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Elder Wendigo 

Large magical beast, Chaotic evil 
Armor Class 18 (Natural armor) 
Hit Points 115 (10d10 + 60) 
Speed 0 feet, fly 120 feet (hover) 
 STR        DEX        CON         INT          WIS         CHA 
20 (+5)  16 (+3)     22 (+6)     14 (+2)    16 (+3)       6 (-2) 
Skills perception +8, stealth +13 
Damage Resistances Bludgeoning, Slashing, and Piercing 

damage 
Damage Immunity Cold, Necrotic 
Condition Immunities charm, frightened 
Senses Darkvision 120 ft., Passive Perception 18 
Languages Common 
Challenge 13 (10,000 XP) 
Odor of Decay. Any creature other than a wendigo that 

starts its turn within 10 feet of the wendigo must succeed 

on a DC 19 constitution saving throw or be poisoned until 

the start of their next turn. On a successful saving throw, 

the creature is immune to the stench of all wendigo for one 

hour. 

Magic Resistance. The wendigo has advantage on saving 

throws against spells and other magical effects. 

Corrupting greed. Any creature that hits the wendigo with 

a melee attack or is hit by the wendigo's melee attack will 

have 100 gp in wealth turn useless. If the character does 

not have wealth on them, a piece of equipped mundane 

equipment rusts. If the character only holds magic items 

then the lowest value magical item turns mundane (player's 

choice). 

Flesh consumption. The wendigo permanently gains 1d10 

+6 HP when it consumes the flesh of a humanoid corpse. 

The bones that remain rise up as a frost one. 

Actions 

Multi attack. The wendigo can make three claw attacks. 

Claws. Melee Weapon Attack: +10 to hit, reach 5 feet., one 

target. Hit: 8 (1d6 + 5) slashing damage, and the target 

must succeed on a DC 17 constitution saving throw or take 

an additional 28 (8d6) cold damage on a failed save or half 

as much on a successful one. 

Consume life (1/day). The wendigo draws life out of each 

living creature in a 30 foot radius centered on itself. Each 

creature must succeed on a DC 19 constitution saving 

throw or take 28 (8d6) necrotic damage and lose 4 hit dice. 

If the target does not have any remaining hit dice, the 

character takes an additional 3 (1d6) for any hit dice the 

target didn't have. A creature killed by this action rises as a 

frost one in 2 hours. 

  
 
 
 
 
 

 

Variants 
Stronger: Sometimes a wendigo has the opportunity to eat 
additional corpses and grow stronger. Increase the hit 
points to 138 (12d10+72) and the AC to 19. This increases 
the CR to 14 (11,500 XP)  

 
Wendigo Psychosis: A creature that is touched by the 
wendigo must succeed on a DC 19 charisma check or be 
infected with wendigo psychosis. After 24 hours, the 
creature gains resistance to cold, but must eat the flesh of a 
humanoid every 24 hours or take a level of exhaustion. The 
exhaustion from this disease cannot be healed while the 
creature is still infected. If the creature dies while infected 
and special cleansing rites are not performed, it rises as an 
elder wendigo in 3 hours. 30 days after infection the 
creature transforms into an elder wendigo unless cured. 
 
The disease can be cured by ceremonies performed by a 
wendigo hunter or a shaman of a tribe that deals with these 
creatures. At the DM’s option, a greater restoration spell 
can heal the disease, and gentle repose counts as the 
above “special cleansing rites”. 
 
This option does not increase the CR of the creature. 
 
Lore: 
Wendigos appear after the occurrence of a famine. These 

creatures are humans who have been corrupted by eating 

human flesh to stave off starvation. These now half-human 

individuals are corrupted and always hungry. 

 
Most stories claim that as Wendigos feast they grow 

proportional to what they eat. This means they can never be 

full and are in a state of constant, unquenchable, hunger. 

Their taut flesh is pulled across their bones, and holes exist 

where the stomach should be. This desire to consume can 

include all items of wealth, but a wendigo prefers flesh. 
 

Cultures in the far north have hunters that track anyone that 

comes down with “wendigo psychosis” a mindset that causes 

an intense craving for the flesh of a humanoid. Those who 

cannot be healed are executed. 

 
A wendigo's presence is noted by abnormally colder weather, 

destruction of valuables and equipment, and the stench of 

death. Because they float above the ground, they are difficult 

to track directly. Most hunters rely on the change of 

temperature and smell. 

 
Wendigos often lie in wait on well traveled roads and attempt 

to ambush traders. They will not wait forever, as their 

insatiable hunger will eventually goad them to attack 

anything. 


