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ordenkainen  Presents:  Monsters  of  the  Multiverse
adds several new monsters to the game. In many
cases  they  are  classic  monsters  from  previous

editions.  Over  the  years,  adventure  modules  and
handbooks have contributed to  create an almost infinite
choice of creatures, many not yet updated to the 5th Edition.

M

Following the same concept,  many monsters presented
here  are  converted  from  past  editions  of  Dungeons  &
Dragons.  This  manual's  intent  is  expanding  the  list  of
interstellar creatures to unleash against characters in your
adventures. This guide contains many monsters inspired
by past  Spelljammer adventures  and handbooks,  and the
return of classic creatures like krajens.

Almost every monster in this guide has appeared in past
official  publications,  and  they  could  be  useful  also  for
create your own adaptation of old modules. Every creature
presented in this guide was conceived for the Spelljammer
setting.

These creatures are particularly suitable for use in the
Spelljammer setting, but are easily adaptable in any other.
These  monsters  are  related  to  the  concept  of  space  and
aliens,  but can also be used in other contexts.  Even in a
dungeon,  each of  these  creatures  can become an enemy
that can challenge the abilities of the characters.

But  now it's  time  to  go,  a  collection  of  new  monsters
awaits to be unleashed against your players!

Using this Guide
To  use  this  guide,  you  need  the  main  rules  of  the  fifth
edition  (Player's  Handbook,  Dungeon  Master's  Guide,  and
Monster Manual).

Although it is not strictly necessary, to make the most of
these  creatures  we  recommend  reading  Spelljammer:
Adventures in Space, containing interesting ideas to create
adventures that have as protagonists creatures like those
described in this guide.
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Albari
The albari are a race of magical, bird-like creatures that are
at  home  in  wildspace.  They are  dedicated  to  the  call  of
chaos and seem to exist for no other reason but to throw
other  beings'  lives  into  unrest.  They  often  follow
spelljamming  ships  with  the  only  intent  to  saw  chaos
among the crew.

An  albari  possesses  a  long,  almost-human face  with a
wide  beak  and  slanted,  beady  eyes.  No  ears  are  visible,
though an albari's hearing is very keen. The creature's face,
like the rest of its body, is covered by short, oily feathers.
These range in colour from pure white to sooty gray, with
the male's colouration tending toward the lighter shades.
An  albari's  wings  are  impressive,  and  many  specimens
have been found with wingspans of up to nine feet. Small,
clawed hands can be found on the wings, about halfway
along their length. Graced with a strong opposable digit, an
albari's  feet  are  much  like  human  hands.  Three  sharply
taloned  digits  and  one  thickly  clawed  opposable  thumb
rest at the end of both the albari's  long,  jointed legs.  All
albari are capable of balancing on one leg and using the
other to manipulate objects.

Though albari revel in chaos, there is often a method to
their madness. An albari will decide upon a specific course
of action - say, insuring that a ship gets hopelessly lost in
wildspace - and stick to it for a short period of time. At the
end of that time, the creature might then change its mind
or decide to continue. Albari usually do the former. They
can be hard set upon ruining a ship one moment, then try
everything in their power to save it the next. There is no
understandable pattern in their actions.

They use their illusionary powers to sow chaos as much
as possible.  They sometimes make short-term deals  with
other creatures in space, agreeing to lure unwary ships to
their  doom.  On  the  other  hand,  albari  have  also  been
known  to  lead  ships  to  vast  treasures  for  little  or  no
reward.

Causing  trouble  takes  up  most  of  the  albari's  time,
though  pairs  occasionally  get  together  to  mate.  Young
albari  spend  a  few  weeds  hidden  in  a  haphazardly
constructed nest before venturing out on the unsuspecting
world. These nests can usually be found almost anywhere
secretive,  though,  true  to  the  albari's  nature,  nests  have
been found in the middle of busy ports.

The albari is hated by most intelligent races throughout
the spheres. Some creatures, like the neogi, slay an albari
on sight. Few economic uses have been discovered for the
albari, however. Its meat is tough and foul-tasting. and its
feathers  are  far  too  oily  for  ornamental  use.  On  a  few
worlds,  heavily treated albari-feather pillows are a status
symbol, more for their rarity than their utility.
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Allura
The  allura  are  a  race  of  reptilian  monsters  who  lure
spacefaring  races  to  their  doom  using  innate  magical
abilities.  They use their  limited shapechanging  power to
disguise themselves as beautiful females of their victims'
race. Spells or devices that pierce illusions cannot detect an
allura's true form.

When a spelljammer appears in their area, the allura try
to  lure  it  to  them.  Once  they  sight  the  ship,  the  allura
pretend  to  be  shipwreck  survivors  or  escaped  prisoners
from a slave ship.

Once they board a ship, the allura quickly and invisibly
take over key personnel with their spells and abilities.  If
any can still resist, the allura have no compunction against
fighting more conventionally, using all the offensive spells
and weapons at their disposal.

Once  they  control  most  of  the  crew,  the  allure  create
illusions that evoke strong emotion, such as battles or the
dangers  of  wildspace.  One  tale  tells  of  allure  who
convinced  a  Hammerhead  ship  crew  to  attack  a  neogi
deathspider. The allura fed well.

After a few days, the captured survivors become listless
and drained from the allura's emotional  vampirism. The
allura incapacitate the now-useless crew and abandon the
survivors on the nearest asteroid. 

If  the  allura  don't  feed  on  new  emotions  every  four
months, their appearance degenerates, revealing their true
reptilian  form  and  they  can't  use  their  shapechanger
ability.  Using  emotions  to  regenerate,  they  regain  their
shapechanger ability in 1 hour.
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Ancient Mariner
An ancient mariner is the undead spirit of a member of a
long-lost evil race that once sailed the phlogiston seas. An
ancient mariner is basically humanoid in appearance. Its
neck  is  a  little  too  long  and  its  torso  is  somewhat
compressed compared to those of a human. The eyes and
jaw bulge out from the face. Its voice is quavery, as if being
heard  from  a  great  distance.  An  ancient  mariner  is
partially transparent. It is seen wearing the bright, garish
clothing normally associated with pirates and buccaneers.
It appears as it did on the day it died, causing each to be
unique.  Ancient  mariners  are  mostly  encountered  while
travelling the Astral Sea.
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Argos
Argos are found in the same regions of wildspace as the
baleful  beholder  nations.  An  argos  resembles  a  giant
amoeba. It has one large, central eye with a tripartite pupil,
and a  hundred lashless,  inhuman eyes  and many sharp-
toothed mouths. An argos can extrude several pseudopods,
each tipped with a fanged maw that functions as a hand to
manipulate various tools.

Argos colours tend toward shades of transparent blues
and violets; they smell like a bouquet of flowers. They are
huge beasts ranging in size from 10 to 20 feet in diameter.
Though they exhibit signs of being intelligent tool users,
they  do  not  wear  clothes,  choosing  rather  to  carry  gear
stored  in  temporary  cavities  within  their  bodies.  Their
digestive juices often ruin devices within two weeks.

Argos are solitary creatures, though it is not unheard of
to discover an argos guardian aboard an eye tyrant ship.
Argos  appear  capable  of  replenishing  their  own  air
envelope and thus may be encountered wandering asteroid
rings and dust clouds alone.

Despite its relative intelligence, the argos is a ravenous
creature driven by its hunger. It tries to lure prey into its
grasp, feeding until it has consumed enough. It then slips
away to digest  its  meal  for a period of  two hours.  If  an
argos is unable to find food within a week, it will hibernate
for up to a year by crystallizing its outer shell and forming
a chrysalis.

Argos  consume anything  that  moves  and  is  digestible.
Their preference is to use their abilities to lure their prey
into traps and then to pick off individuals one at a time.
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