VOIDWRETCH

Small » Aberration * Chaotic Evil

Armor Class 12
Hit Points 24 (7d6)

Speed 30 ft.
STR DEX CON INT wis CHA
9(-1) 15 (+2) 11 (4+0) 14 (+2) 11 (4+0) 10 (+0)

Senses darkvision 30 ft., passive Perception 10
Languages telepathy 30 ft.
CR 1/2 (XP 100; PB +2)

Magic Resistance. The voidwretch has advantage on saving
throws against spells and other magical effects.

Unusual Nature. The voidwretch doesn't require air.

ACTIONS

Thought Rake. Melee Weapon Attack: +4, reach 5 ft. Hit: 7
(2d4 + 2) psychic damage. Additionally, one creature of the
voidwretch choice that it can see becomes invisible to the
target. That creature is still visible to other creatures. The effect
lasts until the end of the target’s next turn.

VOIDWRETCH — WEAKER

Armor Class 11
Hit Points 5 (2d6 - 2)

Speed 30 ft.
STR DEX CON INT WIS CHA
7 (-2) 13 (+1) 9(-1) 12 (+1) 9 (-1) 8 (-1)

Senses darkvision 30 ft., passive Perception 9
Languages telepathy 30 ft.
CR 0 (XP 10; PB +2)

Magic Resistance. The voidwretch has advantage on saving
throws against spells and other magical effects.

Unusual Nature. The voidwretch doesn't require air.

ACTIONS

Thought Rake. Melee Weapon Attack: +3, reach 5 ft. Hit: 1
psychic damage. Additionally, one creature of the voidwretch
choice that it can see becomes invisible to the target. That
creature is still visible to other creatures. The effect lasts until
the end of the target’s next turn.

Initiative +2 (12)

Neural Pulse. Intelligence Saving Throw: DC 12, one creature
within 30 feet of the voidwretch that it can see. Failure: The
target subtracts 1d4 from all attacks and ability checks it makes
until the end of its next turn. This effect can stack up to three
times.

Spelilcasting. The voidwretch casts one of the following spells,
requiring no spell components and using Intelligence as the
spellcasting ability (spell save DC 12):

1/day: invisibility, mirror image, silent image

BONUS ACTIONS

Void Step. The voidwretch teleports to a point it can see within
15 feet of it.

Initiative +1 (11)

Neural Pulse. Intelligence Saving Throw: DC 12, one creature
within 30 feet of the voidwretch that it can see. Failure: The
target subtracts 1d4 from all attacks and ability checks it makes
until the end of its next turn. This effect can stack up to three
times.

Spelicasting. The voidwretch casts one of the following spells,
requiring no spell components and using Intelligence as the
spellcasting ability (spell save DC 11):

1/day: invisibility, silent image

BONUS ACTIONS

Void Step (1/Day). The voidwretch teleports to a point it can
see within 10 feet of it.



VOIDWRETCH — STRONGER

Armor Class 13
Hit Points 58 (13d6 + 13)

Speed 30 ft.
STR DEX CON INT WIS CHA
11 (4+0) 17 (+3) 13 (+1) 16 (+3) 13 (+1) 12 (+1)

Senses darkvision 30 ft., passive Perception 11
Languages telepathy 30 ft.
CR 3 (XP 700; PB +2)

Magic Resistance. The voidwretch has advantage on saving
throws against spells and other magical effects.

Unusual Nature. The voidwretch doesn't require air.

ACTIONS

Multiattack. The voidwretch makes two Tought Rake attacks. It
can replace one of these attacks with a use of Neural Pulse or
Spellcasting.

Thought Rake. Melee Weapon Attack: +5, reach 5 ft. Hit: 10
(2d6 + 3) psychic damage. Additionally, one creature of the
voidwretch choice that it can see becomes invisible to the
target. That creature is still visible to other creatures. The effect
lasts until the end of the target’s next turn.

Initiative +3 (13)

Neural Pulse. Intelligence Saving Throw: DC 13, one creature
within 30 feet of the voidwretch that it can see. Failure: The
target subtracts 1d8 from all attacks and ability checks it makes
until the end of its next turn. This effect can stack up to three
times.

Spelicasting. The voidwretch casts one of the following spells,
requiring no spell components and using Intelligence as the
spellcasting ability (spell save DC 13):

2/day: invisibility, mirror image, silent image

BONUS ACTIONS

Void Step. The voidwretch teleports to a point it can see within
20 feet of it.



