


















































MIMICS (DOOR, MIRROR, TOMBSTONE, TOME, PUMPKIN) Adhesive (Object Form Only). The mimic adheres to anything

Medium monstrosity, neutral evil that touches it. A Huge or smaller creature adhered to the mimic
is also grappled by it (escape DC 14). Ability checks made to

Armor Class 16 (Natural Armor) escape this grapple have disadvantage.

Hit Points 75 (10d10 + 20) Fals_,e Appe_arapcg (ije_ct Form Only). Whi!e the mimic remains
Speed 15 ft. motionless, it is indistinguishable from an ordinary object.
Grappler. The mimic has advantage on attack rolls against any
creature grappled by it.
STR DEX CON INT WIS CHA Mimicry. The mimic can imitate animal sounds and humanoid

voices. All sounds coming from the mimic are muffled and
18(+4) 14(+2) 14(+2) 7(2) 13(+1) 10(+0) appear to be originating from behind it. A creature that hears
e the sound can tell they are imitations with a successful DC 14
Skills Stealth +5 Wisdom (Insight) check.

Senses Darkvision 60 ft., Passive Perception 11
Damage Immunities Acid Actions

Condition Immunities Prone

Challenge 6 (2,300 XP)
e

Multi-Attack. The mimic makes two attacks: one with its
pseudopod and one with its bite.

Pseudopod. Melee Weapon Attack: +7 to hit, reach 10 ft.,
Shapechanger. The mimic can use its action to polymorph into one target. Hit: 8 (1d8 + 4) bludgeoning damage. If the mimic
an object or back into its true, amorphous form. Its statistics are s in object form, the target is subjected to its Adhesive trait.
the same In each form. Any equipment it is wearing or carrying Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
isn't transformed. It reverts to its true form if it dies. Hit: 9 (1d10 + 4) piercing damage plus 5 (1d10) acid damage.

Mimics are crectures of deception and denger. These shapeshifting creatures
are capable of mimicking the appearcmce of incmimate objects, such as chests,
_doors, or even furnitore. T heir ability to blend seamlessly into their

surr’oundlngs makes them o formidable threat to unsuspecting adventurers.




ANIMATED MYSTERIOUS OBJECTS

Medium monstrosity, neutral evil

Armor Class 8 (Natural Armor)
Hit Points 50 (9d8 + 9)
Speed 15 ft.

STR DEX CON INT WIS CHA

13(+1) 6(2) 14 (+2) 7(-2) 8(-1) 1(-5)
e

Senses Blindsight 60 ft. (blind beyond this), Passive Percep 9
Damage Resistances Acid
Condition Immunities Blinded, Deafened, Charmed

Challenge 6 (2,300 XP)

Actions

Multi-Attack. The Objects can makes two attacks. Customize
the attacks based on the object. For example, the dragon
skull mike be a ‘gore’ attack. And the cauldron might make a
‘grasp’ attack.

Claw Attack. Melee Weapon Attack: +7 to hit, reach 5 ft.,
1 target. Hit: 12 (2d6 + 4) [slashing] damage.

Ranged Attack. Ranged Weapon Attack: +7 to hit,

range 60ft., 3 targets. Hit: 8 (1d6 + 4) [piericing] damage. The
whirlpool and coffin might not make ranged attacks. Rather,
you can give them special attacks. Such as, the coffin might
trap someone inside while the whirlpool could do something
similar.

Klere lie a menagerie of mysterious, enimeted objects. A swirling whirlpool, a
new born dragon hatchling, an eerie/ coffin, a writhing bone pile, an ancient

~_~dragon skull, o clutch of harpy eggs, and a bubbling, creepy cauldron. Each
object possesses a strange, otherworldly energy, cnd their combined presence
creates an cura of mystery cmd dcmgeP 2
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