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Bakemono Sentai Dunger
Bards throughout the multiverse tell tales of the 
legend of the Bakemono Sentai Dunger. This group 
of heroes only appears in times of great danger, when 
a mysterious entity, Jormungander, chooses up to 
five mortals to take up the mantle of the Bakemono 
Sentai Dunger. The group maintains the integrity of 
the multiverse, stopping forces that would break down 
the barriers between planes and giant monsters whose 
rampages would annihilate whole worlds.

In the various incarnations of the team, there have 
been as many as six Bakemono Sentai Dunger: Glome 
Dunger, Salamander Dunger, Sylph Dunger, Undine 
Dunger, and Kodama Dunger.

Glome Dunger wears armor of yellow and summons 
the mighty Glome Class Golema that controls earth. 
Salamander Dunger wears armor of red and summons 
the destructive Salamander Class Golema that controls 
fire. Sylph Dunger wears armor of blue and summons 
the swift Sylph Class Golema that controls air. Undine 
Dunger wears armor of black and summons the 
powerful Undine Class Golema that controls water. 
Kodama Dunger wears armor of green and summons 
the fertile Kodama Class Golema that controls plants 
and life.

Rumors persist that a sixth member, the Juno Dunger, 
has manifested in certain instances in the multiverse’s 
history when the peril was even greater than what 

the combined strength of the other Bakemano Sentai 
Dunger could handle.

If the apocalypse is hitting your campaign setting, 
Jormungander might visit the player characters in your 
campaign and grant them the following magical item.

Armor of the Bakemono Sentai Dunger
Armor (plate), legendary (requires attunement)

As an action, you can summon or dismiss this armor. 
Summoning the armor dons it as part of the same 
action and the armor is doffed as part of the action to 
dismiss it. While you are attuned to this magic item, 
you are considered proficient with this heavy armor. 
Additionally, features that do not affect your AC but 
require you to be unarmored to use can still be used 
while you are wearing this magic armor.

While wearing this armor, you can use an action to 
summon your golema, a huge construct piloted from an 
internal control rig.

When you summon your golema, it appears in 
the closest unoccupied space to to you and you are 
teleported into the construct’s control rig. You remain in 
your golema for 1 minute, after which time the golema 
is shunted into a pocket dimension where it remains 
until you summon it again. When this happens, you 
teleport to an unoccupied space on the ground where 
your golema was. You can summon your golema again 
after one week.

Glome Class Golema
Huge construct, unaligned

Armor Class 18 (natural armor & shield) 
Hit Points 12 x pilot level
Speed 50 ft.

Damage Resistances bludgeoning, piercing, and slashing from 
magical weapons
Damage Immunities poison; bludgeoning, piercing, and 
slashing from nonmagical weapons
Condition Immunity poisoned
Senses — (the pilot can use all of their normal senses through 
the golema) 
Languages — (the pilot can make the construct speak any 
language it knows)

Construct. Golema are constructs and do not need to breathe, 
drink, eat, or sleep.

Piloted. This construct cannot take actions unless it is piloted 
by a humanoid. The golema acts on the pilot’s initiative. When 
the pilot commands the golema to take an action, it requires 
the pilot to use an action. The same is true for bonus actions 
and reactions. This construct uses the pilots Intelligence, 
Wisdom, and Charisma ability scores. Any effect that would 
charm, frighten, or deal psychic damage to this construct 
targets the pilot instead. Add the pilot’s proficiency bonus to 
the golema’s attack rolls, as well as ability checks and saving 
throws the pilot is proficient with.

Strength of Earth. When this golema would be reduced to 0 
hit points, it is instead reduced to 1 hit point and gains half its 
maximum hit points in temporary hit points.

Actions
Quake. As an action, the the golema can cause the earth to 
tremble within a mile. Each creature within 300 feet of the 

golema must succeed on a Dexterity saving throw (DC 16 + the 
pilot’s proficiency bonus) or fall prone. Structures within 600 
feet take 3d12 force damage, structures beyond 600 feet but 
within 1,200 feet take 1d12 force damage.

Shield Bash. Melee Weapon Attack: +8 to hit, reach 15 ft., one 
target. Hit: 10 (1d4 + 8) bludgeoning damage and the creature 
is pushed back 30 feet if it is Huge, 60 feet if it is Large, or 120 
feet if it is Medium or smaller. If the creature cannot be pushed 
back the full distance because of a wall or solid object, it takes 
damage as if it were falling from a height equal to the distance 
it traveled.

Warhammer. Melee Weapon Attack: +8 to hit, reach 15 ft., one 
target. Hit: 17 (2d8 + 8) bludgeoning damage.

Bonus Actions
Harden. The golema chooses another construct within 120 
feet. That creature gains 1d12 + the pilot’s proficiency bonus 
temporary hit points. The creature loses any temporary hit 
points remaining from this ability at the start of this golema’s 
next turn.

Raise Wall. As a bonus action, the golema can cast the wall 
of stone spell. Strength is its spellcasting ability for this ability 
and the golema automatically succeeds on saving throws to 
maintain concentration on this spell.

Upgrades
Multiattack. This golema can use an action to make multiple 
attacks if its pilot is 5th level or higher. If the pilot is 5th level 
to 10th level, it can make any combination of two warhammer 
and shield bash attacks. If the pilot is 11th level to 17th level, 
it can make any combination of three warhammer and shield 
bash attacks. If the pilot is 18th level or above, it can make any 
combination of four warhammer and shield bash attacks.

Quake. As the golema’s pilot increases in levels, this attack does 
damage. If the pilot is 5th, the damage to creatures who fail the 
saving throw is 1d12 bludgeoning. This damage increases by 
1d12 at 11th level (2d12) and again at 18th level (3d12).

STR DEX CON INT WIS CHA
26 (+8) 11 (+0) 15 (+2) — (—) — (—) — (—)
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Salamander Class Golema
Huge construct, unaligned

Armor Class 18 (natural armor) 
Hit Points 10 x pilot level
Speed 70 ft., climb 70 ft.

Damage Resistances fire; bludgeoning, piercing, and slashing 
from nonmagical weapons
Damage Immunities poison
Condition Immunity poisoned
Senses — (the pilot can use all of their normal senses through 
the golema) 
Languages — (the pilot can make the construct speak any 
language it knows)

Construct. Golema are constructs and do not need to breathe, 
drink, eat, or sleep.

Piloted. This construct cannot take actions unless it is piloted 
by a humanoid. The golema acts on the pilot’s initiative. When 
the pilot commands the golema to take an action, it requires the 
pilot to use an action. The same is true for bonus actions and 
reactions. This construct uses the pilots Intelligence, Wisdom, 
and Charisma ability scores. Any effect that would charm, 
frighten, or deal psychic damage to this construct targets the 
pilot instead. Add the pilot’s proficiency bonus to the golema’s 
attack rolls, as well as ability checks and saving throws the pilot 
is proficient with.

Actions
Conflagration. Each creature in a 60 foot cone in front of the 
golema must make a Dexterity saving throw (DC 14 + the pilot’s 
proficiency bonus). Each creature takes 2d10 fire damage on a 
failure or half as much on a success.

Dirk. Melee Weapon Attack: +6 to hit, reach 15 ft., one target. Hit: 
11 (1d8 + 6) piercing damage.

Steam Cloud. As an action, the golema can cast fog cloud 
centered on itself as a 5th level spell. Dexterity is its spellcasting 
ability for this ability and the golema automatically succeeds on 
saving throws to maintain concentration on this spell.

Reactions
Hot Blooded. When the golema takes damage from a creature 
using a melee weapon, it can use its reaction to deal 1d10 fire 
damage to that creature.

Bonus Actions
Second Strike. If the golema used its action to make an attack 
with its dirk, it can use its bonus action on the same turn to 
make another attack with its dirk.

Upgrades
Conflagration. At 5th level, the damage of conflagration increases 
to 4d10. At 11th level, the damage of conflagration increases 
to 6d10. At 18th level, the damage of conflagration increases to 
8d10.

Hot Blooded. At 11th level, the damage of hot blooded increases 
to 2d10.

STR DEX CON INT WIS CHA
18 (+4) 22 (+6) 14 (+2) — (—) — (—) — (—)
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Undine Class Golema
Huge construct, unaligned

Armor Class 17 (natural armor) 
Hit Points 12 x pilot level
Speed 60 ft., swim 120 ft.

Damage Resistances acid, cold; bludgeoning, piercing, and 
slashing from nonmagical weapons
Damage Immunity poison
Condition Immunity poisoned
Senses — (the pilot can use all of their normal senses through 
the golema) 
Languages — (the pilot can make the construct speak any 
language it knows)

Construct. Golema are constructs and do not need to breathe, 
drink, eat, or sleep.

Piloted. This construct cannot take actions unless it is piloted 
by a humanoid. The golema acts on the pilot’s initiative. When 
the pilot commands the golema to take an action, it requires 
the pilot to use an action. The same is true for bonus actions 
and reactions. This construct uses the pilots Intelligence, 
Wisdom, and Charisma ability scores. Any effect that would 
charm, frighten, or deal psychic damage to this construct 
targets the pilot instead. Add the pilot’s proficiency bonus to 
the golema’s attack rolls, as well as ability checks and saving 
throws the pilot is proficient with.

Actions
Abyssal Bubble. The golema’s pilot chooses a space within 120 
feet. Each creature within 15 feet of that space must succeed 
on a Strength saving throw (DC 14 + pilot’s proficiency bonus) 
or take 2d12 bludgeoning damage and have its speed reduced 
to 0 until the end of its next turn as it is crushed in a sphere of 
deep sea water.

Trident. Melee Weapon Attack: +6 to hit, reach 15 ft., one target. 
Hit: 12 (1d12 + 6) piercing damage.

Net. Ranged Weapon Attack: +6 to hit, range 60/120 ft., one 
target. Hit: Creature is restrained until it uses its action to make 
a Strength saving throw (DC 14 + pilot’s proficiency bonus) and 
succeeds or this golema uses its net attack again.

Bonus Actions
Catch of the Day. The golema pulls one creature in its net to an 
unoccupied space adjacent to the golema.

Pop. The golema throws its trident at a creature within 120 feet 
whose speed is currently 0 as a result of this golema’s abyssal 
bubble attack. That creature takes a 12 (1d12 +6) piercing and 
the abyssal bubble speed reduction effect ends immediately.

Upgrades
Abyssal Bubble. If the golema’s pilot is 11th level or higher, the 
damage from abyssal bubble increases to 3d12.

Multiattack. The golema can use an action to make multiple 
attacks if its pilot is 5th level or higher. If the pilot is 5th level 
to 10th level, it can make two trident attacks. If the pilot is 11th 
level to 17th level, it can make three trident attacks. If the pilot 
is 18th level or above, it can make four trident attacks.

Pop. The golema’s damage from the pop bonus action attack 
increases if its pilot is 5th level or above. If the pilot is 5th level 
to 10th level, the damage increases to 2d12 + 6. If the pilot 
is 11th to 17th level, the damage increases to 3d12 + 6. If the 
pilot is 18th level or higher, the damage increases to 4d12 + 6.

STR DEX CON INT WIS CHA
22 (+6) 18 (+4) 14 (+2) — (—) — (—) — (—)



4
Miscellaneous | BakeMono sentai Dunger

Sylph Class Golema
Huge construct, unaligned

Armor Class 22 (natural armor)
Hit Points 10 x pilot level
Speed 80 ft., fly 120 ft.

Damage Resistances lightning, thunder; bludgeoning, piercing, 
and slashing from nonmagical weapons
Damage Immunity poison
Condition Immunity poisoned
Senses — (the pilot can use all of their normal senses through 
the golema) 
Languages — (the pilot can make the construct speak any 
language it knows)

Construct. Golema are constructs and do not need to breathe, 
drink, eat, or sleep.

Piloted. This construct cannot take actions unless it is piloted 
by a humanoid. The golema acts on the pilot’s initiative. When 
the pilot commands the golema to take an action, it requires 
the pilot to use an action. The same is true for bonus actions 
and reactions. This construct uses the pilots Intelligence, 
Wisdom, and Charisma ability scores. Any effect that would 
charm, frighten, or deal psychic damage to this construct 
targets the pilot instead. Add the pilot’s proficiency bonus to 
the golema’s attack rolls, as well as ability checks and saving 
throws the pilot is proficient with.

Actions
Lightning Arrow. Ranged Weapon Attack: +7 to hit, range 
200/600 ft., one target. Hit: 9 (1d4 + 7) lightning damage and 
the creature cannot take reactions until the end of its next turn.

Squall. The golema creates a sudden and intense storm in a 
300 foot radius centered on itself. Within this storm, creatures 
other than the golema have disadvantage on ranged weapon 
attacks and their fly speeds, if any, are halved.

Net. Melee Spell Attack: +7 to hit, reach 15 ft., each creature in 
reach. Hit: 9 (1d4 + 7) bludgeoning damage and the sylph class 
golema’s pilot moves the creature 30 feet in any direction.

Bonus Actions
Thundering. Each creature hit by your lightning arrow takes 
1d12 thunder damage and is pushed 15 feet in a direction of 
this golema’s pilot’s choice.

Upgrades
Multiattack. The golema can use an action to make multiple 
attacks if its pilot is 5th level or higher. If the pilot is 5th level to 
10th level, it can make two lightning arrow attacks. If the pilot 
is 11th level to 17th level, it can make three lightning arrow 
attacks. If the pilot is 18th level or above, it can make four 
lightning arrow attacks.

Whirlwind. The golema’s damage from its whirlwind attack 
increases if its pilot is 5th level or above. If the pilot is 5th level 
to 10th level, the damage increases to 2d4 + 7. If the pilot is 
11th to 17th level, the damage increases to 3d4 + 7. If the pilot 
is 18th level or higher, the damage increases to 4d4 + 7.

STR DEX CON INT WIS CHA
22 (+6) 18 (+4) 14 (+2) — (—) — (—) — (—)
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Kodama Class Golema
Huge construct, unaligned

Armor Class 20 (natural armor & shield)
Hit Points 16 x pilot level
Speed 60 ft., burrowing 30 ft.

Damage Immunities poison; bludgeoning, piercing, and 
slashing from nonmagical weapons
Condition Immunity poisoned
Senses — (the pilot can use all of their normal senses through 
the golema) 
Languages — (the pilot can make the construct speak any 
language it knows)

Construct. Golema are constructs and do not need to breathe, 
drink, eat, or sleep.

Piloted. This construct cannot take actions unless it is piloted 
by a humanoid. The golema acts on the pilot’s initiative. When 
the pilot commands the golema to take an action, it requires 
the pilot to use an action. The same is true for bonus actions 
and reactions. This construct uses the pilots Intelligence, 
Wisdom, and Charisma ability scores. Any effect that would 
charm, frighten, or deal psychic damage to this construct 
targets the pilot instead. Add the pilot’s proficiency bonus to 
the golema’s attack rolls, as well as ability checks and saving 
throws the pilot is proficient with.

Actions
Pollenate. The golema chooses any number of creatures within 
100 feet and one of the following two effects: 1.) each chosen 
creature gains 2d12 temporary hit points or 2.) each chosen 
creature must succeed on a Constitution saving throw (DC 14 
+ the pilot’s proficiency bonus) or be poisoned until the end of 
this golema’s next turn.

Root. The golema gains resistance to all damage and becomes 
immune to being moved or knocked prone until the start of his 
next turn. At the start of his next turn, the golema rolls 3d6 + 6 
and regains that many hit points.

Quarterstaff. Melee Spell Attack: +7 to hit, reach 15 ft., one 
target. Hit: 9 (1d4 + 7) bludgeoning damage. Damage dealt by 
this attack ignores temporary hit points.

Bonus Actions
Reseeding. When this golema is on the ground it can choose an 
unoccupied space on the ground within 600 feet and teleports 
to that space.

Reactions
Renewal. When the golema takes damage, it can use its 
reaction to transfer some of its lost life to an ally. The pilot of 
the golema chooses another construct it can see within 300 
feet. That construct regains half the hit points lost by this 
golema as a result of the triggering damage.

Upgrades
Multiattack. The golema can use an action to make multiple 
attacks if its pilot is 5th level or higher. If the pilot is 5th level 
to 10th level, it can make two quarterstaff attacks. If the pilot 
is 11th level to 17h level, it can make three quarterstaff attacks. 
If the pilot is 18th level or above, it can make four quarterstaff 
attacks.

Pollenate. If the golema’s pilot is 11th level or higher, the 
temporary hit points granted by the first option increase to 
4d12.

Root. If the golema’s pilot is 11th level or higher, the healing 
increases to 6d6 + 6.

STR DEX CON INT WIS CHA
18 (+4) 18 (+4) 23 (+6) — (—) — (—) — (—)
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