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	Name: Hell Hound
	Name_2: Bucephalus
	Name_3: Ernst Larnak
	Size: Medium
	Type: Fiend
	Alignment: Lawful Evil
	Size_2: Large
	Type_2: Fiend
	Alignment_2: Neutral Evil
	Size_3: Medium
	Type_3: Humanoid (human)
	Alignment_3: Lawful Evil
	AC: 15 (natural armor)
	AC_2: 13 (natural armor)
	AC_3: 12
	HP: 45 (7d8+14)
	Speed: 50 ft.
	HP_2: 104 (8d10+24)
	Speed_2: 60 ft., fly 90 ft.
	HP_3: 27  (6d8)
	Speed_3: 30 ft.
	STR: 17
	DEX: 12
	CON: 14
	INT: 6
	WIS: 13
	CHA: 6
	STR_2: 18
	DEX_2: 15
	CON_2: 16
	INT_2: 13
	WIS_2: 10
	CHA_2: 8
	STR_3: 10
	DEX_3: 15
	INT_3: 12
	WIS_3: 14
	CHA_3: 16
	Senses: Darkvision 60 ft.
	Senses_2: 
	Senses_3: 
	Passive Perception: 15
	Challenge: 3
	XP: 700
	Passive Perception_2: 11
	Challenge_2: 3
	XP_2: 700
	Passive Perception_3: 16
	Challenge_3: 1
	XP_3: 200
	Languages: understands Infernal but can't speak it
	Languages_2: understands Abyssal, Common, and Infernal but can't speak
	Languages_3: any two languages
	Traits: Skills Perception +5Damage Immunities fire
	Traits_2: Damage Immunities fire
	Traits_3: Skills Deception +5, Insight +4, Investigation +5, Perception +6, Persuasion +5, Sleight of Hand +4, Stealth +4
	Features: Keen Hearing and Smell. The hound has advantage on Wisdom (Perception) checks that rely on hearing or smell. Pack Tactics. The hound has advantage on an attack rollagainst a creature if at least one of the hound's allies is within 5 feet of the creature and the ally isn't incapacitated. ActionsBite. Melee Weapon Attack: +5 to hit, reach 5 ft ., one target. Hit: 7 (1d8 + 3) piercing damage plus 7 (2d6) fire damage. Fire Breath (Recharge 5-6). The hound exhales fire in a 15-foot cone. Each creature in that area must make a DC 12 Dexterity saving throw, taking 21 (6d6) fire damage on a failed save, or half as much damage on a successful one. 
	Features_2: Confer Fire Resistance. The nightmare can grant resistance to fire damage to anyone riding it. Illumination. The nightmare sheds bright light in a 10-footradius and dim light for an additional 10 feet. ActionsHooves. Melee Weapon Attack: +6 to hit, reach 5 ft., onetarget. Hit: 13 (2d8 + 4) bludgeoning damage plus 7 (2d6)fire damage. Ethereal Stride. The nightmare and up to three willing creatures within 5 feet of it magically enter the Ethereal Plane from the Material Plane, or vice versa.
	Features_3: Cunning Action. On each of its turns, Ernst can use a bonus action to take the Dash, Disengage, or Hide action. Sneak Attack (1/Turn). Ernst deals an extra 7 (2d6)damage when he hits a target with a weapon attack and has advantage on the attack roll , or when the target iswithin 5 feet of an ally of Ernst that isn't incapacitated and Ernst doesn't have disadvantage on the attack roll. ActionsMultiattack. Ernst makes two melee attacks. Shortsword. Melee Weapon Attack: +4 to hit, reach 5 ft. , one target. Hit: 5 (1d6 + 2) piercing damage. Hand Crossbow. Ranged Weapon Attack: +4 to hit, range 30/120 ft., one target. Hit: 5 (1d6 + 2) piercing damage.
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