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« Name . Name . . Name
Dragonbait Eblis Firenewt Warrior
Size Type Alignment Size Type Alignment Size Type Alignment
Medium Humanoid (saurial) | [ Lawful Good Large Monstrosity Neutral Evil Medium Humanoid (firenewt) | | Neutral Evil
AC AC AC
17 (breastplate, shield) 13 16 (chain shirt, shield)
HP Speed HP Speed HP Speed
120 (16d8+48) | | 30 ft. 26 (4d10+4) 30 ft., fly 40 ft. 22 (4d8+4) 30 ft.
STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA
15 13 17 14 16 18 11 16 12 12 14 11 10 13 12 7 11 8
+2| [+1| |+3] |+2| [+3]| |+4 +0| |+3] |+1]| [+1]| [+2| |+O +0| |+1] |+1| |-2]| [+0| |-1

Senses Senses Senses
Passive Challenge XP Passive Challenge XP Passive Challenge XP
13 Perception 5 1.800 14 Perception 1 200 10 Perception 1/2 100
)
Languages Languages Languages
Understands Common but can't speak. Auran, Common Draconic, Ignan
Traits Traits Traits
Saving Throws Wis +6, Cha +7 Skills Perception +4 Damage Immunities fire
Skills Athletics +5, Medicine +6
Features Features Features

Ideal. Dragonbait emits the scent of lemons while thinking
about exploring the world, seeing its many wonders, and
helping others along the way. (Translation: He has the
heart of an explorer.)

Bond. Dragonbait gives off the scent of wood smoke
while doing things to aid a friend's quest. (Translation: He
would do anything for a friend.)

Flaw. Dragonbait "shouts" the scent of ham while going
where others fear to tread. (Translation: He will hurl
himself into danger no matter how frightening.)

Divine Health. Dragonbait is immune to disease.

Magic Resistance Aura. While holding his holy avenger,
Dragonbait creates an aura in a 10-foot-radius around
him. While this aura is active, Dragonbait and all creatures
friendly to him in the aura have advantage on saving
throws against spells and other magical effects.

Actions
Mutiattack. Dragonbait makes two melee weapon attacks.

Holy Avenger (+3 longsword). Melee Weapon Attack.
+8 to hit, reach 5 ft., one target. Hit: 9 (1d8+5) slashing
damage or 10 (1d10+5) slashing damage when used with
two hands. if the target is a fiend or undead, it takes an
extra 11 (1d20) radiant damage.

Sense Alignment. Dragonbait chooses one creature he
can see within 60 feet of him and determines its
alignment, as long as the creature isn't hidden from
divination magic by a spell or other magical effect.

Innate Spellcasting. The eblis's innate spellcasting ability
is Intelligence (spell save DC 11). It can innately cast the
following spells, requiring no material components:

1/day each: blur, hypnotic pattern, minor illusion

Actions
Mutiattack. The eblis attacks twice with its beak.

Beak. Melee Weapon Attack. +5 to hit, reach 5 ft., one
target. Hit: 5 (1d4+3) piercing damage.

Amphibious. The firenewt can breath air and water.

Actions
Multiattack. The firenewt makes two melee attacks with
its scimitar.

Scimitar. Melee Weapon Attack. +3 to hit, reach 5 ft., one
target. Hit: 4 (1d6+1) slashing damage.

Spit Fire (Recharges after a Short or Long Rest). The
firenewt spits fire at a creature within 10 feet of it. The
creature must make a DC 11 Dexterity saving throw,
taking 9 (2d8) fire damage on a failed save, or half as
much on a successful one.




	Combat Cards.vsdx
	Page-1
	Page-2
	Combat Cards.pdf
	Combat Cards.vsdx
	Page-1
	Page-2
	Page-3


	Untitled


	Name: Dragonbait
	Name_2: Eblis
	Name_3: Firenewt Warrior
	Size: Medium
	Type: Humanoid (saurial)
	Alignment: Lawful Good
	Size_2: Large
	Type_2: Monstrosity
	Alignment_2: Neutral Evil
	Size_3: Medium
	Type_3: Humanoid (firenewt)
	Alignment_3: Neutral Evil
	AC: 17 (breastplate, shield)
	AC_2: 13
	AC_3: 16 (chain shirt, shield)
	HP: 120 (16d8+48)
	Speed: 30 ft.
	HP_2: 26 (4d10+4)
	Speed_2: 30 ft., fly 40 ft.
	HP_3: 22 (4d8+4)
	Speed_3: 30 ft.
	STR: 15
	DEX: 13
	CON: 17
	INT: 14
	WIS: 16
	CHA: 18
	STR_2: 11
	DEX_2: 16
	CON_2: 12
	INT_2: 12
	WIS_2: 14
	CHA_2: 11
	STR_3: 10
	DEX_3: 13
	INT_3: 7
	WIS_3: 11
	CHA_3: 8
	Senses: 
	Senses_2: 
	Senses_3: 
	Passive Perception: 13
	Challenge: 5
	XP: 1800
	Passive Perception_2: 14
	Challenge_2: 1
	XP_2: 200
	Passive Perception_3: 10
	Challenge_3: 1/2
	XP_3: 100
	Languages: Understands Common but can't speak.
	Languages_2: Auran, Common
	Languages_3: Draconic, Ignan
	Traits: Saving Throws Wis +6, Cha +7
Skills Athletics +5, Medicine +6
	Traits_2: Skills Perception +4
	Traits_3: Damage Immunities fire
	Features: Ideal. Dragonbait emits the scent of lemons while thinking about exploring the world, seeing its many wonders, and helping others along the way. (Translation: He has the heart of an explorer.)
Bond. Dragonbait gives off the scent of wood smoke while doing things to aid a friend's quest. (Translation: He would do anything for a friend.)
Flaw. Dragonbait "shouts" the scent of ham while going where others fear to tread. (Translation: He will hurl himself into danger no matter how frightening.)
 
Divine Health. Dragonbait is immune to disease.
 
Magic Resistance Aura. While holding his holy avenger, Dragonbait creates an aura in a 10-foot-radius around him. While this aura is active, Dragonbait and all creatures friendly to him in the aura have advantage on saving throws against spells and other magical effects.
 
Actions
Mutiattack. Dragonbait makes two melee weapon attacks.
 
Holy Avenger (+3 longsword). Melee Weapon Attack. +8 to hit, reach 5 ft., one target. Hit: 9 (1d8+5) slashing damage or 10 (1d10+5) slashing damage when used with two hands. if the target is a fiend or undead, it takes an extra 11 (1d20) radiant damage.
 
Sense Alignment. Dragonbait chooses one creature he can see within 60 feet of him and determines its alignment, as long as the creature isn't hidden from divination magic by a spell or other magical effect.
 
	Features_2: Innate Spellcasting. The eblis's innate spellcasting ability is Intelligence (spell save DC 11). It can innately cast the following spells, requiring no material components: 
 
1/day each: blur, hypnotic pattern, minor illusion
 
Actions
Mutiattack. The eblis attacks twice with its beak.
 
Beak. Melee Weapon Attack. +5 to hit, reach 5 ft., one target. Hit: 5 (1d4+3) piercing damage.
 
 
	Features_3: Amphibious. The firenewt can breath air and water.
 
Actions
Multiattack. The firenewt makes two melee attacks with its scimitar.
 
Scimitar. Melee Weapon Attack. +3 to hit, reach 5 ft., one target. Hit: 4 (1d6+1) slashing damage.
 
Spit Fire (Recharges after a Short or Long Rest). The firenewt spits fire at a creature within 10 feet of it. The creature must make a DC 11 Dexterity saving throw, taking 9 (2d8) fire damage on a failed save, or half as much on a successful one.
	Image: 
	Clear_Image: 
	Image_2: 
	Image_3: 
	Clear_Image_2: 
	Clear_Image_3: 
	CON_3: 12
	STR_MOD: +2
	DEX_MOD: +1
	CON_MOD: +3
	INT_MOD: +2
	WIS_MOD: +3
	CHA_MOD: +4
	STR_MOD_2: +0
	DEX_MOD_2: +3
	CON_MOD_2: +1
	INT_MOD_2: +1
	WIS_MOD_2: +2
	CHA_MOD_2: +0
	STR_MOD_3: +0
	DEX_MOD_3: +1
	CON_MOD_3: +1
	INT_MOD_3: -2
	WIS_MOD_3: +0
	CHA_MOD_3: -1
	Copy2to1: 
	Copy3to2: 
	Copy2to3: 
	Copy1to2: 
	Clear1: 
	Clear2: 
	Clear3: 


