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. Name - Name Name
Gadof Blinsky Piccolo Luvash
Size Type Alignment Size Type Alignment Size Type Alignment
Medium Humanoid (human) [ | Chaotic Good Small Beast Unaligned Medium Humanoid (human) | | Chaotic Evil
AC AC AC
10 12 15 (studded leather)
HP Speed HP Speed HP Speed
4 (1d8) 30 ft. 3 (1d6) 30 ft., climb 30 ft. 65 (10d8+20) | |30 ft.
STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA
10 10 10 10 10 10 8 14 11 4 12 6 15 16 14 14 11 14
+0| [+O| |+0]| |+O| [+0O| |+O -1 | +2| |+0| [ -3 | [+1] | -2 +2| |43 [+2]| [+2] [+0] |+2

Senses Senses Senses
Passive Challenge XP Passive Challenge XP Passive Challenge XP
10 Perception 0 10 11 Perception 0 10 10 Perception 2 450
Languages Languages Languages
any one language (usually Common) any two languages
Traits Traits Traits
Saving Throws Str +4, Dex +5, Wis +2
Skills Athletics +4, Deception +4
Features Features Features

Actions

Club. Melee Weapon Attack: +2 to hit, reach 5 ft., one
target. Hit: 2 (1d4) bludgeoning damage.

Pack Tactics. The baboon has advantage on an attack
roll against a creature if at least one of the baboon's allies
is within 5 feet of the creature and the ally isn't
incapacitated.

Actions
Bite. Melee Weapon Attack: +1 to hit, reach 5 ft., one
target. Hit: 1 (1d4- 1) piercing damage

Actions

Multiattack. Luvash makes three melee attacks: two with
his scimitar and one with his dagger. Or he makes two
ranged attacks with his daggers.

Scimitar. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 6 (1d6 + 3) slashing damage.

Dagger. Melee or Ranged Weapon Attack: +5 to
hit, reach 5 ft. or range 20/60 ft., one target. Hit: 5 (1d4 +
3) piercing damage.

Reactions

Parry. Luvash adds 2 to its AC against one melee attack
that would hit it. To do so, he must see the attacker and
be wielding a melee weapon.
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	Size: Medium
	Type: Humanoid (human)
	Alignment: Chaotic Good
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	Type_2: Beast
	Alignment_2: Unaligned
	Size_3: Medium
	Type_3: Humanoid (human)
	Alignment_3: Chaotic Evil
	AC: 10
	AC_2: 12
	AC_3: 15 (studded  leather)
	HP: 4 (1d8)
	Speed: 30 ft.
	HP_2: 3 (1d6)
	Speed_2: 30 ft., climb 30 ft.
	HP_3: 65 (10d8+20)
	Speed_3: 30 ft.
	STR: 10
	DEX: 10
	CON: 10
	INT: 10
	WIS: 10
	CHA: 10
	STR_2: 8
	DEX_2: 14
	CON_2: 11
	INT_2: 4
	WIS_2: 12
	CHA_2: 6
	STR_3: 15
	DEX_3: 16
	INT_3: 14
	WIS_3: 11
	CHA_3: 14
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	Passive Perception: 10
	Challenge: 0
	XP: 10
	Passive Perception_2: 11
	Challenge_2: 0
	XP_2: 10
	Passive Perception_3: 10
	Challenge_3: 2
	XP_3: 450
	Languages: any one language (usually Common)
	Languages_2: 
	Languages_3: any two languages
	Traits: 
	Traits_2: 
	Traits_3: Saving Throws Str +4, Dex +5, Wis +2
Skills Athletics +4, Deception +4
	Features: Actions
Club. Melee Weapon Attack: +2 to hit, reach 5 ft., one target. Hit: 2 (1d4) bludgeoning damage. 
	Features_2: Pack Tactics. The baboon has advantage on an attack roll against a creature if at least one of the baboon's allies is within 5 feet of the creature and the ally isn't incapacitated.
 
Actions
Bite. Melee Weapon Attack: +1 to hit, reach 5 ft., one target. Hit: 1 (1d4- 1) piercing damage
	Features_3: Actions
Multiattack. Luvash makes three melee attacks: two with his scimitar and one with his dagger. Or he makes two ranged attacks with his daggers.
 
Scimitar. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 6 (1d6 + 3) slashing damage.
 
Dagger. Melee or Ranged Weapon Attack: +5 to
 hit, reach 5 ft. or range 20/60 ft., one target. Hit: 5 (1d4 + 3) piercing damage.
 
Reactions
Parry. Luvash adds 2 to its AC against one melee attack that would hit it. To do so, he must see the attacker and be wielding a melee weapon.
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