Creatures
COCKATRICE

Behavior

The cockatrice is a type of wild fowl, a deadly
cousin of the basilisk known for its ability to
turn creatures to stone. They are sometimes
hunted for their petrifying venom, which can
either be used as a poison or made into an
antivenom.

Cockatrice are social birds, typically hunting in
groups of twelve (12) to forty-eight (48). Much
like regular chickens they establish a “pecking
order.” The most aggressive and hardy among
them bullying the others into submission.
They rely on their numbers and speed to
overwhelm prey and turn them to stone so
that they cannot escape. Once petrified, the
cockatrice usually shatters their victims and
takes the pieces to their nest to be eaten later
like a frozen dinner.

Terminology
They typically live in broods or flocks. It is
called a brood if there are no females and a
flock if there is at least one. Small cockatrice,
the most commonly-encountered variety, are
all male. Their female counterparts are known
as great cockatrice for their enormous size.

General Biology and Habitat
Cockatrice are carnivores. In the wild, they
often maim and kill small prey such as lizards,
snakes, or mice. If their pack grows large
enough they may go after larger prey such as
cows, horses, or deer.
Their nests are usually in bushes or lowhanging trees. They especially like to
congregate near elderberry bushes.

Courtship
The cockatrice vie for the attention of a great
cockatrice (a female) by fighting the other
cockatrice and attempting to demonstrate
physical prowess as well as wits. The
cockatrice that can steal and maintain the
most eggs in their nest is usually chosen.
Nesting and Laying Behavior
Male cockatrice do not lay their eggs, they are
granted them from a great cockatrice. That
said, cockatrice prefer to sit in nests that have
eggs in them and will actively steal eggs from
other cockatrice. Any cockatrice that breaks
an egg during this process is immediately
maimed and killed by the others.

COCKATRICE
Small monstrosity, unaligned
Armor Class 10
Hit Points 12 (3d6 + 3)
Speed 20 ft., fly 10 ft.
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Saving Throws Dex +3
Senses Darkvision 30ft., Passive Perception 12
Challenge 1/2
Aggressive. As a bonus action, the cockatrice can
move up to its speed towards a hostile creature
it can see.
Reckless. At the start of its turn, the cockatrice
can gain advantage on all melee attack rolls it
makes during that turn, but attack rolls against it
have advantage until the start of its next turn.

Actions
Bite. Melee Weapon Attack: +3 to hit, reach 5 ft.,
one target. Hit: 3 (1d4 + 1) piercing damage, and
the target must succeed on a DC 11 Constitution
saving throw against being magically petrified.
On a failed save, the creature begins to turn to
stone and is restrained. It must repeat the saving
throw at the end of its next turn. On a success,
the effect ends. On a failure, the creature is
petrified for 24 hours.
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GREAT COCKATRICE
The great cockatrice is a female cockatrice.
They demand their own categorization and
discussion because they are nearly four
times the size of male cockatrice. They are
incredibly rare and their aggression makes
male cockatrice seem tame in comparison.
They can move three times faster than
male cockatrice and have significantly more
endurance.

General Biology and Habitat
Great cockatrice are gruesome carnivores.
They have been known to play with prey,
petrifying them repeatedly and carefully
dismembering only the parts that make it hard
to run away.
They typically build their nests on top of trees
or rocky outcrops. Cockatrice are known to
build nests beneath them in the undergrowth.

Behavior
Great cockatrice do not socialize with other
cockatrice, male or female. They command a
wide territory, sometimes as large as a 6-mile
radius.
Courtship
A great cockatrice demands the cockatrice it
is going to mate with to demonstrate ferocity
and wits to match its own. When it is satisfied
with the mating demonstrations, it will
choose a suitor. If the suitor is not to the great
cockatrice’s liking, they have been known to
kill them afterwards.
Nesting and Laying Behavior
Great cockatrice lays dozens of eggs over
several days. She will keep some of the eggs
in her own nest, which eventually develop
into great cockatrice. The remaining eggs are
distributed to the nests of regular cockatrice.

GREAT COCKATRICE

Actions

Large Monstrosity, unaligned
Multiattack. The great cockatrice makes three
consecutive melee attacks: one with its beak and
two with its talons.

Armor Class 15
Hit Points 102 (12d10 + 36)
Speed 60 ft., fly 30 ft.
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Saving Throws Dex +8, Con +5
Skills Perception +4
Senses Darkvision 60 ft., passive Perception 14
Challenge 8
Legendary Resistance (1/day). If the great cockatrice
fails a saving throw, it can choose to succeed
instead.
Aggressive. As a bonus action, the great cockatrice
can move up to its speed towards a hostile creature
it can see.
Reckless. At the start of its turn, the great cockatrice
can gain advantage on all melee attack rolls it makes
during that turn, but attack rolls against it have
advantage until the start of its next turn.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 12 (3d4 + 5) piercing damage, and the
target must succeed on a DC 12 Constitution saving
throw against being magically petrified. On a failed
save, the creature begins to turn to stone and is
restrained. It must repeat the saving throw at the
end of its next turn. On a success, the effect ends.
On a failure, the creature is petrified for 24 hours.
Talons. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 10 (2d4 + 5) slashing damage.

Legendary Actions
The great cockatrice can take 3 legendary actions, choosing from the options below. Only one
legendary action option can be used at a time and
only at the end of another creature’s turn. The great
cockatrice regains spent legendary actions at the
start of its turn.
Detect (Costs 1 Action). The great cockatrice makes a
Wisdom (Perception) check.
Bite (Costs 1 Action). The great cockatrice makes a
bite attack.
Petrifying Gaze (Costs 2 Actions). The great
cockatrice narrows its focus on a single creature
within 60 feet. The target must succeed on a DC 12
Constitution saving throw against being magically
petrified. If the saving throw is failed by 5 or more,
the creature is instantly petrified. Otherwise, a
creature that fails the save begins to turn to stone
and is restrained.It must repeat the saving throw
at the end of its next turn. On a success, the effect
ends. On a failure, the creature is petrified for 24
hours.
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A Great Cockatrice’s Lair

Regional Effects

Great Cockatrice make their nests deep in the
belly of forests between the understory and
the canopy. They favor low trees where they
can pounce on passing prey below.

• The region containing a great cockatrice’s
lair is warped by the great cockatrice’s
presence, which creates one or more of
the following effects:

A great cockatrice encountered in its lair has a
challenge rating of 10.

• Intermittent, echoing clucking can be
heard coming from all directions within 6
miles of the lair.

Lair Actions
On initiative count 20 (losing initiative ties),
the great cockatrice takes a lair action to
cause one of the following effects; the great
cockatrice can’t use the same effect two
rounds in a row:
• 1d4 - 1 new cockatrices enter the
encounter within 90 feet of the great
cockatrice.

• Dismembered meat cubes with clean
edges like broken rock litter the ground
within 1 mile of the lair, forming difficult
terrain.

• Each cockatrice within 30 feet of the
great cockatrice must use their reaction
to attack a creature other than the great
cockatrice. If there are no eligible targets,
the cockatrice attack themselves.
• The great cockatrice regurgitates
petrified remains onto the field, creating a
20-foot square of difficult terrain.
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PEBBLE GOLEM
These little golems were the invention of
Strazahr, an estranged wizard that lived
on an especially rocky shore. He sought
companionship, but could not summon a
familiar nor had the gold for a true golem, and
so the Pebble Golem was born.
These tiny constructs are assembled from a
few pebbles and about 50 gold in materials.
Faces are sometimes etched or drawn onto
their surface, but this is purely cosmetic.
After the incantations are performed, they
can understand their creator and are eager
to please them, much like a dog but with less
cleanup.
Eventually Strazahr shared his instructions
for creating Pebble Golems. They became
popular toys for noble children and led to the
conception of the “pet rock.”

PEBBLE GOLEM
Tiny construct, unaligned
Armor Class 10
Hit Points 9 (2d6 + 2)
Speed 5 ft.
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Damage Vulnerabilities Bludgeoning
Damage Resistances Poison, Psychic, Piercing
and Slashing from Nonmagical Attacks
Condition Immunities Charmed, Exhaustion,
Frightened, Paralyzed, Petrified, Poisoned
Senses Tremorsense 10ft., passive Perception 9
Languages Understands the languages of its
creator but can’t speak
Challenge 0
False Appearance. While the stone remains
motionless, it is indistinguishable from a normal
stone.
Forward Momentum. As a bonus action, the
stone can move up to its speed in the same
direction that it last moved.
Immutable Form. The golem is immune to any
spell or effect that would alter its form.

Actions
Roll. Melee Weapon Attack: +1 to hit, reach 5 ft.,
one target. Hit: 1 (1d4 - 1) bludgeoning damage.
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Open Gaming License
Permission to copy, modify and distribute the files collectively known
as the System Reference Document 5.1 (“SRD5”) is granted solely
through the use of the Open Gaming License, Version 1.0a.
This material is being released using the Open Gaming License
Version 1.0a and you should read and understand the terms of that
license before using this material.
The text of the Open Gaming License itself is not Open Game
Content. Instructions on using the License are provided within the
License itself.
The following items are designated Product Identity, as defined in
Section 1(e) of the Open Game License Version 1.0a, and are subject
to the conditions set forth in Section 7 of the OGL, and are not Open
Content: Dungeons & Dragons, D&D, Player’s Handbook, Dungeon
Master, Monster Manual, d20 System, Wizards of the Coast, d20
(when used as a trademark), Forgotten Realms, Faerûn, proper
names (including those used in the names of spells or items), places,
Underdark, Red Wizard of Thay, the City of Union, Heroic Domains
of Ysgard, Ever-Changing Chaos of Limbo, Windswept Depths of
Pandemonium, Infinite Layers of the Abyss, Tarterian Depths of
Carceri, Gray Waste of Hades, Bleak Eternity of Gehenna, Nine
Hells of Baator, Infernal Battlefield of Acheron, Clockwork Nirvana
of Mechanus, Peaceable Kingdoms of Arcadia, Seven Mounting
Heavens of Celestia, Twin Paradises of Bytopia, Blessed Fields of
Elysium, Wilderness of the Beastlands, Olympian Glades of Arborea,
Concordant Domain of the Outlands, Sigil, Lady of Pain, Book of
Exalted Deeds, Book of Vile Darkness, beholder, gauth, carrion
crawler, tanar’ri, baatezu, displacer beast, githyanki, githzerai, mind
flayer, illithid, umber hulk, yuan-ti.
All of the rest of the SRD5 is Open Game Content as described in
Section 1(d) of the License.
The terms of the Open Gaming License Version 1.0a are as follows:
OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights
Reserved.
1. Definitions: (a)”Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)”Derivative Material” means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension,

upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c)
“Distribute” means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d)”Open Game
Content” means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game
Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright
law, but specifically excludes Product Identity. (e) “Product Identity”
means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters; stories,
storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or
audio representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or
graphic designs; and any other trademark or registered trademark
clearly identified as Product identity by the owner of the Product
Identity, and which specifically excludes the Open Game Content;
(f) “Trademark” means the logos, names, mark, sign, motto, designs
that are used by a Contributor to identify itself or its products or
the associated products contributed to the Open Game License by
the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute,
copy, edit, format, modify, translate and otherwise create Derivative
Material of Open Game Content. (h) “You” or “Your” means the
licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice
to any Open Game Content that you Use. No terms may be added to
or subtracted from this License except as described by the License
itself. No other terms or conditions may be applied to any Open Game
Content distributed using this License.
3. Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to
Use, the Open Game Content.
5. Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.
6. Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright
date, and the copyright holder’s name to the COPYRIGHT NOTICE of
any original Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, independent
Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content
does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that Product
Identity.
8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing
are Open Game Content.
9. Updating the License: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorized version
of this License to copy, modify and distribute any Open Game Content
originally distributed under any version of this License.
10. Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You
have written permission from the Contributor to do so.
12. Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmental
regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail
to comply with all terms herein and fail to cure such breach within 30
days of becoming aware of the breach. All sublicenses shall survive the
termination of this License.
14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.
15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000,
Wizards of the Coast, LLC.
System Reference Document 5.1 Copyright 2016, Wizards of the Coast,
Inc.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney
Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R.
Cordell, Chris Sims, and Steve Townshend, based on original material
by E. Gary Gygax and Dave Arneson.
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