Name

Name

Name

Cambion Carrion Crawler Centaur
Size Type Alignment Size Type Alignment Size Type Alignment
Medium Fiend Any Evil Large Monstrosity Unaligned Large Monstrosity Neutral Good
AC AC AC
19 (scale mail) 13 (natural armor) 12
HP Speed HP Speed HP Speed
82 (11d8+33) ||30tt., fly 60 ft. 51 (6d10+18) | |30 ft., climb 30 ft. 45 (6d10+12) | |50 ft.

STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA
18 18 16 14 12 16 14 13 16 1 12 5 18 14 14 9 13 11
+4| [+4| [+3] |+2] |+1| |+3 +2( [+1| [+#3| |-5]||+1]||-3 +4 (+2| [+2]|-1| [+1]| |+O

Senses Senses Senses
Darkvision 60 ft. Darkvision 60 ft.
Passive Challenge XP Passive Challenge XP Passive Challenge XP
14 Perception 5 1.800 13 Perception 2 450 13 Perception 2 450
Languages Languages Languages
Abyssal, Common, Infernal Elvish, Sylvan
Traits Traits Traits
Saving Throws Str +7, Con +6, Int +5, Cha +6 Skills Perception +3 Skills Athletics +6, Perception +3, Survival +3
Skills Deception +6, Intimidation +6, Perception +4,
Stealth +7
Damage Resistances cold, fire, lightning, poison;
bludgeoning, piercing, and slashing from nonmagical
weapons.
Features Features Features

Fiendish Blessing. The AC of the cambion includes its
Charisma bonus.

Innate Spellcasting. The cambion's spellcasting ability is
Charisma (spell save DC 14). The cambion innately casts
the following spells, requiring no material components:

3/day each: alter self, command, detect magic
1/day: plane shift (self only)

Actions
Multiattack. The cambion makes two melee weapon
attacks or uses its Fire Ray twice.

Spear. Melee or Ranged Weapon Attack: +7 to hit, reach
5 ft. or range 20/60 ft., one target. Hit: 7 (1d6+4) piercing
damage or 8 (1d8+4) damage if used with two hands to
make a melee attack, plus 3 (1d6) fire damage.

Fire Ray. Ranged Spell Attack: +7 to hit, range 120 ft.,
one target. Hit: 10 (3d6) fire damage.

Fiendish Charm. One humanoid the cambion can see
within 30 feet of it must succeed on a DC 14 Wisdom
saving throw or e magically charmed for 1 day. The
charmed target obeys the cambion's spoken commands. If
the target suffers any harm from the cambion or another
creature or receives a suicidal command from the
cambion, the target can repeat the saving throw, ending
the effect on itself on a success. If a target's saving throw
is successful, or if the effect ends for it, the creature is
immune to the cambion's Fiendish Charm for the next 24
hours.

Keen Smell. The carrion crawler has advantage on
Wisdom (Perception) checks that rely on smell.

Spider Climb. The carrion crawler can climb difficult
surfaces, including upside down on ceilings, without
needing to make an ability check.

Actions
Multiattack. The carrion crawler makes two attacks: one
with its tentacles and one with its bite.

Tentacles. Melee Weapon Attack: +8 to hit, reach 10 ft.
one creature. Hit: 4 (1d4+2) poison damage, and the
target must succeed on a DC 13 Constitution saving throw
or be poisoned for 1 minute. Until the poison ends, the
target is paralyzed. The target can repeat the saving throw
at the end of each of its turns, ending the poison on itself
on a success.

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 7 (2d4+2) piercing damage.

Charge. If the centaur moves at least 30 feet straight
toward a target and then hits it with a pike attack on the
same turn, the target takes an extra 10 (3d6) piercing
damage.

Actions
Multiattack. The centaur makes two attacks: one with its
pike and one with its hooves or two with its longbow.

Pike. Melee Weapon Attack: +6 to hit, reach 10 ft., one
target. Hit: 9 (1d10+4) piercing damage.

Hooves. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 11 (2d6+4) bludgeoning damage.

Longbow. Ranged Weapon Attack: +4 to hit, range
150/600 ft., one target. Hit: 6 (1d8+2) piercing damage.
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Innate Spellcasting. The cambion's spellcasting ability is Charisma (spell save DC 14). The cambion innately casts the following spells, requiring no material components:
 
3/day each: alter self, command, detect magic
1/day: plane shift (self only)
 
Actions
Multiattack. The cambion makes two melee weapon attacks or uses its Fire Ray twice.
 
Spear. Melee or Ranged Weapon Attack: +7 to hit, reach 5 ft. or range 20/60 ft., one target. Hit: 7 (1d6+4) piercing damage or 8 (1d8+4) damage if used with two hands to make a melee attack, plus 3 (1d6) fire damage.
 
Fire Ray. Ranged Spell Attack: +7 to hit, range 120 ft., one target. Hit: 10 (3d6) fire damage.
 
Fiendish Charm. One humanoid the cambion can see within 30 feet of it must succeed on a DC 14 Wisdom saving throw or e magically charmed for 1 day. The charmed target obeys the cambion's spoken commands. If the target suffers any harm from the cambion or another creature or receives a suicidal command from the cambion, the target can repeat the saving throw, ending the effect on itself on a success. If a target's saving throw is successful, or if the effect ends for it, the creature is immune to the cambion's Fiendish Charm for the next 24 hours.
	Features_2: Keen Smell. The carrion crawler has advantage on Wisdom (Perception) checks that rely on smell.
 
Spider Climb. The carrion crawler can climb difficult surfaces, including upside down on ceilings, without needing to make an ability check.
 
Actions
Multiattack. The carrion crawler makes two attacks: one with its tentacles and one with its bite.
 
Tentacles. Melee Weapon Attack: +8 to hit, reach 10 ft. one creature. Hit: 4 (1d4+2) poison damage, and the target must succeed on a DC 13 Constitution saving throw or be poisoned for 1 minute. Until the poison ends, the target is paralyzed. The target can repeat the saving throw at the end of each of its turns, ending the poison on itself on a success.
 
Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 7 (2d4+2)  piercing damage.
	Features_3: Charge. If the centaur moves at least 30 feet straight toward a target and then hits it with a pike attack on the same turn, the target takes an extra 10 (3d6) piercing damage.
 
Actions
Multiattack. The centaur makes two attacks: one with its pike and one with its hooves or two with its longbow.
 
Pike. Melee Weapon Attack: +6 to hit, reach 10 ft., one target. Hit: 9 (1d10+4) piercing damage.
 
Hooves. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 11 (2d6+4) bludgeoning damage.
 
Longbow. Ranged Weapon Attack: +4 to hit, range 150/600 ft., one target. Hit: 6 (1d8+2) piercing damage.
	Image: 
	Clear_Image: 
	Image_2: 
	Image_3: 
	Clear_Image_2: 
	Clear_Image_3: 
	CON_3: 14
	STR_MOD: +4
	DEX_MOD: +4
	CON_MOD: +3
	INT_MOD: +2
	WIS_MOD: +1
	CHA_MOD: +3
	STR_MOD_2: +2
	DEX_MOD_2: +1
	CON_MOD_2: +3
	INT_MOD_2: -5
	WIS_MOD_2: +1
	CHA_MOD_2: -3
	STR_MOD_3: +4
	DEX_MOD_3: +2
	CON_MOD_3: +2
	INT_MOD_3: -1
	WIS_MOD_3: +1
	CHA_MOD_3: +0
	Copy2to1: 
	Copy3to2: 
	Copy2to3: 
	Copy1to2: 
	Clear1: 
	Clear2: 
	Clear3: 


