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
 

















You see a balding human man with long, dark circles under his 

eyes. He seems to nod his head back and forth slightly and blink a 

bit unusually longer. He rests his head on his palm as he sits on a 

marble throne and keeps dozing off. When you enter the throne 

room, royal guards raise their glaives and hit the dull ends of the 

glaives’ poles on the floor. The thunderous echo of the guards’ 

ceremony wakes the man dozing off on the throne, he starts 

coughing into his unkempt bushy beard and he lifts a huge white 

turban with a green feather from the floor back on top of his head. 

 “Cough… What business you have with the sultan Akeem 

Moncassin?” he asks while he wipes drool drowzily from his beige 

robes and bushy beard. 

“Eh… yes, the nightmares” 

His hand seems to tremble a bit when he combs his beard. 

“I’ve seen the same nightmare endless times, for at least weeks 

now. Any pleasant dream I have suddenly takes a turn. I see a white 

marble temple in the middle of a desert. A huge swarm of locusts 

comes down, eating the crops until there is nothing left, but 

themselves. Then they jump on a wagon and drive it upside down 

until they arrive to my childhood home and terrorize my room.” 

He puts his face in his palms. 

“I know how ridiculous this sounds, but I can’t sleep, I can’t think. 

This needs to change. I need someone to look into this, if this is 

some sort of sign from the gods or if this is some ruse plotted by 

some fiendish warlock.” 
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


“Well, well, the kind who destroyed our lives and our future 

return.” 

“I am Tak-tha, the leader of the last of this clan of Thri-Kreen. 

Our crops are dead, our water dried up, our food supplies are 

scarce, and it’s all thanks to your kind.” 

“Bargaining and bartering… Bah! We’ve had to eat our own for 

many years, but now you present us with a delicious platter of 

bipedal fools!” 







The green robed figure standing on top of the flying hairbrush 

turns around when the weight shifts after you jump on board. You 

see a catlike humanoid with glowing green eyes and black fur. She 

seems startled and almost jumps in her place. She raises her hands 

against the player characters and seems angry. 

 “I don’t know you! Leave me alone!” she cries threateningly. 


Medium humanoid (Tabaxi), Chaotic Evil 

 

Armor Class 12 (15 with mage armor) 
Hit Points 72 (Max of 9d8) 
Speed 30ft.  

 
STR DEX CON INT WIS CHA 

9 (-1) 14 (+2) 11 (+0) 12 (+1) 12 (+1) 17 (+3) 

 

Saving Throws Con +6, Cha +4  
Skills Arcana +6, History +6  
Senses Passive Perception 11  
Languages Common, Tabaxi, Elven, Draconic   
Challenge 6 (2,300xp) 

 

Spellcasting. The sorcerer is a 9th-level spellcaster. Its spellcasting 

ability is Charisma (spell save DC 14, +6 to hit with spell attacks). 

The sorcerer has the following sorcerer spells prepared: 

Cantrips (at will): acid splash, fire bolt, light, mage 

hand, prestidigitation 

1st level (4 slots): detect magic, mage armor, magic missile 

2nd level (3 slots): misty step, suggestion 

3rd level (3 slots): counterspell, lightning bolt, slow 

4th level (3 slots): polymorph 

5th level (1 slots): insect plague 

Wild Magic Surge. When the sorcerer uses a spell of 1st level or 
higher, roll a d20. On the result of 1, roll on the Wild Magic Surge 
table on p.104 PHB. 

Tides of Chaos. The sorcerer can use this ability to 
gain advantage on one attack roll, ability check, or saving throw. 
However, when it does so, the next spell cast (of 1st level or higher) 
causes a roll on a Wild Magic Surge Table. 

Metamagic (Recharge 3-6). The sorcerer can use this ability to 
modify a spell in one of the following ways: 

Empowered Spell. The sorcerer may re-roll up to 3 of a spell's 
damage dice. 

Quickened Spell. The sorcerer may use a bonus action to cast a spell 
with a casting time of 1 action. 




Dagger. Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft. 
or range 20/60 ft., one target. Hit: 4 (1d4+2) piercing damage. 



Bend Luck (Recharge 6). The sorcerer can add or subtract 1d4 to 
another creature's attack roll, ability check, or saving throw after the 
roll, but before any of its effects are realized. 

https://dnd-wiki.org/wiki/SRD5:Charisma


Lair Actions  

1d6 Lair Action 

1 A huge bouncing ball of yarn hits the flying 

hairbrush. Each creature on the hairbrush must 

succeed on a DC 15 Dexterity save, or be knocked 

prone. 

2 A pine tree appears on the handle side of the 

hairbrush. Each creature on the hairbrush must 

succeed on a DC 15 Wisdom save, or must try to 

climb the pine tree on their next turn.  

3 A tiny red light appears and starts moving 

unpredictably around the hairbrush. Each creature 

on the hairbrush must succeed on a DC 15 

Intelligence save to realize that the red light is an 

illusion, if they fail the save they have to attack the 

red light as an immediate reaction. 

4 A giant plush mouse on a string flies right past the 

hairbrush. Each creature on the hairbrush must 

succeed on a DC 15 Strength save, or get crushed 

under the plush mouse momentarily and take 2d6 

bludgeoning damage. 

5 A swarm of cats appears running across the 

hairbrush. Each creature on the hairbrush must 

succeed on a DC 15 Charisma save, or be frightened 

of the swarm. 

6 A rain cloud flies through the hairbrush. Each 

creature on the hairbrush must succeed on a DC 15 

Constitution save, or take 2d6 cold damage from 

the freezing rain. 


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