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Name . Name Name
Dragon Turtle Drider Dryad
Size Type Alignment Size Type Alignment Size Type Alignment
Gargantuan | | Dragon Neutral Large Monstrosity Chaotic Evil Medium Fey Neutral
AC AC AC
20 (natural armor) 19 (natural armor) 11 (16 with barkskin)
HP Speed HP Speed HP Speed
341 (22d10+110) | | 20 ft., swim 40 ft. 123 (13d10+52) | | 30 ft., climb 30 ft. 22 (5d8) 30 ft.

STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA
25 10 20 10 12 12 16 16 18 13 14 12 10 12 11 14 15 18
+7| |+0| [+5] [+O] |[+1| |+1 +3| | +3| |+4 | |[+1] [+2] |+1 +0| | +1| [+0]| [+2]| |+2| |+4

Senses Senses Senses
Darkvision 120 ft. Darkvision 120 ft. Darkvision 60 ft.
Passive Challenge XP Passive Challenge XP Passive Challenge XP
11 Perception 17 18,000 15 Perception 6 2,300 14 Perception 1 200
Languages Languages Languages
Aquan, Draconic Elvish, Undercommon Elvish, Sylvan
Traits Traits Traits
Saving Throws , Dex +5, Con +10, Wis +6 Skills Perception +5, Stealth +9 Skills Perception +4, Stealth +5
Damage Resistances fire
Features Features Features

Amphibious. The dragon turtle can breathe air and water.

Actions

Multiattack. The dragon turtle makes three attacks: one
with its bite and two with its claws. It can make one tail
attack in place of its two claw attacks.

Bite. Melee Weapon Attack: +12 to hit, reach 15ft., one
target. Hit: 26 (3d12 + 7) piercing damage.

Claw. Melee Weapon Attack: +12 to hit, reach 10ft., one
target. Hit: 16 (2d8 + 7) slashing damage.

Tail. Melee Weapon Attack: +12 to hit, reach 15 ft., one
target. Hit: 26 (3d12 + 7) bludgeoning damage. If the
target is a creature, it must succeed on a DC 20 Strength
saving throw or be pushed up to 10 feet away from the
dragon turtle and knocked prone.

Steam Breath (Recharge 5-6). The dragon turtle exhales
scalding steam in a 60-foot cone. Each creature in that
area must make a DC 18 Constitution saving throw, taking
52 (15d6) fire damage on a failed save, or half as much
damage on a successful one. Being underwater doesn't
grant resistance against this damage.

Fey Ancestry. The drider has advantage on saving
throws against being charmed, and magic can't put the
drider to sleep.

Innate Spellcasting. The drider's innate spellcasting
ability is Wisdom (spell save DC 13). The drider can
innately cast the following spells, requiring no material
components:

At will: dancing lights
1/day each: darkness,faerie fire

Spider Climb. The drider can climb difficult surfaces,
including upside down on ceilings, without need ing to
make an ability check.

Sunlight Sensitivity. While in sunlight, the drider has
disadvantage on attack rolls, as well as on Wisdom
(Perception) checks that rely on sight. Web Walker. The
drider ignores movement restrictions caused by webbing.

Actions

Multiattack. The drider makes three attacks, either with
its longsword or its longbow. It can replace one of those
attacks with a bite attack.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one
creature. Hit: 2 (1d4) piercing damage plus 9 (2d8) poison
damage.

Longsword. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 7 (1d8 + 3) slashing damage, or 8 (1dI0 +
3) slashing damage if used with two hands.

Longbow. Ranged Weapon Attack: +6 to hit, range
120/600 ft., one target. Hit: 7 (1 d8 + 3) piercing damage
plus 4 (1 d8) poison damage.

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

At will: druidcraft

3fday each: entangle, goodberry

1fday each: barkskin, pass without trace, shillelagh
Magic Resistance. The dryad has advantage on saving
throws against spells and other magical effects.

Speak with Beasts and Plants. The dryad can
communicate with beasts and plants as if they shared a
language.

Tree Stride. Once on her turn, the dryad can use 10 feet
of her movement to step magically into one living tree
within her reach and emerge from a second living tree
within 60 feet of the first tree, appearing in an unoccupied
space within 5 feet of the second tree. Both trees must be
large or bigger.

Actions

Club. Melee Weapon Attack: +2 to hit (+6 to hit with
shillelagh), reach 5 ft., one target. Hit: 2 (1 d4)
bludgeoning damage, or 8 (1d8 + 4) bludgeoning damage
with shillelagh.

Fey Charm. The dryad targets one humanoid or beast
that she can see within 30 feet of her. If the target can see
the dryad, it must succeed on a DC 14 Wisdom saving
throw or be magically charmed. The charmed creature
regards the dryad as a trusted friend to be heeded and
protected. Although the target isn't under the dryad's
control, it takes the dryad's requests or actions in the most
favorable way it can.

Each time the dryad or its allies do anything harmful to the
target, it can repeat the saving throw, ending the effect on
itself on a success. Otherwise, the effect lasts 24 hours or
until the dryad dies, is on a different plane of existence
from the target, or ends the effect as a bonus action. If a
target 's saving throw is successful, the target is immune
to the dryad's Fey Charm for the next 24 hours.

The dryad can have no more than one humanoid and up
tothree beasts charmed at a time.
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	Name: Dragon Turtle
	Name_2: Drider
	Name_3: Dryad
	Size: Gargantuan
	Type: Dragon
	Alignment: Neutral
	Size_2: Large
	Type_2: Monstrosity
	Alignment_2: Chaotic Evil
	Size_3: Medium
	Type_3: Fey
	Alignment_3: Neutral
	AC: 20 (natural armor)
	AC_2: 19 (natural armor)
	AC_3: 11 (16 with barkskin)
	HP: 341 (22d10+110)
	Speed: 20 ft., swim 40 ft.
	HP_2: 123 (13d10+52)
	Speed_2: 30 ft., climb 30 ft.
	HP_3: 22 (5d8)
	Speed_3: 30 ft.
	STR: 25
	DEX: 10
	CON: 20
	INT: 10
	WIS: 12
	CHA: 12
	STR_2: 16
	DEX_2: 16
	CON_2: 18
	INT_2: 13
	WIS_2: 14
	CHA_2: 12
	STR_3: 10
	DEX_3: 12
	INT_3: 14
	WIS_3: 15
	CHA_3: 18
	Senses: Darkvision 120 ft.
	Senses_2: Darkvision 120 ft.
	Senses_3: Darkvision 60 ft.
	Passive Perception: 11
	Challenge: 17
	XP: 18000
	Passive Perception_2: 15
	Challenge_2: 6
	XP_2: 2300
	Passive Perception_3: 14
	Challenge_3: 1
	XP_3: 200
	Languages: Aquan, Draconic
	Languages_2: Elvish, Undercommon
	Languages_3: Elvish, Sylvan
	Traits: Saving Throws, Dex +5, Con +10, Wis +6
Damage Resistances fire
	Traits_2: Skills Perception +5, Stealth +9
	Traits_3: Skills Perception +4, Stealth +5
	Features: Amphibious. The dragon turtle can breathe air and water.
 
Actions
Multiattack. The dragon turtle makes three attacks: one with its bite and two with its claws. It can make one tail attack in place of its two claw attacks.
Bite. Melee Weapon Attack: +12 to hit, reach 15ft., one target. Hit: 26 (3d12 + 7) piercing damage.
Claw. Melee Weapon Attack: +12 to hit, reach 10ft., one target. Hit: 16 (2d8 + 7) slashing damage.
Tail. Melee Weapon Attack: +12 to hit, reach 15 ft., one target. Hit: 26 (3d12 + 7) bludgeoning damage. If the target is a creature, it must succeed on a DC 20 Strength saving throw or be pushed up to 10 feet away from the dragon turtle and knocked prone.
Steam Breath (Recharge 5-6). The dragon turtle exhales scalding steam in a 60-foot cone. Each creature in that area must make a DC 18 Constitution saving throw, taking 52 (15d6) fire damage on a failed save, or half as much damage on a successful one. Being underwater doesn't grant resistance against this damage.
	Features_2: Fey Ancestry. The drider has advantage on saving throws against being charmed, and magic can't put the drider to sleep.
Innate Spellcasting. The drider's innate spellcasting ability is Wisdom (spell save DC 13). The drider can innately cast the following spells, requiring no material components:
 
At will: dancing lights
1/day each: darkness,faerie fire
 
Spider Climb. The drider can climb difficult surfaces, including upside down on ceilings, without need ing to make an ability check.
Sunlight Sensitivity. While in sunlight, the drider has disadvantage on attack rolls, as well as on Wisdom (Perception) checks that rely on sight. Web Walker. The drider ignores movement restrictions caused by webbing.
 
Actions
Multiattack. The drider makes three attacks, either with its longsword or its longbow. It can replace one of those attacks with a bite attack.
Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. Hit: 2 (1d4) piercing damage plus 9 (2d8) poison damage.
Longsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 7 (1d8 + 3) slashing damage, or 8 (1dl0 + 3) slashing damage if used with two hands.
Longbow. Ranged Weapon Attack: +6 to hit, range 120/600 ft., one target. Hit: 7 (l d8 + 3) piercing damage plus 4 (1 d8) poison damage.
	Features_3: Innate Spellcasting. The dryad's innate spellcasting ability is Charisma (spell save DC 14). The dryad can innately cast the following spells, requiring no material components:
At will: druidcraft
3fday each: entangle, goodberry
1fday each: barkskin, pass without trace, shillelagh
Magic Resistance. The dryad has advantage on saving throws against spells and other magical effects.
Speak with Beasts and Plants. The dryad can communicate with beasts and plants as if they shared a language.
Tree Stride. Once on her turn, the dryad can use 10 feet of her movement to step magically into one living tree within her reach and emerge from a second living tree within 60 feet of the first tree, appearing in an unoccupied space within 5 feet of the second tree. Both trees must be large or bigger.
 
Actions
Club. Melee Weapon Attack: +2 to hit (+6 to hit with shillelagh), reach 5 ft., one target. Hit: 2 (1 d4) bludgeoning damage, or 8 (1d8 + 4) bludgeoning damage with shillelagh.
Fey Charm. The dryad targets one humanoid or beast that she can see within 30 feet of her. If the target can see the dryad, it must succeed on a DC 14 Wisdom saving throw or be magically charmed. The charmed creature regards the dryad as a trusted friend to be heeded and protected. Although the target isn't under the dryad's control, it takes the dryad's requests or actions in the most favorable way it can.
Each time the dryad or its allies do anything harmful to the target, it can repeat the saving throw, ending the effect on itself on a success. Otherwise, the effect lasts 24 hours or until the dryad dies, is on a different plane of existence from the target, or ends the effect as a bonus action. If a target 's saving throw is successful, the target is immune to the dryad's Fey Charm for the next 24 hours.
The dryad can have no more than one humanoid and up tothree beasts charmed at a time.
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