Deadmans Hand
Deadmans Hand

The Deadman’s Hand is a rotting servant created
by those skilled in dark magics, given one singular purpose, to torment the living in vengeance.

Tiny Undead (any race)

Armor Class 12 (Unnatural armour)
Hit Points 57 (6d10 + 24)
Speed 45 ft.

STR

DEX

12 (+2) 18 (+4)

CON
10 (0)

INT

10 (0)

WIS

10 (0)

CHA
11 (0)

Skills Stealth +4
Senses Blindsight 40 Ft., passive Perception 12
Languages Understands the language of it’s creator
Challenge 5 (18,000 XP)

Spider Climb. The Deadman’s Hand can climb difficult
surfaces, including upside down on ceilings, without
needing to make an ability check.
Nimble Escape. The Hand can take the Disengage or
Hide action as a bonus action on each of its turns.
Spellcasting:The Deadman’s Hand is a 1st-level spellcaster. It’s spellcasting ability is Constitution (spell save DC 14, +4 to hit
with spell attacks).
The Deadman’s Hand has the following Necromancy
spells prepared:

The Hand will avoid outright combat rather it
will attempt to make life harder for it’s target, but
when it has no other choice the Hand will use
sharpened fingers to pierce the skin of it’s attacker.
Instead, the Deadman’s Hand will stalk it’s target, choosing to cast Cause Fear in the dead of
night and disrupt the sleep of it’s target, or interrupt a particularly tough fight and try to edge it’s
target closer to death or madness.
If the Deadman’s Hand is caught, it will attempt
to pierce the flesh of its captor with the sharpened nails, or exposed bones, of its fingers causing two Claw attacks, after which it will immediately attempt to escape and flee

Cantrips (at will): Chill Touch
1st Level (3 slots): Cause Fear, False Life
Javelin. Ranged Weapon Attack: +3 to hit, range 30/120
ft, one target
Hit: 5 (1d6 + 2) bludgeoning damage.
Action:
Multiattack. The Deadman’s Hand makes two claw
attacks against a single target.
Claw. Melee Weapon Attack: +6 to hit, reach 5ft., one
target. Hit (1d8+2) piercing damage.
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