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	Name: Vine Blight
	Name_2: Davian Martikov
	Name_3: Arcanaloth
	Size: Medium
	Type: Plant
	Alignment: Neutral Evil
	Size_2: Medium
	Type_2: Humanoid (shapechanger)
	Alignment_2: Lawful Good
	Size_3: Medium
	Type_3: Fiend (yugoloth)
	Alignment_3: Neutral Evil
	AC: 12 (natural armor)
	AC_2: 12
	AC_3: 17 (natural armor)
	HP: 26 (4d8+8)
	Speed: 10 ft.
	HP_2: 31 (7d8)
	Speed_2: 30 ft. (fly 50 ft. in raven and hybrid forms)
	HP_3: 104 (16d8+32)
	Speed_3: 30 ft., fly 30 ft.
	STR: 15
	DEX: 8
	CON: 14
	INT: 5
	WIS: 10
	CHA: 3
	STR_2: 10
	DEX_2: 15
	CON_2: 11
	INT_2: 13
	WIS_2: 15
	CHA_2: 14
	STR_3: 17
	DEX_3: 12
	INT_3: 20
	WIS_3: 16
	CHA_3: 17
	Senses: Blindsight 60 ft. (blind beyond this radius)
	Senses_2: 
	Senses_3: Truesight 120 ft.
	Passive Perception: 10
	Challenge: 1/2
	XP: 100
	Passive Perception_2: 16
	Challenge_2: 2
	XP_2: 450
	Passive Perception_3: 17
	Challenge_3: 12
	XP_3: 8400
	Languages: Common
	Languages_2: Common (can't speak in raven form)
	Languages_3: All, Telepathy 120 ft.
	Traits: Skills Stealth +1Condition Immunities blinded deafened
	Traits_2: Skills Insight +4, Perception +6Damage Immunities bludgeoning, piercing and slashing from nonmagical attacks not made with silvered weapons
	Traits_3: Saving Throws Dex +5, Int +9, Wis +7, Cha +7Skills Arcana +13, Deception +9, Insight +9, Perception +7Damage Resistances cold, fire. lightning; bludgeoning, piercing, and slashing from nonmagical weaponsDamage Immunities acid, poisonCondition Immunities charmed, poisoned
	Features: False Appearance. While the blight remains motionless, it is indistinguishable from a tangle of vines. ActionsConstrict. Melee Weapon Attack: +4 to hit, reach 10 ft., one target. Hit: 9 (2d6+2) bludgeoning damage, and a Large or smaller target is grappled (escape DC 12). Until this grapple ends, the target is restrained, and the blight can't constrict another target. Entangling Plants (Recharge 5-6). Grasping roots and vines sprout in a 15-foot radius centered on the blight, withering away after 1 minute. For the duration, that area is difficult terrain for nonplant creatures. In addition, each creature of the blight's choice in that area when the plants appear must succeed on a DC 12 Strength saving throw or become restrained. A creature can use its action to make a DC 12 Strength check, freeing itself or another entangled creature within reach on a success. 
	Features_2: Shapechanger. The wereraven can use its action to polymorph into a raven-humanoid hybrid or into a raven, or back into its human form. Its statistics, other than its size, are the same in each form. Any equipment it wearing or carrying isn't transformed. It reverts to its human form if it dies. Mimicry. The wereraven can mimic simple sounds it has heard, such as a person whispering, a baby crying, or an animal chittering. A creature that hears the sounds can tell they are imitations with a successful DC 10 Wisdom (Insight) check. ActionsMultiattack (Humanoid or Hybrid Form Only). The wereraven makes two weapon attacks, one of whihc can be with its hand crossbow. Beak (Raven or Hybrid Form Only). Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 1 piercing damage in raven form, or 4 (1d4+2) piercing damage in hybrid form. If the target is humanoid, it must succeed on a DC 10 Constitution saving throw or be cursed with wereraven lycanthropy. Shortsword (Humanoid or Hybrid Form Only). Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 5 (1d6+2) piercing damage. Hand Crossbow (Humanoid or Hybrid Form Only). Ranged Weapon Attack: +4 to hit, range 30/120 ft., one target. Hit: 5 (1d6+2) piercing damage.
	Features_3: Innate Spellcasting. The arcanaloth's innate spellcasting ability is Charisma (spell save DC 15). The arcanaloth can innately cast the following spells, requiring no material components: At will: alter self, darkness, heat metal, invisibility (self only), magic missile Magic Resistance. The arcanaloth has advantage on saving throws against spells and other magical effects. Magic Weapons. The arcanaloth's weapon attacks are magical. Spellcasting. The arcanaloth is a 16th-level spellcaster. Its spellcasting ability is Intelligence (spell save DC 17, +9 to hit with spell attacks). The arcanaloth has the following wizard spells prepared: Cantrips (at will): fire bolt, mage hand, minor illusion,prestidigitation1st level (4 slots): detect magic, identify, shield, Tenser'sfloating disk2nd level (3 slots): detect thoughts, mirror image, phantasmal force, suggestion3rd level (3 slots): counterspell, fear, fireball4th level (3 slots): banishment, dimension door5th level (2 slots): contact other plane, hold monster6th level (1 slot): chain lightning7th level (1 slot): finger of death8th level (1 slot): mind blank ActionsClaws. Melee Weapon Attack: +7 to hit, reach 5 ft. , one target. Hit: 8 (2d4 + 3) slashing damage. The target must make a DC 14 Constitution saving throw, taking 10 (3d6) poison damage on a failed save, or half as much damage on a successful one. Teleport. The arcanaloth magically teleports, along withany equipment it is wearing or carrying, up to 60 feet to anunoccupied space it can see.
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