Conjure Hezrou

ou summon a hezrou that appears in an unoccupied space you
£an see within range. The hezrou disappears when it drops to
it points or when the spell ends.

The hezrou's attitude depends on the value of the food used as a
material component for this spell. Roll initiative for the hezrou,
which has its own turns. At the start of the hezrou's turn, the
DM makes a secret Charisma check on your behalf, with a bonus
equal to the food's value divided by 20. The check DC starts at
|l and increases by Z each round. You can issue orders to the
hezrou and have it obey you as long as you succeed on the Cha-
risma check.

Con|me Hezrou

|t the check fails, the spell no longer requires concentration and
the demon is no longer under your contral. The hezrou then fo- B e e

cuses on devouring any corpses it can see. If there are no such | ‘ \ '
meals at hand, it attacks the nearest creatures and eats any- L

|ng it kills. If |ts hit points are reduced to below half its hit

Casting Time: | action
Range: 60 feet

Nezrou cannot cross the circle or target .
‘ Components: Y, 5, M (food worth at least 100 gp, which the spell consumes)

Duration: Concentration, up to | hour
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