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   NEW MONSTERS

ENTROGUS 
 
“The truth is you are not strong, in the cosmic order, you are  
nothing. Insignificant. A tiny mosquito is but a nuisance. But together 
a swarm of mosquitos has strength, and a legion of mosquitos can fell 
even the mightiest beast.”    -Anonymous Disciple of Entrogus 

Titles: The Wretched Maw, The Lurking Leech, The Swarm

Alignment: Neutral Evil

Spheres of Influence: Infestation, parasites, the swarm.

Divine Domains: Death, Nature

Symbol: Eight small circles forming a larger circle - symbolizing the 
collective strength of smaller entities comprising a larger swarm

  
Wretched Beginnings

Silveril was a small Elven village, serving an equally small God by 
the same name. Isolated but for the occasional passing Adventurer, 
very little was known about the devout farming town. Still, bits 
of gossip escaped here and there: complaints of surprisingly small 
harvests and stubborn soil, grumblings of an unknown vandal 
defacing Silveril’s shrine--the simple struggles of a simple people. At 
one point, these rumors shifted to the occasional Lich sighting, but 
nobody was ever able to confirm its existence.

Then, centuries later, Silveril was suddenly gone, along with the 
people and deity who lived there. Where once stood a modest, but 
carefully maintained temple was a bog, swarming with poisonous 
and aggressive insects, and traders and villagers alike began to avoid 
the area. It took hundreds of years, but Entrogus had taken their 
first victim. 

A Creeping Infestation

Few know of The Lurking Leech, and even fewer know them by 
name. After stealing Godhood and adopting their new name, 
Entrogus began gaining power the only way they knew how: By 
slowly and methodically siphoning away the strength of Gods of 
minor renown. 

As a Lich, Entrogus had learned to commune with the parasites 
that society trod underfoot, and they have carried that relationship 
forward into their new form. Using smaller parasites to infest and 
empower ants, wasps, and other pests with enhanced strength and 
intellect, they serve as eyes and ears.  

A cloud of mites in a small farming village may very well be a 
scouting party, investigating the local faith. Stirges and leeches may 
not simply be taking blood for themselves, but for The Maw. Not a 
single tool at Entrogus’ disposal goes unused.

When a suitable target is found, the infestation begins. Small insects, 
infused with the blood of their God, slowly infect the local popula-
tion through stings, bites, or even being ingested. As Entrogus’ blood 
mingles with their own, they begin to influence their hosts’ behavior 
in slight ways to help the infection spread. 

This process may take decades, but when Entrogus feels they have 
overwhelming control over a majority of the population, a violent in-
surrection occurs, and the loyal followers of whatever God Entrogus 
has chosen to prey on assist their new Deity in overwhelming and 
consuming them. Entrogus then uses their power to desecrate the 
ground, creating a swamp fit for their insect Kingdom, and their new 
followers let their bodies be consumed to power the transformation.

 
Higher Aspirations

Though Entrogus explicitly preys on lesser known Gods in small 
villages to stay hidden, they know that one day they will need to take 
on larger hosts in order to keep growing. Silvaril may have been the 
beginning, but now they are driven by a desire to take as much pow-
er as they can from the Gods considered their superior. While they 
gather much strength from the insects that make up their army, there 
is much more to be had among the practicing clergy of other Deities.

Their methods make it difficult to find willful followers among the 
humanoids that inhabit the Material Plane, but whispers of their 
triumphs have attracted a small collection of devoted acolytes who 
want to topple the Pantheon. As they infect more and more of the 
world’s population, Entrogus is always evaluating their strength and 
malleability, wondering if they too might be able to enlist a powerful 
adventurer to serve as their champion. It would certainly make 
things much easier. Though, as always, they may need to employ 
underhanded means to achieve this...
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BLOOD ANT AVATAR 
Large Aberration, neutral evil 
 
 
     Armor Class 16 (natural armor) 
     Hit Points 60 (8d12 + 8) 
     Speed 30 ft., burrow 30 ft. 
  
STR  	 DEX	 CON	 INT	 WIS	 CHA 
16 (+3)   13 (+1)    14 (+2)    14 (+2)     13 (+1)	     6 (-2) 

    Damage Vulnerabilities Bludgeoning, Cold 
 
Damage Resistances Poison, Psychic, Necrotic 
 
Condition Immunities Charmed, Frightened,  
Poisoned 
 
Senses Tremorsense 60 ft., passive perception 11

	 Languages Common (Telepathy)

	 Challenge 3 (700 XP)    
 
Proficiency +2

    Higher Purpose. The Blood Ant is an avatar of  
Entrogus, given advanced intellect and abilities  
in order to help serve his ends. They will try to  
manipulate others into assisting their God, and if  
that fails, kill them.     
 
Mental Fortitude. The Blood Ant has advantage on 
Intelligence, Wisdom, and Charisma saving throws.

     Telepath. The Blood Ant is able to communicate 
telepathically with any creature it can see within 120 
feet.

    Blood Burst. When the Blood Ant reaches 0 Hit 
Points, it uses its dying breath to spread its infection, 
erupting in a burst of bloodspores. 

    Each creature within 10 ft. of the Blood Ant must 
make a DC 12 Constitution Saving Throw or take 12 
(2d10) acid damage and be Poisoned for the next 
minute. On a successful save, they take half as much 
damage and are not Poisoned. 
 
ACTIONS 

 
Multiattack: The Blood Ant makes two Bite attacks.

    Bite. Melee Weapon Attack: +5 to hit, range 5 ft, 
one target. Hit: 8 (1d10+3) piercing damage and 4 
(1d4+2) necrotic damage. The Blood Ant recovers 
Hit Points equal to the amount of necrotic damage 
dealt.

    Blood Spray (Recharge 5-6). The Blood Ant spews 
forth a bloody mist in a 15-foot cone. Every creature 
in this cone must make a DC 12 Dexterity Saving 
Throw, taking 18 (3d10) Acid damage on a failed 
save or half as much damage on a successful one. 
Each creature that fails their save must also make an 
additional DC 14 Constitution Saving Throw or feel 
a burning sensation throughout their bloodstream, 
giving them disadvantage on attacks until the end of 
their next turn. 
 
 
“Enlarged and perverted from their original form, the 
Blood Ants serve as loyal footsoldiers in Entrogus’ 
army. They’ve maintained their natural teamwork, but 
their newfound sentience and power has led them to 
serve their benevolent deity rather than a Queen. Too 
large to serve as infiltrators, they patrol the bogs and 
swamps of Entrogus’ domain to ensure the safety of 
the Swarm. If they can’t persuade intruders to join 
them, they won’t hesitate to weaponize the infectious 
blood coursing through them to defend their home.”
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Note:  
Two versions of the amulet handout are included. It is your choice  
to decide how much information to reveal to the players.  
 
The more detailed handout can be revealed later as they discover more 
about the amulet and its origins.
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OPEN GAMING LICENSE  
LEGAL INFORMATION  
 
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 Hand-
book, 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, EverChanging 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. 

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, broad-
cast, 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 enhance-
ment 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, like-
nesses, 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, crea-
tures, 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, de-
signs 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, nonexclusive license with the exact terms of this  
License to Use, the Open Game Content. 

5. Representation of Authority to Contribute: If You are con-
tributing 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 COPY-
RIGHT 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. 
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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, indepen-
dent 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 autho-
rized 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 governmen-
tal 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. 

END OF LICENSE


