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	Name: Mongrelfolk
	Name_2: Phantom Warrior
	Name_3: Pidlwick II
	Size: Medium
	Type: Humanoid (mongrelfolk)
	Alignment: Any alignment
	Size_2: Medium
	Type_2: Undead
	Alignment_2: Any alignment
	Size_3: Small
	Type_3: Construct
	Alignment_3: Neutral Evil
	AC: 11 (natural armor)
	AC_2: 16
	AC_3: 14 (natural armor)
	HP: 26 (4d8+8)
	Speed: 20 ft.
	HP_2: 45 (6d8+18)
	Speed_2: 30 ft.
	HP_3: 10 (3d6)
	Speed_3: 30 ft.
	STR: 12
	DEX: 9
	CON: 15
	INT: 9
	WIS: 10
	CHA: 6
	STR_2: 16
	DEX_2: 11
	CON_2: 16
	INT_2: 8
	WIS_2: 10
	CHA_2: 15
	STR_3: 10
	DEX_3: 14
	INT_3: 8
	WIS_3: 13
	CHA_3: 10
	Senses: 
	Senses_2: darkvision 60 ft.
	Senses_3: 
	Passive Perception: 12
	Challenge: 1/4
	XP: 50
	Passive Perception_2: 12
	Challenge_2: 3
	XP_2: 700
	Passive Perception_3: 11
	Challenge_3: 1/4
	XP_3: 50
	Languages: Common
	Languages_2: any languages it knew in life
	Languages_3: understands Common but doesn't speak and can't read or write
	Traits: Skills Deception +2, Perception +2, Stealth +3
	Traits_2: Skills Perception +2, Stealth +4
Damage Resistances bludgeoning, piercing, and slashing from nonmagical attacks
Damage Immunities cold, necrotic, poison
Condition Immunities charmed, exaustion, frightened, grappled, petrified, paralyzed,poisoned, prone, restrained
	Traits_3: Skills Performance +2
Damage Immunities poison
Condition Immunities paralyzed, petrified, poisoned
	Features: Extraordinary Feature. The mongrelfolk gas one of the following extraordinary features, determined randomly by rolling a d20 or chosen by the DM:
 
1-3: Amphibious. The mongrelfolk can breathe air and 
   water.
4-9: Darkvision. The mongrelfolk has darkvision out to a 
   range of 60 feet.
10: Flight. The mongrelfolk has leathery wings and a flying 
   speed of 40 feet.
11-15: Keen Hearing and Smell. The mongrelfolk has 
   advantage on Wisdom (Perception) checks that rely on 
   hearing or smell.
16-17: Spider Climb. The mongrelfolk can climb difficult 
   surfaces, including upside down and on ceilings,   
   without needing to make an ability check.
18-19: Standing Leap. The mongrelfolk's long jump is up 
   to 20 feet, and its high jump is up to 10 feet, with or 
   without a running start.
20: Two Heads. The mongrelfolk has advantage on 
   Wisdom (Perception) checks and on saving 
   throws against being charmed, deafened, frightened, 
   stunned, or knocked unconscious.
 
Mimicry. The mongrelfolk can mimic any sounds it has heard, including voices. A creature that hears the sounds can tell they are imitations with a successful DC 12 Wisdom (Insight) check.
 
Actions
Multiattack. The mongrelfolk makes two attacks: one with its bite and one with its claw or dagger.
 
Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 3 (1d4+1) piercing damage.
 
Claw. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 3 (1d4+1) slashing damage.
 
Dagger. Melee or Ranged Weapon Attack: +3 to hit, reach 5 ft. or range 20/60 ft., one target. Hit: 3 (1d4+1) piercing damage.
	Features_2: Ethereal Sight. The phantom warrior can see 60 feet onto the Ethereal Plane when it is on the Material Plane, and vice-versa.
 
Incorporeal Movement. The phantom warrior can move through other creatures and objects as if they were difficult terrain. It takes 5 (1d10) force damage if it ends its turn inside an object.
 
Spectral Armor and Shield. The phantom warrior's AC accounts for its spectral armor and shield.
 
Actions
Multiattack. The phantom warrior makes two attacks with its spectral longsword.
 
Spectral Longsword. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 7 (1d8+3) force damage.
 
Etherealness. The phantom warrior enters the Ethereal Plane from the Material Plane, or vice-versa. It is visible on the Material Plane while it is in the Border Ethereal, and vice-versa, yet it can't affect or be affected by anything on the other plane.
	Features_3: Ideal. "I wish I could make people happy."
Bond. "I would like to find someone - anyone - who isn't 
   afraid of me and who enjoys my company.'
Flaw. "When I'm upset, I do bad things."
 
 
Ambusher. During the first round of combat, Pidlwick II has advantage on attack rolls against any creature that hasn't had a turn yet.
 
Actions
Club. Melee Weapon Attack: +2 to hit, reach 5 ft., one target. Hit: 2 (1d4) bludgeoning damage.
 
Dart. Ranged Weapon Attack: +4 to hit, range 20/60 ft., one target. Hit: 1 (1d4+2) piercing damage.
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