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The Whisperer
"That Mellifluous Voice"

Most recorded observations of The Whisperer hinge not on its
physical appearance but rather on the tenor of its eponymous
"whisper" or "song." Those who've encountered The Whisperer
and lived share an obsessive need to record in great detail the
cadence, volume, pitch, and resonance of its telepathic
communications. Survivors are never satisfied by their own
descriptions; moreover, no two accounts are the same. Unlike
sirens of legend, The Whisperer does not hide behind sexual allure
or the promise of wishes granted. Rather, the insistently
indescribable quality of its psychic dialect seem to be in some way
the origin of the creature's power. Oddly, not a single person who
has encountered The Whisperer can recall precisely what it said
to them.

Paranormal puppeteer

The night before The Whisperer attacks a ship, witnesses often
report seeing pulsing lights and ghostly apparitions—often in the
form of a crew member—floating above the waves. Superstitious
captains treat these wordless visitations as courtesy requests,
believing that if the portrayed crew member appears above the
black waves, The Whisperer can be appeased by sacrificing that
individual to the depths. Since so few ships have survived an
attack, it is hard to determine the validity of this practice.

Dormant Centuries

The Whisperer is known to habitually disappear, only to return
several hundred years later to hunt the same waters and tunnels,
as though no time has passed. Answers as to where it disappears
in those lost centuries would be entirely speculative. Theories
abound ranging from the belief that The Whisperer may be
migratory, or may not even nest in this plane of existence.

The Whisperer
Serrated Secrets

Only one individual has ever reported surviving an actual attack.
Captain Briggit Coalhew of the Deathknot Mining Company
sacrificed herself to The Whisperer in an effort to save her crew. It
is not known what happened from the moment she was dragged
beneath the waves—her vessel and crew were never recovered.
As is common after any encounter with the creature, especially
given the trauma endured, Captain Coalhew's memory of the
incident is very corrupted. She was discovered on an island a
hundred miles away from the ship's point of departure, missing
two legs and one arm. Dwarven magic was able to return her
fleeting soul to her. Her body was punctured in nearly every part,
suggesting an attack by a creature with several rows of extremely
narrow, ridged teeth, each approximately half a foot in length.

Myth Makers
It may be no coincidence that The Whisperer hunts in the darkest
of places. The vacuum created by The Whisperer's inscrutability—
its appearance, its origins, its motives, or even its signature call—
seems to demand explanation. Subterranean dwarven ship
captains might dismiss The Whisperer as an abomination; alien,
yet bound by its own rules, and capable of bargaining. The more
eccentric or far-gone inhabitants of these sunless lands, by
contrast, seem to each place it in their own theologies as some
lesser deity. The fishfolk of this underground world, for example,
speak reverently of a squidlike "Little Sister," and revere the
opportunity to "return to her pale embrace." Sociological study
suggests that each of these explanations may in fact be the result
of some psionically-planted fanaticism that serves no function but
to further obscure the creature's true nature.
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Regional Effects

The region containing a The Whisperer’s lair is warped by the
creature’s haunting presence, creating the following effects:
The water within 6 miles of The Whisperer's lair is dark and
brackish. Any method of illumination—magical or non-magical
—casts only half its usual radius of light.
There is colony of crypt sharks, abyssal mermaids, and/or
sahuagin within 6 miles of The Whisperer's lair.
The silence of the depths deadens the mind. Creatures hostile
to The Whisperer roll all Survival, Perception, Investigation,
and Nature checks at disadvantage with 6 miles of its lair.

Lair Actions

On initiative count 20 (losing initiative ties), The Whisperer takes a
lair action to cause one of the following effects; The Whisperer
can’t use the same effect two rounds in a row:
The hydrothermal vents in The Whisperer's lair accelerate their
propulsion. The water within a 100-ft sphere around each vent
becomes extremely hot. Creatures entering this area or
starting their turn here must make a DC 15 CON save or take
4d8 fire damage on a fail or half on a success. Creatures that
fail must spend all subsequent movement this round
attempting to escape the hot water via the most direct route
possible. The water retains this condition for 1d4 rounds.
The water in The Whisperer's lair churns wildly. All creatures
within the lair are pushed 20 ft. in a random direction
determined by the roll of a d6.
The spectral spirits of 1d4 dead fishfolk appear and attack any
creatures hostile to The Whisperer. These spirits use the ghost
stat block but each carry a net and a spear. Each of these
weapons deals an additional 3d6 necrotic damage beyond its
base damage on a hit.

The Whisperer

Gargantuan aberration, chaotic evil
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Skills

Armor Class

Stealth +7, Performance +9, Persuasion +9

17 (natural armor)

Senses

Hit Points

truesight 100 ft., passive Perception 14

Damage Resistances

bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities
psychic

Condition Resistances
charmed, frightened

Languages

Understands Abyssal, Celestial, Infernal, and
Primordial but can’t speak them; Aquan; Deep
Speech; telepathy 120 ft.

Amphibious

The Whisperer can breathe air and water.

Coleoideaic

The Whisperer can squeeze through a space that
is large enough for a creature two sizes smaller
than it (large). While squeezing through a space,
the whisperer can move at normal speed. Other
movement penalties apply.

Freedom of Movement

The Whisperer ignores difficult terrain, and
magical effects can't reduce its speed or cause it
to be restrained. It can spend 5 feet of movement
to escape from nonmagical restraints or being
grappled.

18

9

175 (14d20 + 28)

Speed
30 ft., swim 50 ft.

Dead Ringer

The Whisperer has 1d6 eyes. Each sits on a
vaguely humanoid-shaped stalk and is capable
of casting bright light in a 30-foot radius and
dim light for an additional 30 feet. While little
more than primitive light receptors, these eyes
are equipped with quite advanced psionic
powers of detection and subterfuge. As a
bonus action, The Whisperer can do one of the
following:
Activate or deactivate the glow of any
number of its eyes.
Enshroud one of its eye stalks in a magical
disguise functionally equivalent to the alter
self spell (requiring no components),
making it appear as any medium-sized
humanoid that The Whisperer can see
within range or with which it is familiar.
Emit a low-frequency thrum from the
socket of any eyestalk. This thrum can be
heard in a radius of 300 ft. both above and
below water. Creatures who hear the
thrum must succeed on a DC 17 CHA save
or are compelled to identify the source of
the sound.
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Actions

Actions (cont'd)

Enthrall

Bite

The Whisperer targets one creature it can see
within 30 feet of it. The target must succeed on a
DC 17 WIS save or be magically charmed by The
Whisperer until The Whisperer dies or until it is
on a different plane of existence from the target.
The charmed target is under The Whisperer's
control and can't take reactions, and The
Whisperer and the target can communicate
telepathically with each other over any distance.
Whenever the charmed target takes damage, the
target can repeat the saving throw. On a success,
the effect ends. No more than once every 24
hours, the target gains awareness of its charmed
condition and can also repeat the saving throw
when it is at least 1 mile away from The
Whisperer.
Upon the effect ending, the creature is cursed,
and must make a DC 20 History check to recall
any of the actions it took while charmed, as well
as any communications it had with The
Whisperer, taking 2d6 psychic damage on a fail.
This effect may be removed by a remove curse,
greater restoration, or wish spell.

Tentacle

Melee Weapon Attack: +10 to hit, reach 20 ft.,
one target. Hit: 12 (2d6 + 5) bludgeoning
damage, and the target is grappled (escape DC
18). Until the grapple ends, the target is
restrained. The Whisperer has 1d6+2 tentacles,
each of which can grapple one target.

Fling

One Medium or smaller object held or creature
grappled by the kraken is thrown up to 40 feet in
a random direction and knocked prone. If a
thrown target strikes a solid surface, the target
takes 3 (1d6) bludgeoning damage for every 10
feet it was thrown. If the target is thrown at
another creature, that creature must succeed on a
DC 18 Dexterity saving throw or take the same
damage and be knocked prone.

Melee Weapon Attack: +10 to hit, reach 5 ft.,
one creature that is grappled by The
Whisperer. Hit: 23 (4d8 + 5) piercing damage. If
the target is a Medium or smaller, that creature
is swallowed, and the grapple ends. While
swallowed, the creature is blinded and
restrained, it has total cover against attacks
and other effects outside The Whisperer, and it
takes 21 (6d6) acid damage at the start of each
of The Whisperer's turns.

Legendary Actions
The Whisperer 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 Whisperer regains spent legendary actions
at the start of its turn.

Tentacle Attack or Fling
The Whisperer makes a tentacle attack or uses
its Fling

Detect
The Whisperer makes a WIS (Perception)
check.

Milky Cloud
(Costs 3 Actions)
While underwater, The Whisperer expels a
cloud of greenish murk in a 40-foot radius
underwater. The cloud spreads around corners,
and that area is heavily obscured to creatures
other than The Whisperer. Each creature other
than The Whisperer that ends its turn there
must succeed on a DC 20 Constitution saving
throw, taking 11 (2d10) poison damage on a
failed save, or half as much damage on a
successful one. A strong current disperses the
cloud, which otherwise disappears in three
turns.
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Legal Stuff
Notice of Open Game Content

This document references content from the 5E SRD. This includes mention of "sahuagin",
and various mechanics and features inspired by the core mechanics within. All other material
is the property of © 2021 Odd's Gardens by Hovis and Sunga.
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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,
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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,
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No other terms or conditions may be applied to any Open Game Content distributed using this License. 3.Offer and
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Distribute. 7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to
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this License. 10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content
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judicial order, or governmental regulation then You may not Use any Open Game Material so affected. 13. Termination: This
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