
The Pumpkin
A Horror Monster for D&D 5E

Are your players running through Barovia 
and need to really come to understand the 
corruption that runs through the land?
Or is your party in need of a creepy little 
encounter to make their Halloween game a 
little more thematic?

Encounter Guide

The Pumpkin is an ambush predator, looking 
like any other pumpkin in the patch, it will sit 
in the midst of the rest of the pumpkins, wait-
ing for a creature to walk past.

Once the Pumpkin is behind it’s prey, it will 
attack with plantlike tendrils attempting to 
grapple and subdue it’s target.

Any attack against the Pumpkin triggers it’s 
Adhesive property.

The Pumpkin has a decent survival instinct, 
and when they are reduced to 22HP, the Pump-
kin will disengage and attempt to flee.

Pumpkin
Small plant, evil
Armor Class 12
Hit Points 66 (12d6 + 23)
Speed 15 ft.

STR DEX CON INT WIS CHA
17 (+3) 12 (+1) 15 (+2) 5 (-3) 13 (+1) 8 (-1)

Skills Stealth +5
Damage Immunities Necrotic
Condition Immunities Prone
Senses Darkvision 60 Ft., passive Perception 11
Challenge 2 (450 XP)

Mimicry. The Pumpkin can copy any voice it hears

Adhesive. The pumpkin adheres to anything that 
touches it. A Huge or smaller creature adhered to the 
mimic is also grappled by it (escape DC 13). Ability 
checks made to escape this grapple have disadvantage.

False Appearance. While the Pumpkin remains 
motionless, it is indistinguishable from an ordinary 
pumpkin.

Grappler. The Pumpkin has advantage on attack rolls 
against any creature grappled by it.

Actions
Pseudopod. Melee Weapon Attack: +5 to hit, reach 5 
ft., one target. Hit: (1d8 + 3) bludgeoning damage.
A successful hit triggers the Pumpkins Adhesive trait.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: (1d8 + 3) piercing damage plus (1d8)acid 
damage.


