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	Name: Pixie
	Name_2: Pseudodragon
	Name_3: Purple Worm
	Size: Tiny
	Type: Fey
	Alignment: Neutral Good
	Size_2: Tiny
	Type_2: Dragon
	Alignment_2: Neutral Good
	Size_3: Gargantuan
	Type_3: Monstrosity
	Alignment_3: Unaligned
	AC: 15
	AC_2: 13 (natural armor)
	AC_3: 18 (natural armor)
	HP: 1 (1d4-1)
	Speed: 10 ft. fly 30 ft.
	HP_2: 7 (2d4+2)
	Speed_2: 15 ft., fly 60 ft.
	HP_3: 247 (15d20+90)
	Speed_3: 50 ft., burrow 30 ft.
	STR: 2
	DEX: 20
	CON: 8
	INT: 10
	WIS: 14
	CHA: 15
	STR_2: 6
	DEX_2: 15
	CON_2: 13
	INT_2: 10
	WIS_2: 12
	CHA_2: 10
	STR_3: 28
	DEX_3: 7
	INT_3: 1
	WIS_3: 8
	CHA_3: 4
	Senses: 
	Senses_2: Blindsight 10 ft., Darkvision 60 ft.
	Senses_3: Blindsight 30 ft., Tremorsense 60 ft.
	Passive Perception: 14
	Challenge: 1/4
	XP: 50
	Passive Perception_2: 13
	Challenge_2: 1/4
	XP_2: 50
	Passive Perception_3: 9
	Challenge_3: 15
	XP_3: 13000
	Languages: Sylvan
	Languages_2: understands Common and Draconic but can't speak
	Languages_3: 
	Traits: Skills Perception +4, Stealth +7
	Traits_2: Skills Perception +3, Stealth +4
	Traits_3: Saving Throws Con +11, Wis +4
	Features: Magic Resistance. The pixie has advantage on saving throws against spells and other magical effects.Innate Spellcasting. The pixie's innate spellcasting ability is Charisma (spell save DC 12). It can innately cast the following spells, requiring only its pixie dust as a component: At will: druidcraft1/day each: confusion, dancing lights, detect evil and good, detect thoughts, dispel magic, entangle, fly, phantasmal force, polymorph, sleep ActionsSuperior Invisibility. The pixie magically turns invisible until its concentration ends (as if concentrating on a spell). Any equipment the pixie wears or carries is invisible with it.
	Features_2: Keen Senses. The pseudodragon has advantage on Wisdom (Perception) checks that rely on sight, hearing, or smell.Magic Resistance. The pseudodragon has advantage on saving throws against spells and other magical effects.Limited Telepathy. The pseudodragon can magicallycommunicate simple ideas, emotions, and images telepathically with any creature within 100 feet of it that can understand a language. ActionsBite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 4 (1d4 + 2) piercing damage.Sting. Melee Weapon Attack: +4 to hit, reach 5 ft. , one creature. Hit: 4 (1d4 + 2) piercing damage, and the target must succeed on a DC 11 Constitution saving throw or become poisoned for 1 hour. If the saving throw fails by 5 or more, the target falls unconscious for the same duration, or until it takes damage or another creature uses an action to shake it awake.
	Features_3: Tunneler. The worm can burrow through solid rock at half its burrow speed and leaves a 10·foot·diameter tunnel in its wake. ActionsMultiattack. The worm makes two attacks: one with its bite and one with its stinger.Bite. Melee Weapon Attack: +9 to hit, reach 10ft., one target. Hit: 22 (3d8 + 9) piercing damage. If the target is a Large or smaller creature, it must succeed on a DC 19 Dexterity saving throw or be swallowed by the worm. A swallowed creature is blinded and restrained, it has total cover against attacks and other effects outside the worm, and it takes 21 (6d6) acid damage at the start of each of the worm's turns. If the worm takes 30 damage or more on a single turn from a creature inside it, the worm must succeed on a DC 21 Constitution saving throw at the end of that turn or regurgitate all swallowed creatures, which fall prone in a space within 10 feet of the worm. If the worm dies, a swallowed creature is no longer restrained by it and can escape from the corpse by using 20 feet of movement, exiting prone.Tail Stinger. Melee Weapon Attack: +9 to hit, reach 10ft., one creature. Hit: 19 (3d6 + 9) piercing damage, and the target must make a DC 19 Constitution saving throw, taking 42 (12d6) poison damage on a failed save, or half as much damage on a successful one.
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