 2.

Tiefling. Use the Unearthed Arcana article which outlined
tiefling variants that make use of subraces, replacing the
subrace options with the Yithian mind subrace options.

Half-Orc. Modify the half-orcs's Ability Score Increase trait
to the following: Your Strength score increases by 2.

Half-Elf. Modify the half-elf's Ability Score Increase trait to
the following: Your Charisma score increases by 2.

Ability Score Increase.
Your Intelligence score increases by 1.

Alien Mind
You are immune to the frightened condition. In addition, your
thoughts can't be read by telepathy or other means unless you
allow it, and you can't be afflicted by madness.

However, you also have disadvantage on Charisma checks
you make during social interaction.

Bonus Proficiencies
You gain proficiency in Arcana and History skills, and double
your proficiency bonus when making ability checks with
these skills.

Innate Spellcasting
You know the message cantrip. When you reach 3rd level you
can cast the comprehend language spell once per day. When
you reach 5th level, you can also cast the suggestion spell
once per day. Intelligence is your spellcasting ability for these
spells.

Monsters from the
Cthulhu Mythos
The following section contains stats for some of the creatures
from the Cthulhu Mythos.

Byakhee
Byakhees are hideous flying creatures sometimes used as
mounts by cultists. Their form is so alien and hideous that it
is difficult for a person to even fully grasp what they truly look
like, their appearance being likened by those who have seen
them to be “not altogether crows, nor moles, nor buzzards,
nor ants, nor vampire bats, nor decomposed human beings”.
They have webbed feet and membranous wings, and are able
to carry a person on their back.

It is said that they can even fly between different worlds
and planes of existence, although whether a human riding
one would survive the trip is a different matter.

Unearthly Nature: The byakhee doesn't require air or
sleep.
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Dark Young of Shub-Niggurath
Of the innumerable spawn of Shub-Niggurath, probably the
most infamous are her dark young.

Dwellers in the Wilderness: The dark young can be
encountered, if one is unlucky, in deepest, darkest depths of
ancient forests and other places untouched by civilization.
Each one is a huge creature that from a distance could be
mistaken for a dead tree with gnarled branches and a wide
trunk. Upon closer examination, the “trunk” reveals itself to
be a cylindrical body studded with staring eyes and gaping
maws, standing on four cloven-hoofed feet, while the
“branches” are in actuality grasping tentacles.

Living Idols. Cultists of Shub-Niggurath frequently
worship them, seeing the creatures as living embodiments of
their goddess. They often make sacrifices to Shub-Niggurath
by feeding live captives to the dark young. For their part, the
dark young might protect the cultists from interlopers, or at
least not eat the cultists, for while they care nothing of the
affairs of mortals they are still intelligent beings and
recognize the value of having servants who provide them
with free meals.

Unearthly Nature: The dark young doesn't require air, or
sleep. It can survive indefinitely without food or drink, but
prefers to eat when food is available.

The Deep Ones
The deep ones are an ancient race of aquatic humanoids with
a fish- or amphibian-like appearance that worship the Great
Old Ones. Their skin is slimy and colored grayish-green, with
scaly ridges on their backs. Their forms are vaguely
humanoid, but their heads are fish-like, with large unblinking
eyes and gills on the sides of their necks.

Horrors from the Depths. While their preferred habitat is
deep in the ocean, the deep ones can survive on land for
extended periods of time, and can move above water at
decent speed with their hopping gait.

Deep ones are immortal, and some are known to have lived
for thousands of years. They are said to serve beings known
as Father Dagon and Mother Hydra (which some theorize to
be Great Old Ones, and others simply the oldest and largest
members of the race), as well as the great Cthulhu.

Deep One Hybrids. The deep ones sometimes make
bargains with coastal human settlements, providing the land-
dwellers with plentiful fishing and strange-looking jewelry. In
return, the land-dwellers give human sacrifices, many of
which are used by the deep ones to breed hybrid offspring.

These hybrids are born with the appearance of a normal
human being, but as they age they begin to acquire more and
more attributes of the deep ones: the ears shrink, the eyes
bulge and become unblinking, the head narrows and
gradually goes bald, the skin becomes scabrous as it changes
into scales, and the neck develops folds which later become
gills.

When the hybrid becomes too obviously non-human, it is
hidden away from outsiders. Eventually, however, the hybrid's
transformation is complete and it will be compelled to slip
into the sea to live with the deep ones in one of their
undersea cities.
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Byakhee
Large aberration, unaligned

Armor Class 13 (natural armor)
Hit Points 102 (12d20 + 36)
Speed 30ft., fly 60 ft.

STR DEX CON INT WIS CHA

17 (+3) 16 (+3) 17 (+3) 10 (+0) 12 (+1) 6 (-2)

Senses darkvision 60 ft., passive Perception 11
Languages Understands all languages but can't speak
Challenge 3 (700 XP)

Hideous Appearance. When a creature that can see the
byakhee starts its turn within 30 feet of the byakhee, it
must make a DC 13 Wisdom saving throw or become
frightened for 1 minute. A creature can repeat the
saving throw at the end of each of its turns, ending the
effect on itself on a success. If a creature's saving
throw is successful or the effect ends for it, the
creature is immune to the byakhee's Hideous
Appearance for the next 24 hours.

Actions
Multiattack. The byakhee makes two attacks, one with
its claws and one with its bite.

Bite. Melee Weapon Attack: +5 to hit, reach 5ft., one
target. Hit: 6 (1d6 + 3) piercing damage.

Claw. Melee Weapon Attack: +5 to hit, reach 5ft., one
target. Hit: 7 (1d8 + 3) slashing damage.
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Dark Young of Shub-
Niggurath
Huge aberration, unaligned

Armor Class 18 (natural armor)
Hit Points 216(16d12 + 112)
Speed 30ft.

STR DEX CON INT WIS CHA

24 (+7) 17 (+3) 24 (+7) 16 (+3) 19 (+4) 10 (+0)

Saving Throws Con +11, Int +7, Wis +8, Cha +4
Skills Perception +8, Stealth +7
Damage Resistances bludgeoning, piercing and slashing

from nonmagical weapons
Damage Immunities poison
Condition Immunities blinded, deafened, exhaustion,

frightened, poisoned, prone
Senses darkvision 60 ft., tremorsense 30 ft.,passive

Perception 18
Languages Understands all languages but can't speak
Challenge 12 (8,400 XP)

Siege Monster. The dark young deals double damage to
objects and structures.

Deceptive Appearance. The dark young has advantage on
Dexterity (Stealth) checks made to hide in forests and
other densely wooded terrain.

Actions
Multiattack. The dark young can use its Frightful
Presence. It then makes three attacks: two with its
tentacles and one with its bite.

Bite. Melee Weapon Attack: +11 to hit, reach 5ft., one
target. Hit: 18 (2d10 + 7) piercing damage plus 4 (1d8)
acid damage.

Tentacles. Melee Weapon Attack: +11 to hit, reach 15ft.,
one target. Hit: 14 (2d6 + 7) bludgeoning damage. If the
target is a creature, it is grappled (escape DC 17) if the
dark young isn't already grappling a creature, and the
target is restrained until this grapple ends.

Trample. Melee Weapon Attack: +11 to hit, reach 5ft.,
one target. Hit: 29 (4d10 + 7) bludgeoning damage.

Frightful Presence. Each creature of the dark young's
choice that is within 120 feet of it and aware of it must
succeed on a DC 14 Wisdom saving throw or become
frightened for 1 minute. A creature can repeat the saving
throw at the end of each of its turns, ending the effect
on itself on a success. If a creature's saving throw is
successful or the effect ends for it, the creature is
immune to the dark young's Frightful Presence for the
next 24 hours.

Legendary Actions
The dark young can take 3 legendary actions, chosen
from the options below. Only one legendary action can
be used at a time and only at the end of another
creature's turn. The dark young regains spent legendary
actions at the start of its turn.

Detect. The dark young makes a Wisdom (Perception)
check

Trample. The dark young makes one trample attack.

Swallow. The dark young makes one bite attack against a
Medium or smaller target it is grappling. If the attack
hits, the target is also swallowed, and the grapple ends.
While swallowed, the target is blinded and restrained, it
has total cover against attacks and other effects outside
the dark young, and it takes 21 (6d6) acid damage at the
start of each of the dark young's turn. A dark young can
only have one creature swallowed at a time.

If the dark young takes 30 damage or more on a single
turn from the swallowed creature, it must succeed on a
DC 14 Constitution save at the end of that turn or
regurgitate the creature, which falls prone within 10 feet
of the dark young. If the dark young dies, a swallowed
creature is no longer restrained by it and can escape the
corpse by using 15 feet of movement, exiting prone.



Variant: Deep One Melee Weapon
Some deep ones have following attack options.

Multiattack. The deep one makes two attacks, one
with its bite and one with its spear.

Spear. Melee or Ranged Weapon Attack: +4 to hit,
reach 5ft., or range 20/60 ft.,one target. Hit 5 (1d6 +
2) piercing damage, or 6 (1d9 + 2) piercing damage if
used with two hands to make a melee attack.
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Deep One
Medium humanoid (deep one), neutral evil

Armor Class 11 (natural armor)
Hit Points 78 (12d8 + 24)
Speed 30ft., swim 40 ft.

STR DEX CON INT WIS CHA

14 (+2) 11 (+0) 14 (+2) 13 (+1) 14 (+2) 10 (+0)

Skills Perception +4
Senses darkvision 60 ft.,passive Perception 14
Languages Deep ones speak their own language, as well

as those of the races they're dealing with
Challenge 1 (200 XP)

Amphibious. Deep ones can breathe air and water.

Slimy Skin. The deep one has advantages on ability
checks and saving throws made to escape a grapple.

Actions
Multiattack. The deep one makes two attacks, one with
its bite and one with its unarmed strike.

Bite. Melee Weapon Attack: +4 to hit, reach 5ft., one
target. Hit: 4 (1d4 + 2) piercing damage.

Unarmed Strike. Melee Weapon Attack: +4 to hit, reach
5ft., one target. Hit: 4 (1d4 + 2) bludgeoning damage.

Deep One Priest
Medium humanoid (deep one), neutral evil

Armor Class 13 (natural armor)
Hit Points 120 (16d8 + 48)
Speed 30ft., swim 40 ft.

STR DEX CON INT WIS CHA

15 (+2) 13 (+1) 16 (+3) 14 (+2) 16 (+3) 12 (+1)

Skills Arcana +5, Perception +6, Religion +8
Senses darkvision 60 ft.,passive Perception 16
Languages Deep ones speak their own language, as well

as those of the races they're dealing with
Challenge 6 (2,300 XP)

Amphibious. Deep ones can breathe air and water.

Slimy Skin. The deep one has advantages on ability
checks and saving throws made to escape a grapple.

Spellcasting. The deep one priest is a 10th level
spellcaster. Its spellcasting ability is Wisdom (spell save
DC 14, +6 to hit with spell attacks). It has the following
cleric spells prepared:

Cantrips (at will): guidance, resistance, thaumaturgy

1st level (4 slots): bane, command, detect magic

2nd level (3 slots): hold person, spiritual weapon

3rd level (3 slots): dispel Magic, sending

4th level (3 slots): control water, divination

5th level (2 slots): mass cure wounds, scrying

Actions
Multiattack. The deep one makes two melee attacks.

Ritual Staff. Melee Weapon Attack: +5 to hit, reach 5ft.,
one target. Hit: 5 (1d6 + 2) bludgeoning damage, or 6
(1d8 + 2) bludgeoning damage if used with two hands,
plus 14 (4d6) force damage.

Unarmed Strike. Melee Weapon Attack: +5 to hit, reach
5ft., one target. Hit: 4 (1d4 + 2) bludgeoning damage.



The Elder Things
The beings known as the elder things or the old ones (not to
be confused with the Great Old Ones) are an incredibly
ancient race of highly intelligent beings.

Alien Anatomy. An elder thing’s body is the shape of an
elongated barrel with ridges that run from one end to the
other. The creature’s head rests at one end; a starfish-shaped
organ with eyes at the tips of the arms, stalked feeding tubes,
and a mouth-like opening at the center. At the other end of its
body are five long tentacles and a mass of smaller tendrils,
which serve as the creature’s primary source of locomotion
on land. Five sets of wings can extend from its body, along
with five sets of branchlike arms ending in numerous small
tendrils. The bodies of the elder things are extremely durable,
and they can enter a state of hibernation that allows them to
survive nearly indefinitely even in hostile conditions. They're
even capable of surviving in interstellar space, and have used
this ability to travel to and colonize different worlds.

Familiar Minds. Despite their strange appearance, the
elder things are mentally surprisingly similar to ordinary
mortals. They make friends and enemies, trade, create art,
build cities and have a complex form of government. It is
possible, if proper means of communication were
established, that the elder things could be peacefully
interacted with, although they are likely to view themselves as
being far superior to all the non-elder races, which from their
point of view are barely above particularly clever animals.
However, in the ages past the elder things used to war with
the mi-go, and they might find common cause in opposing
them.

On Earth the civilization of the elder things slowly declined,
and was eventually destroyed when their servitor race, the
shoggoths, rebelled against them, but they likely still exist on
other worlds.

The Mi-Go
The mi-go are a race of highly intelligent and extremely alien
beings with a vast empire that is spread across the
multiverse.

Fungi from Yuggoth. The mi-go are pinkish, crustacean-
like creatures roughly the size of a man, with for a pair of bat-
like wings on their backs and a spherical organ composed of
pyramided, fleshy rings and covered in antennae where the
head would be. However, biologically they are closer to
fungus than animal, and even this comparison falls short, for
the body of the mi-go is made of some otherwordly matter
that gives them strange properties.

Worshipers of the Outer Gods. The mi-go worship the
Outer Gods, particularly Nyarlathotep and Shub-Niggurath,
and have a highly alien system of mortality that makes them
seem highly malicious from human perspective.

Whisperers in the Darkness. The mi-go possess highly
advanced knowledge of magic, technology, and the nature of
existence, and occasionally claim to be willing to share their
secrets with those they consider worthy. However, such
individual usually end up with their brains surgically removed
by the mi-go, who place them into cylindrical containers
designed to keep the organ functioning even after being
removed from the body. Nobody knows for sure what the mi-
go do with the brains, but it is likely they interrogate them to
learn more of the culture of other races and to add any new
knowledge they might possess into their own.

Unearthly Nature: The mi-go don't require air or sleep.

Variant: Mi-Go Energy Weapon
Some rare mi-go have the following attack option.
Energy Weapon (Recharge 5  ̶6). The mi-go fires a line
that is 1 inch wide and 30 feet long. Each creature on
the line must make a DC 14 Dexterity saving throw,
taking 42 (12d6) force damage on a failed save and
half as much on a successful one.
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Elder Thing
Medium aberration, neutral

Armor Class 15 (natural armor)
Hit Points 136 (16d8 + 64)
Speed 30ft., fly 20ft., swim 40 ft.

STR DEX CON INT WIS CHA

15 (+2) 14 (+2) 19 (+4) 20 (+5) 16 (+3) 17 (+3)

Damage Resistancess Cold
Senses tremorsense 30 ft., passive Perception 16
Languages Elder things speak their own language
Challenge 5 (1,800 XP)

Amphibious: Elder things can breathe air and water.

Actions
Multiattack. The elder thing may attack three times with
its tendrils.

Tendrils. Melee Weapon Attack: +5 to hit, reach 10ft.,
one target. Hit: 6 (2d4 + 2) piercing damage. The target
is grappled (escape DC 12) if it is Medium or smaller
creature and the elder thing doesn't have another
creature grappled, and the target is restrained until this
grapple ends.



Star Vampire
The star vampire is an aberration that may be summoned
using a spell found in a tome called “Vermis Mysteriis”, and
probably other sources as well. The creature is invisible, or
more accurately completely transparent, with light passing
through it like it wasn't there. Only sign of the creature's
presence is the noise it emits as it attacks its prey, which
sounds like high-pitched cackling laughter. The star vampire
has a spherical body with numerous long tentacles that end
in sucker-tipped maws. It uses them to latch onto its victim
and begin draining them of their blood. As it feeds, the star
vampire becomes visible, the blood it drains coloring its
transparent body red.

Unearthly Nature: The star vampire doesn't require air or
sleep.

Shoggoth
The dreaded shoggoths were originally created by the elder
things as a servitor race, taking the role of beasts of burden,
construction equipment and war machines. They are huge,
amorphous creatures formed from dark slimy protoplasm,
capable of rapidly altering their bodies to spout new eyes,
mouths and pseudopods as needed. In combat a shoggoth is
a terrifying opponent, a massive wall of flesh that simply
flattens and engulf anything standing in its path.

On Earth the shoggoths eventually rebelled against their
masters, destroying their civilization, and now dwell in the
ruins of the cities of their former masters, endlessly repeating
the tasks they were programmed to perform. However, some
spellcasters have discovered how to use magic to control
shoggoths and can command them to serve them.
Additionally, on worlds where the elder things are still found,
they may be still using shoggoths as their servitors.

Unearthly Nature: The shoggoth doesn't require air, food,
drink or sleep.
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Mi-Go
Medium aberration, neutral evil

Armor Class 15 (natural armor)
Hit Points 119 (14d8 + 56)
Speed 30ft., fly 50 ft.

STR DEX CON INT WIS CHA

16 (+3) 20 (+5) 18 (+4) 23 (+6) 14 (+2) 15 (+2)

Saving Throws Wis +5, Cha +5
Damage Resistances bludgeoning, piercing and slashing

from nonmagical sources
Damage Immunities cold
Condition Immunities blinded, paralyzed, poisoned
Senses blindsight 30 ft., passive Perception 15
Languages Mi-go speak their own language (composed

of clicking their pincers and altering the color of
their “head”), and when interacting with other races
can emulate their language in a strange, buzzing
voice.

Challenge 6 (2,300 XP)

Actions
Multiattack. The mi-go makes two pincer attacks. If the
mi-go is grappling a creature, it can also use its
evisceration attack once.

Pincers. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 8 (2d6 + 3) piercing damage. The
target is grappled (escape DC 13) if it is Medium or
smaller creature and the mi-go doesn't have another
creature grappled.

Evisceration. The mi-go makes one pincer attack against
a target it is grappling. If the attack hits, the target also
takes 8 (2d6 + 3) slashing damage. The target's hit
point maximum is reduced by an amount equal to the
slashing damage taken. The reduction lasts until the
target finishes a long rest. The target dies if the effect
reduces its hit point maximum to 0.
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Star Vampire
Medium aberration, unaligned

Armor Class 12
Hit Points 130 (20d8 + 40)
Speed 0 ft., fly 40ft. (hover)

STR DEX CON INT WIS CHA

15 (+2) 16 (+3) 14 (+2) 10 (+0) 12 (+1) 8 (-1)

Skills Perception +4, Stealth +9
Condition Immunities blinded, deafened, prone
Senses blindsight 120 ft. (blind beyond this radius)

passive Perception 14
Languages -
Challenge 5 (1,800 XP)

Invisibility. The star vampire is invisible until it has fed on
blood, in which case the blood is visible inside its body,
giving away its location.

Actions
Multiattack. The star vampire makes two blood drain
attacks.

Blood Drain. Melee Weapon Attack: +5 to hit, reach 15ft.,
one creature. Hit 9 (2d6 + 2) piercing damage. Target is
grappled (escape DC 15), if the star vampire isn't already
grappling a creature, and the target is restrained until this
grapple ends. A creature grappled by the star vampire
loses 7 (2d6) hit points due to blood loss at the end of
the star vampire's turn until the grapple ends.

Shoggoth
Huge aberration, unaligned

Armor Class 18
Hit Points 250 (20d10 + 120)
Speed 40ft., climb 20 ft.

STR DEX CON INT WIS CHA

28 (+9) 10 (+0) 23 (+6) 5 (-3) 8 (-1) 4 (-3)

Saving Throws Con +11, Wis +4
Skills Perception +4
Damage Resistance fire, piercing, bludgeoning
Damage Immunities acid, cold, lightning, slashing
Condition Immunities blinded, charmed, deafened,

exhaustion, frightened, prone
Senses blindsight 60 ft., passive Perception 14
Languages understands language of the elder things, but

can't speak beyond mindlessly repeating phrases
Challenge 15 (13,000 XP)

Amphibious. The shoggoth can breathe air and water.

Amorphous. The shoggoth can move through a space as
narrow as 1 inch wide without squeezing.

Regeneration. The shoggoth regains 10 hit points at the
start of its turn if it has at least 1 hit point.

Siege Monster. The shoggoth deals double damage to
objects and structures.

Spider Climb. The shoggoth can move on difficult
surfaces, including upside down on the ceiling, without
needing to make an ability check.

Actions
Multiattack. The Shoggoth attacks three times: twice with
its monstrous pseudopods and once with its engulf.

Monstrous Pseudopods. Melee Weapon Attack: +14 to
hit, reach 10ft., one target. Hit: 22 (3d8 + 9)
bludgeoning damage plus 7 (2d6) acid damage.

Engulf. The shoggoth moves up to its speed. While doing
so, it can enter Huge or smaller creature's spaces.
Whenever the shoggoth enters a creature's space, the
creature must take a DC 18 Dexterity saving throw.

On a successful save, the creature can choose to be
pushed 5 feet back or to the side of the shoggoth. A
creature that chooses not to be pushed suffers the
consequences of a failed saving throw.

On a failed save, the shoggoth enters the creature's
space, and the creature takes 31 (4d10 + 9) bludgeoning
damage plus 10 (3d6) acid damage and is engulfed. The
engulfed creature can't breathe, is restrained, and takes
21 (6d6) acid damage at the start of each of the
shoggoth's turns. When the shoggoth moves, the
engulfed creature moves with it.

The engulfed creature can try to escape by taking an
action and making a DC 18 Strength check. On a
success, the creature escapes and enters a space of its
choice within 5 feet of the shoggoth.


