
Spawned from the depths of boredom, The 
Dodecahedrax is a paper miniature/toy/dice 
that can be used with any ruleset.

BASIC STATS

Size as Large creature

Defense as Rock Golem

Stamina as Large Ooze

Movement: 3 Flips per round. The 
Dodecahedrax moves by flipping over one 
face at a time, in the direction of any of 
the five faces on his bottom half - four 
diagonals and one orthogonal (Fig.I).

Actions per round: 3 normal, 1 Special

AT TIMES, THIS MONSTER MAY FOLLOW ITS OWN 
RULES REGARDLESS OF THE RULESET OF CHOICE.

bomination. Living pain. Unorthodox choice of monster to use in your adventure, but 
who am I do judge?

How did this disgusting creature came to be? Was it the damned creation of a chaos-loving 
wizard -or perhaps- the very wizard, wronged by a supernatural patron? Could it be a beign 
older than the aeons, a cosmic aberration wandering about the universe? Or is it just Greg? 
Freakin. Greg.

FIG I.

Size (4 squares) 
and possible 
moving directions.

SPECIAL TRAITS
Can't be grappled, knocked or drowned.
Immune to charm and transmutation.
Resistant to acid, poison, cold and fire.
Vulnerable to psychic attacks and any 
attack targeting its POWER EYE.



INSTINCTS
I. Wanders aimlessly.
II. Grapple and swallow any medium sized 

creature or object on their path.
III. Fill the room with stenching gas.
IV. Crush creatures against walls.
V. Sometimes it moves its lips, trying to 

speak but only managing to mimicry the 
anguished moans of their victims.

VI. Run away when the odds are totally 
against it.

NORMAL ACTIONS & PASSIVE ABILITIES

MOUTH

Bites as a Great White Shark. 
Its acidic salive may cause 
additional corrosive damage.
Spend 1 DEBRIS token to 

make a ranged attack (range: 20ft), damage 
as an improvised large weapon.

ARM (LIMB)
Punches as a frail old person.
Wields any blade as an expert 
swashbucler.

CLAWNED LIMB

Attacks and grapples as a 
Grizzly Bear.

LEGS (LIMBS)
Kick as a Warhorse.

SPIKES

When Flipping this face against 
a creature, damages as a spike trap.
The spikes can also be shot, 
mostly all at once, with the 

area of effect as a cone.
If this face touches the ground, the 
Dodecahedrax gets pinned down, losing any 
remaining movement for that round.

TENTAILCLE?
Twitching nervously, this strong 
appendage slams against anything 
trying to close proximity.
Attacks as Gigant Lizard tail 
attack (with extra damage 
from the spikes).
Grapples as a Constrictor 
Snake.

POWER EYE

Its most vulnerable but equally 
frightening face. 
Any inteligent creature looking 
at it must fight against 

paralyzation while doing so. The effect 
persists for a few rounds even after the eye 
is no longer in the creature's line of sight.

HORNED EYE

An eye covered with swirling, 
iridescend energy. 
Allows the Dodecahedrax to 
see beyond illusions and 
invisibility.



SPECIAL ACTIONS

PANDEMONIUM GAZE

As a special action, the energy emanating 
from the HORNED EYE interferes with the 
magic around the Dodecahedrax (20m 
radius), shifting the power balance, spoilling 
the limit between order and chaos:
Turns the area into a Wild Magic zone for 1 
minute.
Additionally, simple failures or simple 
successes counts as a criticals for the 
following round.

DEATH FROM SOMEWHAT ABOVE

Whenever any 2 LIMBS are facing downwards 
(Fig. II), the Dodecahedrax can use a special 
action to jump up to 1,5ft. high and 3ft. 
away in any direction. Any creature where 
it lands upon suffers crushing damage equal 
to a large boulder and is considered grappled.

AWAYS HUNGRY

If the MOUTH is touching the ground, the 
Dodecahedrax can use a special action to 
chew on it. The mouth can grind through 
anything as hard as stone and bend any type 
of metal. When it does that:
The beast gains 1 DEBRIS token that can be 
spent when the mouth is facing upwards.
The tiles surrounding the mouth are 
rendered difficult terrain.

SLIME TRAIL

If the SLIME face is touching 
the ground, the Dodecahedrax 
can *slide* (move) 2 additional 
squares orthogonally or 
diagonally without the need to 

Flip. It also stays vulnerable against pushes.
Whenever the SLIME face leaves a square it 
was touching, that square becomes slippery 
(difficult terrain).

REPUGNANT ORIFICES

Covered in funghi and mold, 
the crevices expel a stenchy 
green gas as a special action. 
The gas occupies an area a 
bit larger that the 

Dodecahedrax itself and lasts for a couple of 
minutes. When breathed, it causes an 
immediate intoxicating nausea.

FIG II.

CURRENT UPPER BODY

“UPWARD FACES”

CURRENT LOWER BODY

“DOWNWARD FACES”

BOTTOM FACE (STRIPPED)

IS “TOUCHING THE GROUND”


