
PATREON |MONKEYDM

Art by Crystal Sully



Asar, The Time Frozen Snake
Asar was once a mighty white dragon, soaring the frozen
skies of his homeland. One day a group of heroes swarmed
his home, in search for riches, and killed him to acquire his
hoard, but death was not the end for Asar.

Upon dying a devil caught wind of his soul, and made a deal
with him. He’d give him back his body and his life, an
intellect surpassing any of his peers and powers that no
mortal could ever fathom, the power to control time. In
exchange Asar needed only to promise to kill the
adventurers who wronged him, and to kill 1000 souls every
year, which would be fed to the devil. Blinded by hatred and
a wish for revenge Asar agreed without even a moment of
hesitation.

Back in his own body, Asar’s power indeed grew, no dragon
could create ice as cold as he, no dragon could control time
like him, no dragon was as cunning as he now was. Yet the
thing that gave Asar joy in the world, his wings which he
would use to fly and feel the brush of the wind against his
skills, were taken away from him, permanently covered in
ice, they were useless. His very essence as a dragon was
gone, he was now but a monster. He did hunt those heroes,
sacrificed their flesh without looking back, and since then he
has been sacrificing souls to the devil, in the hopes of one
day, getting his wings, and his legacy as a dragon back.

Lair Actions
On initiative count 20 (losing initiative ties), the Time Frozen
takes a lair action to cause one of the following effects; the
Time Frozen can’t use the same effect two rounds in a row:

- Freezing fog fills a 20-foot-radius sphere centered on a
point the Time Frozen can see within 120 feet of it. The fog
spreads around corners, and its area is heavily obscured.
Each creature in the fog when it appears must make a DC
15 Constitution saving throw, losing half their movement
speed until the end of their next turn on a failure. A creature
that ends its turn in the fog takes 10 (3d6) cold damage. A
wind of at least 20 miles per hour disperses the fog. The fog
otherwise lasts until the Time Frozen uses this lair action
again or until the Time Frozen dies.

- Jagged ice shards erupt from the ground, striking up to
three creatures underneath that the snake can see within
120 feet of it. The snake makes one ranged attack roll (+7 to
hit) against each target. On a hit, the target takes 10 (3d6)
piercing damage.

- The Time Frozen creates an opaque wall of ice on a solid
surface it can see within 120 feet of it. The wall can be up to
30 feet long, 30 feet high, and 1 foot thick. When the wall
appears, each creature within its area is pushed 5 feet out of
the wall’s space, appearing on whichever side of the wall it
wants. Each 10-foot section of the wall has AC 5, 30 hit
points, vulnerability to fire damage, and immunity to acid,
cold, necrotic, poison, and psychic damage. The wall
disappears when the Time Frozen uses this lair action again
or when the Time Frozen dies.


