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. Name Name Name
Maccath The Crimson Bolo
Size Type Alignment Size Type Alignment Size Type Alignment
Medium Medium (tiefling) | [Lawful Neutral Small Humanoid (halfling) | | Neutral Good
AC AC AC
11 10
HP Speed HP Speed HP Speed
68 (11d6+22) || 30 ft. 4 (1d8) 20 ft
STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA
8 13 14 20 12 12 10 10 10 10 10 10
-1 (+1f |+2| |+5] |+1] [+1 S| |-5[|-5||-5||-5|]|-5 +0| |+0| [+0| [+0]| |+O| |+O
Senses Senses Senses
darkvision 60 ft.
Passive Challenge XP Passive Challenge XP Passive Challenge XP
11 Perception 8 3.900 Perception 10 Perception 0 10
Languages Languages Languages
Common, Draconic, Infernal any one language (usually Common)
Traits Traits Traits
Skills Arcana +9, History +5, Investigation +9, Nature +5,
Religion +5, Survival +5
Damage Resistances fire
Features Features Features

Infernal Legacy. Maccath knows the thaumaturgy cantrip.
She can also cast hellish rebuke (as a 2nd-level spell) and
darkness once per day. Her spellcasting ability for these
spells is Charisma (Spell save DC 17, +9 to hit with spell
attacks)

Arcane Recovery. Maccath regains spell slots totalling 6
levels after a Short Rest once per day.

Expert Divination. When casting spells of the divination
school, Maccath egains one spell slot of lesser level (max.
5th level).

Portent. After a Long Rest, Maccath rolls 2 d20s. She can
substitue the either number for an attack, saving throw or
ability check roll made by her or a creature she can see.
Any unused dice rolls are lost at the end of another Long
Rest.

The Third Eye. Maccath Gains one of the following
abilities between rests, lasting until incapacitated or she
takes another rest:

Ethereal Sight: Maccath san see into the Ethereal Plane
to a distance of 60 ft.

Greater Comprehension:
langguage.

See invisibility: Maccath can see invisible creatures
and objects within 10 ft. line of sight.

Maccath can read any

Spellcasting. Maccath is an 11th-level spellcaster. Her
spellcasting ability is Intelligence (spell save DC 17, +9 to
hit with spell attacks). maccath has the following wizard
spells prepared:

Cantrips (at will): blade ward, fire bolt, friends, light, minor
illusion

1st-level( 4 slots): mage armor, detect magic, identify,
charm person

2nd-level (3 slots): locate object, detect thoughts,
phantasmal force

3rd-level (3 slots): clairvoyance, hypnotic pattern, sending

4th-level (3 slots): locate creature, confusion

5th level (2 slots): scrying, legend lore, cloudkill

6th-level (1 slot): true seeing, chain lightning

Actions

Quarterstaff. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 4 (1d6+1) bludgeoning damage or 5 (1d8
+1) bludgeoning damage if used two-handed.

Dagger. Melee or Ranged Weapon Attack: +5 to hit,
reach 5ft. or range 20/60 ft., one target. Hit: 3 (1d4+1)
piercing damage.

Fire Bolt. Ranged Spell Attack: +9 to hit, range 120 ft,
one target. Hit: 15 (3d10) fire damage (unattended
flammable objects catch fire).

Actions
Mug. Melee Weapon Attack: +2 to hit, reach 5 ft., one
target. Hit: 2 (1d4) bludgeoning damage.
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