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Name . Name Name
Drow Mage Drow Priestess of Lolth Empyrean
Size Type Alignment Size Type Alignment Size Type . Ahfnmoem
Medium Humanoid (elf) Neutral Evil Medium Humanoid Neutral Evil Huge Celestial (titan) f,h;g‘u'f,g‘g"gi@’)
AC AC AC
12 (15 with mage armor) 16 (scale mail) 22 (natural armor)
HP Speed HP Speed HP Speed
45 (10d8) 30 ft. 71 (13d8+13) ||301t. 313 (19d12+190) | | 50 ft., fly 50 ft., swim 50 ft.
STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA
9 14 10 17 13 12 10 14 12 13 17 18 30 21 30 21 22 27
1| [+2] [+0] |+3] |+1| [+1 +O[ [+2| [+1| [+1| |+3] |+4 +10| [+5| |+10| |+5| [+6| |+8
Senses Senses Senses
Darkvision 120 ft. Darkvision 120 ft. Truesight 120 ft.
Passive Challenge XP Passive Challenge XP Passive Challenge XP
14 Perception 7 2,900 16 Perception 8 3,900 16 Perception 23 32,500
Languages Languages Languages
Elvish, Undercommon Elvish, Undercommon All
Traits Traits Traits

Skills Arcana +6, Deception +5, Perception +4, Stealth +5

Saving Throws , Dex +4, Wis +6, Cha +7
Skills Insight +6, Perception +6, Religion +4, Stealth +5

Saving Throws Str +17, Int +12, Wis +13, Cha +15
Skills Insight +13, Persuasion +15

Damage Immunities bludgeoning, piercing, and slashing
from nonmagical weapons.

Features

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

Innate Spellcasting. The drew's innate spellcasting ability
is Charisma (spell save DC 12). It can innately cast the
following spells, requiring no material components:

At will: dancing lights
I/day each: darkness ,faerie fire, levitate (self only)

Spellcasting. The drow is a l0th-level spellcaster. Its
spellcasting ability is Intelligence (spell save DC 14, +6 to
hit with spell attacks). The drow has the following wizard
spells prepared:

Cantrips (at will): mage hand, minor illusion, poison spray,
ray of frost

Ist level (4 slots): mage armor, magic missile, shield, witch
bolt

2nd level (3 slots): alter self, misty step, web

3rd level (3 slots): fly, lightning bolt

4th level (3 slots): Evard's black tentacles, greater
invisibility

5th level (2 slots): cloudkill

Sunlight Sensitivity. While in sunlight, the drow has
disadvantage on attack rolls, as well as on Wisdom
(Perception) checks that rely on sight.

Actions

Staff. Melee Weapon Attack: +2 to hit, reach 5 ft ., one
target. Hit: 2 (1d6 - 1) bludgeoning damage, or 3 (1d8- 1)
bludgeoning damage if used with two hands, plus 3 (1d6)
poison damage.

Summon Demon (1/Day). The drow magically summons
a quasit, or attempts to summon a shadow demon with a
50 percent chance of success. The summoned demon
appears in an unoccupied space within 60 feet of its su
mmoner, acts as an ally of its summoner, and can't
summon other demons. It remains for 10 minutes, until it
or its summoner dies, or until its summoner dismisses it
as an action

Features

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

Innate Spellcasting. The draw's innate spellcasting ability

is Charisma (spell save DC 15). She can innately cast the
following spells, requiring no material components:

At will: dancing lights
l/day each: darkness, faerie fire, levitate (self only)

Spellcasting. The drow is a I0th-level spellcaster. Her
spellcasting ability is Wisdom (save DC 14, +6 to hit with spell
attacks) . The drow has the following cleric spells prepared:

Cantrips (at will): guidance, poison spray, resistance, spare the dying,
thaumaturgy

Ist level (4 slots): anima/friendship, cure wounds, detect poison and
disease, ray of sickness

2nd level (3 slots): lesser restoration, protection from poison, web
3rd level (3 slots): conjure animals (2 giant spiders), dispel magic

4th level (3 slots): divination ,freedom of movement

5th level (2 slots): insect plague, mass cure wounds

Sunlight Sensitivity. While in sunlight, the drow has
disadvantage on attack rolls, as well as on Wisdom
(Perception) checks that rely on sight.

Actions

Multiattack. The drow makes two scourge attacks.

Scourge. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit:
5 (Id6 + 2) piercing damage plus 17 (5d6) poison damage.

Summon Demon (1/Day). The drow attempts to magically summon a
yochlol with a 30 percent chance of success. If the attempt fails, the
drow takes 5 (IdI0) psychic damage. Otherwise, the summoned
demon appears in an unoccupied space within 60 feet of its
summoner, acts as an ally of its summoner, and can't summon other
demons. It remains for 10

minutes, until it or its summoner dies, or until its summoner dismisses
it as an action.

Features

Innate Spellcasting. The empyrean's innate spellcasting ability is
Charisma (spell save DC 23, +15 to hit with spell attacks). It can
innately cast the following spells, requiring no material components:

At will: greater restoration, pass without trace, water breathing, water
walk

1/day each: commune, dispel evil and good, earthquake, fire storm,
plane shift (self only)

Legendary Resistance (3/Day). If the empyrean fails a saving throw,
it can choose to succeed instead.

Magic Resistance. The empyrean has advantage on saving throws
against spells and other magical effects.

Magic Weapons. The empyrean’s weapon attacks are magical.

Actions

Maul. Melee Weapon Attack: +17 to hit, reach 10ft., one target. Hit:
31 (6d6 + 10) bludgeoning damage. If the target is a creature, it must
succeed on a DC 15 Constitution saving throw or be stunned until the
end of the empyrean’s next turn.

Bolt. Ranged Spell Attack: +15 to hit, range 600ft., one target. Hit: 24
(7d6) damage of one of the following types (empyrean's choice): acid,
cold, fire, force, lightning, radiant, or thunder.

Legendary Actions

The empyrean can take 3 legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature's turn. The empyrean
regains spent legendary actions at the start of its turn.

Attack. The empyrean makes one attack.

Bolster. The empyrean bolsters all non hostile creatures within 120
feet of it until the end of its next turn. Bolstered creatures can't be
charmed or frightened, and they gain advantage on ability checks and
saving throws until th e end of the empyrean's next turn.

Trembling Strike (Costs 2 Actions). The empyrean strikes the
ground with its maul, triggering an earth tremor. All other creatures on
the ground within 60 feet of the empyrean must succeed on a DC 25
Strength saving throw or be knocked prone.
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	Name: Drow Mage
	Name_2: Drow Priestess of Lolth
	Name_3: Empyrean
	Size: Medium
	Type: Humanoid (elf)
	Alignment: Neutral Evil
	Size_2: Medium
	Type_2: Humanoid
	Alignment_2: Neutral Evil
	Size_3: Huge
	Type_3: Celestial (titan)
	Alignment_3: Chaotic Good (75%) or Neutral Evil (25%)
	AC: 12 (15 with mage armor)
	AC_2: 16 (scale mail)
	AC_3: 22 (natural armor)
	HP: 45 (10d8)
	Speed: 30 ft.
	HP_2: 71 (13d8+13)
	Speed_2: 30 ft.
	HP_3: 313 (19d12+190)
	Speed_3: 50 ft., fly 50 ft.,  swim 50 ft.
	STR: 9
	DEX: 14
	CON: 10
	INT: 17
	WIS: 13
	CHA: 12
	STR_2: 10
	DEX_2: 14
	CON_2: 12
	INT_2: 13
	WIS_2: 17
	CHA_2: 18
	STR_3: 30
	DEX_3: 21
	INT_3: 21
	WIS_3: 22
	CHA_3: 27
	Senses: Darkvision 120 ft.
	Senses_2: Darkvision 120 ft.
	Senses_3: Truesight 120 ft.
	Passive Perception: 14
	Challenge: 7
	XP: 2900
	Passive Perception_2: 16
	Challenge_2: 8
	XP_2: 3900
	Passive Perception_3: 16
	Challenge_3: 23
	XP_3: 32500
	Languages: Elvish, Undercommon
	Languages_2: Elvish, Undercommon
	Languages_3: All
	Traits: Skills Arcana +6, Deception +5, Perception +4, Stealth +5
 
	Traits_2: Saving Throws, Dex +4, Wis +6, Cha +7
Skills Insight +6, Perception +6, Religion +4, Stealth +5
 
	Traits_3: Saving Throws Str +17, Int +12, Wis +13, Cha +15
Skills Insight +13, Persuasion +15
Damage Immunities bludgeoning, piercing, and slashing from nonmagical weapons.
	Features: Fey Ancestry. The drow has advantage on saving throws against being charmed, and magic can't put the drow to sleep.
Innate Spellcasting. The drew's innate spellcasting ability is Charisma (spell save DC 12). It can innately cast the following spells, requiring no material components:
 
At will: dancing lights
l/day each: darkness ,faerie fire, levitate (self only)
 
Spellcasting. The drow is a l0th-level spellcaster. Its
spellcasting ability is Intelligence (spell save DC 14, +6 to
hit with spell attacks). The drow has the following wizard
spells prepared:
 
Cantrips (at will): mage hand, minor illusion, poison spray,
ray of frost
lst level (4 slots): mage armor, magic missile, shield, witch bolt
2nd level (3 slots): alter self, misty step, web
3rd level (3 slots): fly, lightning bolt
4th level (3 slots): Evard's black tentacles, greater invisibility
5th level (2 slots): cloudkill
 
Sunlight Sensitivity. While in sunlight, the drow has
disadvantage on attack rolls, as well as on Wisdom
(Perception) checks that rely on sight.
 
Actions
Staff. Melee Weapon Attack: +2 to hit, reach 5 ft ., one
target. Hit: 2 (1d6 - 1) bludgeoning damage, or 3 (1d8- 1)
bludgeoning damage if used with two hands, plus 3 (1d6)
poison damage.
Summon Demon (1/Day). The drow magically summons a quasit, or attempts to summon a shadow demon with a 50 percent chance of success. The summoned demon appears in an unoccupied space within 60 feet of its su mmoner, acts as an ally of its summoner, and can't summon other demons. It remains for 10 minutes, until it or its summoner dies, or until its summoner dismisses it as an action.
	Features_2: Fey Ancestry. The drow has advantage on saving throws against being charmed, and magic can't put the drow to sleep.
Innate Spellcasting. The draw's innate spellcasting ability
is Charisma (spell save DC 15). She can innately cast the
following spells, requiring no material components:
 
At will: dancing lights
l/day each: darkness,faerie fire, levitate (self only)
 
Spellcasting. The drow is a l0th-level spellcaster. Her
spellcasting ability is Wisdom (save DC 14, +6 to hit with spell attacks) . The drow has the following cleric spells prepared:
 
Cantrips (at will): guidance, poison spray, resistance, spare the dying, thaumaturgy
lst level (4 slots): anima/friendship, cure wounds, detect poison and disease, ray of sickness
2nd level (3 slots): lesser restoration, protection from poison, web
3rd level (3 slots): conjure animals (2 giant spiders), dispel magic
4th level (3 slots): divination ,freedom of movement
5th level (2 slots): insect plague, mass cure wounds
 
Sunlight Sensitivity. While in sunlight, the drow has
disadvantage on attack rolls, as well as on Wisdom
(Perception) checks that rely on sight.
 
Actions
Multiattack. The drow makes two scourge attacks.
Scourge. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 5 (ld6 + 2) piercing damage plus 17 (5d6) poison damage.
Summon Demon (1/Day). The drow attempts to magically summon a yochlol with a 30 percent chance of success. If the attempt fails, the drow takes 5 (ldl0) psychic damage. Otherwise, the summoned demon appears in an unoccupied space within 60 feet of its summoner, acts as an ally of its summoner, and can't summon other demons. It remains for 10
minutes, until it or its summoner dies, or until its summoner dismisses it  as an action.
	Features_3: Innate Spellcasting. The empyrean's innate spellcasting ability is Charisma (spell save DC 23, +15 to hit with spell attacks). It can innately cast the following spells, requiring no material components:
 
At will: greater restoration, pass without trace, water breathing, water walk
1/day each: commune, dispel evil and good, earthquake, fire storm, plane shift (self only)
 
Legendary Resistance (3/Day). If the empyrean fails a saving throw, it can choose to succeed instead.
Magic Resistance. The empyrean has advantage on saving throws against spells and other magical effects.
Magic Weapons. The empyrean's weapon attacks are magical.
 
Actions
Maul. Melee Weapon Attack: +17 to hit, reach 10ft., one target. Hit: 31 (6d6 + 10) bludgeoning damage. If the target is a creature, it must succeed on a DC 15 Constitution saving throw or be stunned until the end of the empyrean's next turn.
Bolt. Ranged Spell Attack: +15 to hit, range 600ft., one target. Hit: 24 (7d6) damage of one of the following types (empyrean's choice): acid, cold, fire, force, lightning, radiant, or thunder.
 
Legendary Actions
The empyrean can take 3 legendary actions, choosing from the options below. Only one legendary action option can be used at a time and only at the end of another creature's turn. The empyrean regains spent legendary actions at the start of its turn.
Attack. The empyrean makes one attack.
Bolster. The empyrean bolsters all non hostile creatures within 120 feet of it until the end of its next turn. Bolstered creatures can't be charmed or frightened, and they gain advantage on ability checks and saving throws until th e end of the empyrean's next turn.
Trembling Strike (Costs 2 Actions). The empyrean strikes the ground with its maul, triggering an earth tremor. All other creatures on the ground within 60 feet of the empyrean must succeed on a DC 25 Strength saving throw or be knocked prone.
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