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Hutch
Large aberration lawful evil

Armor Class 15 (natural armor)
Hit Points 199 (19d10 + 95)
Speed 40 ft., Swim 40 ft. (30 ft. in humanoid form)

Skills Deception +9, Insight + 5, Persuasion +6, 
Perception +5, Sleight of Hand +7, Stealth +10

Senses darkvision 60 ft., passive Perception 15
Languages Common, Deep Speech
Challenge 8 (3900 XP)

Amphibious. The hutch can breathe air and water. 

Shapechanger. The hutch can use its action to Polymorph 
into a tentacled-humanoid hybrid or into a human, or back 
into its true form. Its Statistics are the same in each form. 
Any equipment it is wearing or carrying isn't transformed. It 
reverts to its true form if it dies. 

ACTIONS
Multiattack (Hutch form only). The hutch makes one bite 
attack and two tentacle attacks.

Multiattack (Hybrid form only). The hutch makes  two 
tentacle attacks.

Bite (Hutch form only). Melee Weapon Attack: +7 to hit, reach 
5 ft., one creature. Hit: 7 (1d6 + 4) piercing damage.

Unarmed strike (Humanoid form only). Melee Weapon 
Attack: +5 to hit, reach 5 ft., one creature. Hit: 5 (1d4 + 3) 
bludgeoning.

Tentacle (Hutch or Hybrid form only). Melee Weapon 
Attack: +6 to hit, reach 10 ft., one creature. Hit: 10 (2d6 + 
3) bludgeoning damage. If the target is a creature it must 
succeed on a DC 14 Dexterity saving throw or a Tiny tadpole 
lands on the target’s skin. The tadpole is a Tiny aberration 
(neutral evil) with AC 12, 1 hit point, a 2 in every ability score 
except for Dexterity which is a 12 and a walking and swim 
speed of 1 foot. While on the target's skin, the tadpole can 
be killed by normal means or scraped off using an action. 
Otherwise, the tadpole crawls inside the target’s ear canal at 
the end of the target's next turn, dealing l piercing damage 
to it. At the end of each of its turns thereafter the target 
must make a DC 14 Constitution saving throw or else be 
taken over by the tadpole. If it successfully saves against 
this effect three times, the tadpole exits the target's ear and 
reappears in an unoccupied space within 5 ft. of the body. If 
it fails its saves three times, it is possessed by the tadpole. 
The tadpole then disappears, and the target is Incapacitated 
and loses control of its body. The tadpole now controls 
the body but doesn't deprive the target of awareness. The 
tadpole can't be targeted by any Attack, spell, or other effect, 
and it retains its Alignment, Intelligence, Wisdom, and 
Charisma. It otherwise uses the possessed target's Statistics, 
gains access to all of the targets memories, but doesn't gain 
access to the target's Class Features, or Proficiencies. The 
possession lasts until the body drops to 0 Hit Points, the 
tadpole ends it as a Bonus Action, or the tadpole is turned 
or forced out by an effect like the dispel evil and good spell. 
When the possession ends, the tadpole reappears in an 
unoccupied space within 5 ft. of the body.
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Hutch 
In the ancient past, the aboleths ruled from beneath 
the waves over vast empires of mortals. When their 
dominance was shattered by the gods, most of their 
kind slunk back into deep and dark watery depths, 
vowing to return and reclaim their rightful place as 
kings. 

Yet before their fall, some of their kind had learned 
to tap into the magical weave that permeated the 
nascent universe, developing a primitive form of 
sorcery. Using their powers, they experimented on 
their enslaved thralls. A few of these aboleth learned 
how to mix their own bloodline with those of their 
slaves, in the process gaining the ability to hide in 
plain sight when the gods tore their kingdoms apart.

Aboleth-Spawn. A hutch is the product of an 
aboleth and a thrall, the fusion of a mortal host with 
the powers of the aboleth in one body. 

In their natural form, hutch's resemble an aboleth 
in a vaguely anthropomorphic form, with tentacles for 
arms and legs and a head that contains dozens more 
tentacles. While physically more powerful than an 
aboleth, a hutch lacks many of its true powers. They 
lack the telepathic capabilities of their ancestors but 
can infect other creatures with their spawn, creating 
effective thralls through physically controlling a 
host. They also possess the ability to shapeshift into 
mortals, making a hutch a terrifying opponent as they 

can move among a population undetected for long 
periods of time without raising alarm. Only when a 
hutch has infected enough of a community to take it 
over completely, does a hutch reveal itself. A hutch will 
always serve an aboleth if it comes across one, and 
hutch’s make excellent spies for their kin, as they are 
able to exist far beyond an aboleths watery lair and 
report back all they encounter.

Breeding Queen and Minions. A hutch carries 
within her dozens of tadpoles which she spews forth 
onto her victims. Once ejected, a tadpole will attempt 
to burrow its way into a humanoid's brain, usually 
through an ear, and take control of the creature's body. 
All tadpoles are loyal to the hutch queen and will 
sacrifice themselves to protect her. Like their queen, 
the tadpoles require water to sustain themselves and 
if a tadpole goes without soaking its host in water after 
more than four hours have passed, the tadpole withers 
inside its host and dies.
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