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	Name: Flameskull
	Name_2: Vilnius
	Name_3: Quasit
	Size: Tiny
	Type: Undead
	Alignment: Neutral Evil
	Size_2: Medium
	Type_2: Humanoid (human)
	Alignment_2: Neutral Evil
	Size_3: Tiny
	Type_3: Fiend (demon)
	Alignment_3: Chaotic Evil
	AC: 13
	AC_2: 12 (15 with mage armor)
	AC_3: 13
	HP: 40 (9d4+18)
	Speed: 0 ft., fly 40 ft.
	HP_2: 40 (9d8)
	Speed_2: 30 ft.
	HP_3: 7 (3d4)
	Speed_3: 40 ft.
	STR: 1
	DEX: 17
	CON: 14
	INT: 16
	WIS: 10
	CHA: 11
	STR_2: 9
	DEX_2: 14
	CON_2: 11
	INT_2: 17
	WIS_2: 12
	CHA_2: 11
	STR_3: 5
	DEX_3: 17
	INT_3: 7
	WIS_3: 10
	CHA_3: 10
	Senses: Darkvision 60 ft.
	Senses_2: 
	Senses_3: Darkvision 120 ft.
	Passive Perception: 12
	Challenge: 4
	XP: 1100
	Passive Perception_2: 11
	Challenge_2: 6
	XP_2: 2300
	Passive Perception_3: 10
	Challenge_3: 1
	XP_3: 200
	Languages: Common
	Languages_2: any four languages
	Languages_3: Abyssal, Common
	Traits: Skills Arcana +5, Perception +2Damage Resistances lightning, necrotic, piercingDamage Immunities cold, fire, poisonCondition Immunities charmed, frightened, paralyzed, poisoned
	Traits_2: Saving Throws Int +6, Wis +4Skills Arcana +6, History +6
	Traits_3: Skills Stealth +5Damage Resistances cold, fire, lightning; bludgeoning piercing, and slashing from nonmagical weapons.Damage Immunities poisonCondition Immunities poisoned
	Features: Illumination. The flameskull sheds either dim light in a 15-foot radius, or bright light in a 15-foot radius and dim light for an additional 15 feet. It can switch between the options as an action. Magic Resistance. The flameskull has advantage 0n saving throws against spells and other magical effects. Rejuvenation. If the flameskull is destroyed, it regairs all its hit, points in 1 hour unless holy water is sprinkled on its remains or dispel magic or remove curse spell is cast on them. Spellcasting. The flameskull is a 5th-level spell caster. Itsspellcasting ability is Intelligence (spell save DC 13, +5 tohit with spell attacks). It requires no somatic or materialcomponents to cast its spells. The flameskull has the following wizard spells prepared: Cantrip (at will): mage hand1st level (3 slots): magic missile, shield2nd level (2 slots): blur, flaming sphere3rd level (1 slot): fireball ActionsMultiattack. The flameskull uses Fire Ray twice. Fire Ray. Ranged Spell Attack: +5 to hit, range 30 ft., one target. Hit: 10 (3d6) fire damage. 
	Features_2: Spellcasting. The mage is a 9th-level spellcaster. Itsspellcasting ability is Intelligence (spell save DC 14, +6 tohit with spell attacks). The mage has the following wizardspells prepared : Cantrips (at will): fire bolt, light, mage hand, prestidigitation1st level (4 slots): detect magic, mage armor, magicmissile, shield2nd level (3 slots): misty step, suggestion3rd level (3 slots): counterspell, fireball, fly4th level (3 slots): greater invisibility, ice storm5th level (1 slot): cone of cold ActionsDagger. Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft. or range 20/60 ft., one target. Hit: 4 (1d4 + 2) piercing damage.
	Features_3: Shapechanger. The quasit can use its action to polymorph into a beast that resembles a bat (speed 10 ft., fly 40 ft.), a centipede (40 ft., climb 40 ft.), or a toad (40 ft., swim 40 ft.), or back into its true form, its statistics are the same in each form, except for the speed changes noted. Any equipment it is wearing or carrying isn't transformed. It reverts to its true form if it dies. Magic Resistance. The quasit has advantage on saving throws against spells and other magical effects. ActionsClaws (Bite in Beast Form). Melee Weapon Attack: +4 to hit, reach 5ft., one target. Hit: 5 (1d4+3) piercing damage, and the target must succeed on a DC 10 Constitution saving throw or take 5 (2d4) poison damage and become poisoned for 1 minute. The target can repeat the saving throw at the end of each of its turns, ending the effect on itself on a success. Scare (1/Day). One creature of the quasit's choice within 20 feet of it must succeed on a DC 10 Wisdom saving throw or be frightened for 1 minute. The target can repeat the saving throw at the end of each of its turns, with disadvantage if the quasit is within line of site, ending the effect on itself on a success. Invisibility. The quasit magically turns invisible until it attacks or uses Scare, or until the concentration ends (as if concentration on a spell). Any equipment the quasit wears or carries is invisible with it.
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