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	Name: Assassin Vine
	Name_2: Atropal
	Name_3: 
	Size: Large 
	Type: Plant
	Alignment: Unaligned
	Size_2: Huge
	Type_2: Undead (titan) 
	Alignment_2: Neutral Evil
	Size_3: 
	Type_3: 
	Alignment_3: 
	AC: 13 (natural armor)
	AC_2: 7
	AC_3: 
	HP: 85 (10d10+30)
	Speed: 5 ft., climb 5 ft.
	HP_2: 225 (18d12+108)
	Speed_2: 0 ft., fly 50 ft (hover)
	HP_3: 
	Speed_3: 
	STR: 18
	DEX: 10
	CON: 16
	INT: 1
	WIS: 10
	CHA: 1
	STR_2: 19
	DEX_2: 5
	CON_2: 22
	INT_2: 25
	WIS_2: 19
	CHA_2: 24
	STR_3: 
	DEX_3: 
	INT_3: 
	WIS_3: 
	CHA_3: 
	Senses: blindsight 30 ft.
	Senses_2: darkvision 120 ft., truesight 120 ft.
	Senses_3: 
	Passive Perception: 10
	Challenge: 3
	XP: 700
	Passive Perception_2: 14
	Challenge_2: 13
	XP_2: 10000
	Passive Perception_3: 
	Challenge_3: 
	XP_3: 
	Languages: -
	Languages_2: understands Celestial but utters only obscene nonsense
	Languages_3: 
	Traits: Damage Resistances. cold, fireCondition Immunities. blinded, deafened, exhaustion, prone 
	Traits_2: Saving Throws Con +11, Wis +9Damage Vulnerabilities radiantDamage Immunities cold, necrotic, bludgeoning, piercing, and slashing from nonmagical attacksCondition Immunities exhaustion, frightened, paralyzed, poisoned, prone
	Traits_3: 
	Features: False Appearance. While  te assassin vine remains motionless, it is indistinguisable from a normal plant. ActionsContrict. Melee Weapon Attack. +6 to hit, 20 ft. reach, one creature. Hit: The target takes 11 (2d6+4) bludjgeoning damaged and is grappled (escape DC14). Until this grapple ends, the target is restrained, and takes 21 (6d6) poison damage at the start of each of its turns. The vine can constrict only one target at a time. Entangling Vines. The assassin vine can animate normal vines and roots on the ground in a 15-foot square within 30 feet of it. these plants turn the ground in that area into diffucult terrain.  A creature in that area when the effect begins must succeed on a DC 13 Strength saving throw or be restrained by entangling vines and roots. A creature restrained by the plants can use its action to make a DC 13 Strength (Athletics) check, freeing itself on a successful check. The effect ends after 1 minute or when the assassin vine dies or uses Entangling Vines again.   
	Features_2: Magic Resistance. The atropal has advantage on saving throws against spells and other magical effects. Negative Energy Aura. Creatures within 30 feet of the atropal can't regain hit points, and any creature that starts its turn within 30 feet of the atropal takes 10 (3d6) necrotic damage. If the atropal is struck by a vorpal sword, the wielder can cut the atropal's umbilical cord instead of dealing damage. If the umbilical cord is cut, the atropal loses this feature. Turn Resistance Aura. The atropal and any other undead creature within 30 feet of it has advantage on saving throws against any effect that turns undead. ActionsTouch. Melee Weapon Attack. +9 to hit, 5 ft. reach, one target. Hit: 10 (3d6) necrotic damage Ray of Cold. Ranged Spell Attack. +12 tp hit, range 120 ft., one target. Hit: 21 (6d6) cold damage Life Drain. The atropal targets one creture it can see within 120 feet of it. The target must succeed on a DC 19 Constitution saving throw, taking 36 (8d8) necrotic damage on a failed save, or half as much on a successful one. the atropal regains a number of hit points equal to half the amount of damage dealt. Summon Wraith (recharge 6). The atropal summons a wraith, which materializes within 30 feet of it in an unoccupied space it can see. The wraith obeys its summoner's commands and can't be controlled by any other creature. The wraith vanishes when it drops to 0 hit points or when its summoner dies.  
	Features_3: Legendary ActionsThe atropal 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 atropal regains spent legendary actions at the start of its turn. Touch. The atropal makes a touch attack.Ray of Cold (costs 2 actions). The atropal usus its ray of cold.Wail (costs 3 actions). The atropal lets out a withering wail. Any creature within 120 feet of the atropal that can hear the wail must succeed on a DC 19 Constitution saving throw or gain 1 level of exhaustion.
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