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Name Name Name
Ice Troll Mend-Nets Marfulb
Size Type Alignment Size Type Alignment Size Type Alignment
Large Giant Chaotic Evil Medium Humanoid (human) | | Lawful Neutral Medium Monstrosity Neutral
AC AC AC
15 (natural armor) 12 (hide armor) 12 (natural armor)
HP Speed HP Speed HP Speed
84 (8d10+40) (|30 ft. 11 (2d8+2) 30 ft. 32 (5d8+10) 30 ft., swim 30 ft.
STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA
18 13 20 7 9 7 13 11 12 8 11 8 13 10 14 13 10 6
+4| |+1| [+5 -2 -1 -2 +1| |+0| [+1 -1(|+0 -1 +1| |+0f [+2] [+1]| |40 -2

Senses Senses Senses
Darkvision 60 ft. darkvision 60 ft.
Passive Challenge XP Passive Challenge XP Passive Challenge XP
11 Perception 5 1.800 10 Perception 1/8 25 12 Perception 1 200
)
Languages Languages Languages
Giant Uluik Ice Toad, Draconic, Uluik
Traits Traits Traits
Skills Perception +1 Currently, Mend-nets' Constitution is 6 (-2) and his hit Skills Perception +2
Damage Immunities cold point total is 5 due to disease. Damage Immunities cold
Features Features Features

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

Regeneration. The troll regains 10 hit points at the start
of its turn. If the troll takes acid or fire damage, this trait
doesn't function at the start of the troll's next turn. The troll
dies only if it starts its turn with O hit points and doesn't
regenerate.

Actions
Multiattack. The troll makes three attacks: one with its
bite and two with its claws.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 7 (1d6 + 4) piercing damage.

Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 11 (2d6 + 4) slashing damage.

Pack Tactics. The warrior has advantage on an attack roll
against a creature if at least one of the warrior's allies is
within 5 feet of the creature and the ally isn't
incapacitated.

Actions

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

Amphibious. The toad can breathe air and water.

Cold Aura. Any creature that starts its turn within 5 feet of
the toad takes 3 (1d6) cold damage.

Standing Leap. The toad's long jump is up to 30 feet and
its high jump is up to 10 feet, with or without a running
start.

Actions

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 5 (1d8+1) piercing damage plus 4 (1d8) cold
damage. If the target is a Medium or smaller creature, it is
grappled (escape DC 11). Until the grapple ends, the toad
can't bite another target.
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	Features: Keen Smell. The troll has advantage on Wisdom (Perception) checks that rely on smell.
 
Regeneration. The troll regains 10 hit points at the start of its turn. If the troll takes acid or fire damage, this trait doesn't function at the start of the troll's next turn. The troll dies only if it starts its turn with 0 hit points and doesn't regenerate.
 
Actions
Multiattack. The troll makes three attacks: one with its bite and two with its claws.
 
Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 7 (1d6 + 4) piercing damage.
 
Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 11 (2d6 + 4) slashing damage. 
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against a creature if at least one of the warrior's allies is within 5 feet of the creature and the ally isn't incapacitated.
 
Actions
Spear. Melee or Ranged Weapon Attack: +3 to hit, reach 5 ft. or range 20/60 ft. , one target. Hit: 4 (1d6 + 1) piercing damage, or 5 (1d8 + 1) piercing damage if used with two hands to make a melee attack.
	Features_3: Amphibious. The toad can breathe air and water.
 
Cold Aura. Any creature that starts its turn within 5 feet of the toad takes 3 (1d6) cold damage.
 
Standing Leap. The toad's long jump is up to 30 feet and its high jump is up to 10 feet, with or without a running start.
 
Actions
Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 5 (1d8+1) piercing damage plus 4 (1d8) cold damage. If the target is a Medium or smaller creature, it is grappled (escape DC 11). Until the grapple ends, the toad can't bite another target.
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