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	Name: Rahadin
	Name_2: Rictavio
	Name_3: Strahd Zombie
	Size: Medium
	Type: Humanoid (elf)
	Alignment: Lawful Evil
	Size_2: Medium
	Type_2: Humanoid (human)
	Alignment_2: Lawful Good
	Size_3: Medium
	Type_3: Undead
	Alignment_3: Unaligned
	AC: 18 (studded leather)
	AC_2: 12 (leather armor)
	AC_3: 8
	HP: 135 (18d8+54)
	Speed: 35 ft.
	HP_2: 77 (14d8+14)
	Speed_2: 30 ft.
	HP_3: 30 (4d8+12)
	Speed_3: 20 ft.
	STR: 14
	DEX: 22
	CON: 17
	INT: 15
	WIS: 16
	CHA: 18
	STR_2: 9
	DEX_2: 12
	CON_2: 13
	INT_2: 16
	WIS_2: 18
	CHA_2: 16
	STR_3: 13
	DEX_3: 6
	INT_3: 3
	WIS_3: 6
	CHA_3: 5
	Senses: darkvision 60 ft.
	Senses_2: 
	Senses_3: darkvision 60 ft.
	Passive Perception: 21
	Challenge: 10
	XP: 5900
	Passive Perception_2: 17
	Challenge_2: 5
	XP_2: 1800
	Passive Perception_3: 8
	Challenge_3: 1
	XP_3: 200
	Languages: Common, Elvish
	Languages_2: Abyssal, Common, Elvish, Infernal
	Languages_3: understands the languages it knew in life but can't speak
	Traits: Saving Throws Con +7, Wis +7Skills Deception +8, Insight +7, Intimidation +12, Perception +11, Stealth +14
	Traits_2: Saving Throws Con +4, Wis +7Skills Arcana +9, Insight +7, Medicine +7, Perception +7, Religion +6, Sleight of Hand +4
	Traits_3: Saving Throws Wis +0Damage Immunities poisonCondition Immunities poisoned
	Features: Ideal. "Loyalty is everything."Bond. "I am son of King Barov von Zarovich, and I will    serve his son - my brother and lord - forever."Flaw. "I have slain thousands of men. I will slaughter    thousands more to preserve the von Zarovich legacy."   Deathly Choir. Any creature within 10 fet of Rahadin that isn't protected by a mind blank spell hears in its mind the screams of the thousands of people that Rahadin has killed. As a bonus action, Rahadiin can force all creatures that can hear the screams to make a DC 16 Wisdom saving throw. Each creature takes 16 (3d10) psychic damage on a failed save, or half on a successful one. Fey Ancestry. Rahadin has advantage on saving throws against being charmed, and magic can't put him to sleep. Innate Spellcasting. Rahadin's innate spellcasting ability is Intelligence. He can innately cat the following spells, requiring no components: 3/day: misty step, phantom steed1/day: magic weapon, nondetection Mask of the Wild. Rahadin can attempt ot hide even when he is only lightly obscured by foliage, heavy rain, falling snow, mist, and other natural phenomena. ActionsMultiattack. Rahadin attacks three times with his scimitar, or twice with his poisoned darts. Scimitar. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. Hit: 9 (1d6+6) slashing damage. Poisoned Dart. Ranged Weapon Attack: +10 to hit, range 20/60 ft., one target. Hit: 8 (1d4+6) piercing damage plus 5 (2d4) poison damage.
	Features_2: Ideal. "Evil cannot go unchallenged."Bond. "To protect those I love, I must keep them distant."Flaw. "I am Cursed. Thus, I will never have peace."   Special Equipment. In addition to his sword cane, Rictavio wears a hat of disguise and a ring of mind shielding, and he carries a spell scroll of raise dead. Spellcasting. Rictavio is a 9th-level spellcaster. His spellcasting ability is Wisdom (spell save Dc 15, +7 to hit with spell attacks). Rictavio has the following cleric spells prepared: Cantrips (at will): guidance, light, mending, thaumaturgy1st level (4 slots): cure wounds, detect evil and good,    protection from evil and good, sanctuary2nd level (3 slots): augury, lesser restoration, protection    from poison3rd level (3 slots): magic circle, remove curse, speak with    dead4th level (3 slots): death ward, freedom of movement5th level (1 slot): dispel evil and good Undead Slayer. When Rictavio hits an undead with a weapon attack, the undead takes an extra 10 (3d6) damage of the weapon's type. ActionsMultiattack. Rictavio makes two attacks with his sword cane. Sword Cane. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 4 (1d6+1) bludgeoning damage (wooden cane) or piercing damage (silvered sword).
	Features_3: Loathsome Limbs. whenever the zombie takes at least 5 bludgeoning or slashing damage at one time, roll a d20 to determine what else happens to it. 1-8: One leg is severed from the zombie if it has any legs    left.9-16: One arm is severed from the zombie if it has any    arms left.17-20: The zombie is decapitated.    If the zombie is reduced to 0 hit points, all parts of it die. Until then, a severed part acts on the zombie's initiative and has its own action and movement. A severed part has AC 8. Any damage it takes is subtracted from the zombie's hit points.   A severed leg is unable to attack and has a speed of 5 feet.   A severed arm has a speed of 5 feet and can make one claw attack on its turn, with disadvantage on the attack roll. Each time the zombie loses an arm, it loses a claww attack.   If its head is severed, it loses its bite attack and its body is blinded unless the head can see it. The severed head has a speed of 0 feet. It can make a bite attack, but only against a target in its space.   The zombie's speed is halved if it's missing a leg. If it loses both legs, it falls prone. If it has both arms, it can crawl. With only one arm, it can still crawl, but its speed is halved. With no arms or legs, its speed is 0 feet, and it can't benefit from bonuses to speed. ActionsMultiattack. The zombie makes three attacks: one with its bite and two with its claws. Bite. Melee Weapon Attack: +3 to hit, range 5 ft., one target. Hit: 3 (1d4+1) piercing damage. Claw. Melee Attack Weapon: +3 to hit, reach 5 ft., one target. Hit: 4 (1d6+1) slashing damage.
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