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	Name: Sea Hag
	Name_2: Harpy
	Name_3: Hell Hound
	Size: Medium
	Type: Fey
	Alignment: Chaotic Evil
	Size_2: Medium
	Type_2: Monstrosity
	Alignment_2: Chaotic Evil
	Size_3: Medium
	Type_3: Fiend
	Alignment_3: Lawful Evil
	AC: 14 (natural armor)
	AC_2: 11
	AC_3: 15 (natural armor)
	HP: 52 (7d8+21)
	Speed: 30 ft., swim 40 ft.
	HP_2: 38 (7d8+7)
	Speed_2: 20 ft., fly 40 ft.
	HP_3: 45 (7d8+14)
	Speed_3: 50 ft.
	STR: 16
	DEX: 13
	CON: 16
	INT: 12
	WIS: 12
	CHA: 13
	STR_2: 12
	DEX_2: 13
	CON_2: 12
	INT_2: 7
	WIS_2: 10
	CHA_2: 13
	STR_3: 17
	DEX_3: 12
	INT_3: 6
	WIS_3: 13
	CHA_3: 6
	Senses: Darkvision 60 ft.
	Senses_2: 
	Senses_3: Darkvision 60 ft.
	Passive Perception: 11
	Challenge: 2
	XP: 450
	Passive Perception_2: 10
	Challenge_2: 1
	XP_2: 200
	Passive Perception_3: 15
	Challenge_3: 3
	XP_3: 700
	Languages: Aquan, Common, Giant
	Languages_2: Common
	Languages_3: understands Infernal but can't speak it
	Traits: 
	Traits_2: 
	Traits_3: Skills Perception +5Damage Immunities fire
	Features: Amphibious. The hag can breathe air and water.Horrific Appearance. Any humanoid that starts its turn within 30 feet of the hag and can see the hag's true form must make a DC 11 Wisdom saving throw. On a failed save, the creature is frightened for 1 minute. A creature can repeat the saving throw at the end of each of its turns , with disadvantage if the hag is within line of sight, ending the effect on itself on a success. If a creature's saving throw is successful or the effect ends for it, the creature is immune to the hag's Horrific Appearance for the next 24 hours.Unless the target is surprised or the revelation of the hag'strue form is sudden, the target can avert its eyes and avoid making the initial saving throw. Until the start of its next turn, a creature that averts its eyes has disadvantage on attack rolls against the hag. ActionsClaws. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 10 (2d6 + 3) slash ing damage.Death Glare. The hag targets one frightened creature she can see within 30 feet of her. If the target can see the hag, it must succeed on a DC 11 Wisdom saving throw against this magic or drop to 0 hit points.Illusory Appearance. The hag covers herself and anything she is wearing or carrying with a magical illusion that makes her look like an ugly creature of her general size and humanoid shape. The effect ends if the hag takes a bonus action to end it or if she dies.The changes wrought by this effect fail to hold up to physical inspection. For example, the hag could appear to have no claws, but someone touching her hand might feel the claws. Otherwise, a creature must take an action to visually inspect the illusion and succeed on a DC 16 Intelligence (Investigation) check to discern that the hag is disguised. 
	Features_2: ActionsMultiattack. The harpy makes two attacks: one with its claws and one with its club.Claws. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 6 (2d4 + 1) slashing damage.Club. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 3 (1d4 + 1) bludgeoning damage.Luring Song. The harpy sings a magical melody. Everyhumanoid and giant within 300 feet of the harpy that can hear the song must succeed on a DC 11 Wisdom saving throw or be charmed until the song ends. The harpy must take a bonus action on its subsequent turns to continue singing. It can stop singing at any time. The song ends if the harpy is incapacitated.While charmed by the harpy, a target is incapacitated andignores the songs of other harpies. If the charmed target ismore than 5 feet away from the harpy, the target can takethe Dash action on its turn to move toward the harpy by the most direct route. It doesn't avoid opportunity attacks, but before moving into damaging terrain, such as lava or a pit, and whenever it takes damage from a source other than the harpy, a target can repeat the saving throw. A creature can also repeat the saving throw at the end of each of its turns. If a creature's saving throw is successful, the effect ends on it. A target that successfully saves is immune to this harpy's song for the next 24 hours.
	Features_3: Keen Hearing and Smell. The hound has advantage on Wisdom (Perception) checks that rely on hearing or smell.Pack Tactics. The hound has advantage on an attack rollagainst a creature if at least one of the hound's allies is within 5 feet of the creature and the ally isn't incapacitated. ActionsBite. Melee Weapon Attack: +5 to hit, reach 5 ft ., one target. Hit: 7 (1d8 + 3) piercing damage plus 7 (2d6) fire damage.Fire Breath (Recharge 5-6). The hound exhales fire in a 15-foot cone. Each creature in that area must make a DC 12 Dexterity saving throw, taking 21 (6d6) fire damage on a failed save, or half as much damage on a successful one.
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