
Actions
Multiattack. The octopin makes two claw attacks.

Claw. Melee Weapon Attack: +5 to hit, reach 10
ft., one target. Hit: 7 (1d8+3) slashing damage. If
the octopin hits with both claw attacks it latches
onto its opponent’s body and rends the flesh. It
deals an additional 14 (2d8+6) points of damage.

Six purple tentacles support an alien eye dripping with a

viscous slime. Rarely blinking, the star shaped pupil moves

rapidly about, scanning the area. Two larger tentacles

support razor sharp claws and undulate hypnotically in the

air around it.

Formed in a fusion of magic and controlled breeding, the

octopin is a perverse creation of mind flayers bent on

fashioning a servant loyal to their alien ways. Often employed

as guards, octopins are ceaseless in their duties and

relentless in their hunt for intruders that enter their domain.

A full grown octopin stands just over 5 feet tall with tentacles

capable of reaching up to 10 feet away. They weigh 150

pounds. Their color ranges from a deep purple to forest

green, with a matching iris. They eat through small orifices

located inside their claws. Octopin reproduce asexually once

per year, laying a single ivory egg. Young take only one month

to mature, during which time they eat voraciously.

Octopins understand Undercommon, but can not speak.

They rely upon complicated tentacles gestures and eye

movement to communicate with each other.

Octopin
Medium aberration, lawful evil

Armor Class 15
Hit Points 52 (8d8+16)
Speed 30 feet, climb 30 feet

STR DEX CON INT WIS CHA

17 (+3) 14 (+2) 15 (+2) 8 (-1) 11 (+0) 15 (+2)

Skills Perception +3, Stealth +5
Senses passive Perception 13
Languages understands Undercommon, but does

not speak
Challenge 3 (700 XP)

Spider Climb. The octopin can climb difficult
surfaces, including upside down on ceilings,
without needing to make an ability check.

Penetrating Sight. The octopin can see through solid
objects, but it is blocked by 1 foot of stone, 1 inch
of common metal, a thin sheet of lead, or 3 feet of
wood or dirt. It is also immune to visual illusions
and invisibility.

Slow gaze. 30 foot ray. DC 15 Wisdom saving
throw. An affected target’s speed is halved, it takes
a −2 penalty to AC and Dexterity saving throws, and
it can’t use reactions. On its turn, it can use either
an action or a bonus action, not both. Regardless of
the creature’s abilities or magic items, it can’t make
more than one melee or ranged attack during its
turn.

If the creature attempts to cast a spell with a
casting time of 1 action, roll a d20. On an 11 or
higher, the spell doesn’t take effect until the
creature’s next turn, and the creature must use its
action on that turn to complete the spell. If it can’t,
the spell is wasted.

A creature affected by this ability makes another
Wisdom saving throw at the end of its turn. On a
successful save, the effect ends for it.
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