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	Name: Firenewt Warlock of Imix
	Name_2: Flail Snail
	Name_3: 
	Size: Medium
	Type: Humanoid (firenewt)
	Alignment: Neutral Evil
	Size_2: Large
	Type_2: Elemental
	Alignment_2: Unaligned
	Size_3: 
	Type_3: 
	Alignment_3: 
	AC: 10 (13 with mage armor)
	AC_2: 16 (natural armor)
	AC_3: 
	HP: 33 (6d8+6)
	Speed: 30 ft.
	HP_2: 52 (5d10+25)
	Speed_2: 10 ft.
	HP_3: 
	Speed_3: 
	STR: 13
	DEX: 11
	CON: 12
	INT: 9
	WIS: 11
	CHA: 14
	STR_2: 17
	DEX_2: 5
	CON_2: 20
	INT_2: 3
	WIS_2: 10
	CHA_2: 5
	STR_3: 
	DEX_3: 
	INT_3: 
	WIS_3: 
	CHA_3: 
	Senses: darkvision 120 ft (penetrates magical darkness)
	Senses_2: darkvision 60 ft., tremorsense 60 ft.
	Senses_3: 
	Passive Perception: 10
	Challenge: 1
	XP: 200
	Passive Perception_2: 10
	Challenge_2: 3
	XP_2: 700
	Passive Perception_3: 
	Challenge_3: 
	XP_3: 
	Languages: Draconic, Ignan
	Languages_2: -
	Languages_3: 
	Traits: Damage Immunities fire
	Traits_2: Damage Immunities fire, poison
Condition Immunities poisoned
	Traits_3: 
	Features: Amphibious. The firenewt can breathe air and water.
 
Innate Spellcasting. The firenewt's innate spellcasting ability is Charisma. It can innately cast mage armor (self only) at will, requiring no material componemnts.
 
Spellcasting. The firenewt is a 3rd-level spellcaster. Its spellcasting ability is Charisma (spell save Dc 12, +4 to hit with spell attacks). It regains its expended spell slots when it finishes a short or long rest. It knows the following warlock spells: 
 
Cantrips (at will): firebolt, guidance, light, mage hand, prestidigitation.
1st-2nd level (2 2nd-level slots): burning hands, flaming sphere, hellish rebuke, scorching ray.
 
Imix's Blessing. When the firenewt reduces an enemy to 0 hit points, the firenewt gains 5 temporary hit points
 
Actions
Morningstar. Melee Weapon Attack. +3 to hit, reach 5 ft., one target. Hit: 5 (1d8+1) piercing damage.
	Features_2: Antimagic Shell. The snail has advantage on saving throws against spells, and any creature making a spell attack against the snail has disadvantage on the attack roll. If the snail succeeds on its saving throw against a spell or a spell attack misses it, an additional effect might occur, as determined by rolling a d6:
 
1-2: If the spell affects an area or has multiple targets, it fails and has no effect. If the spell targets only the snail, it has no effect on the snail and reflects back on the caster, using the spell slot level, spell save DC, attack bonus, and spellcasting ability of the caster.
3-4: No additional effect.
5-6: The snail's shell converts some of the spell's energy into a burst of destructive force. Each creature within 30 feet of the snail must make a DC i5 Constitution saving throw, taking 1d6 force damage per level of the spell on a failed save, or half as much damage on a successful one.
 
Flail Tentacles. The snail has 5 flail tentacles. Whenever the snail takes 10 damage or more on a single turn, one of its tentacles dies. Even if one tentacle remains, the snail regrows all dead ones with 1d4 days. If all its tentacles die, the snail retracts into its shell, gaining total cover, and it begins wailing, a sound that can be heard for 600 feet, stopping only when it dies 5d6 minute later. healing magic that restores limbs, such as the regenerate spell, can halt this dying process.
 
Actions
Mutiattack. The flail snail makes as many Flail Tentacle attacks as it has flail tentacles, all against the same target.
 
Flail Tentacle. Melee Weapon Attack. +5 to hit, reach 10 ft., one target. Hit: 6 (1d6+3) bludgeoning damage.
 
 
	Features_3: Scintillating Shell (Recharges after a Short or Long Rest). The snails shell emits dazzling, colored light until the end of the snail's next turn. During this time, the shell emits bright light in a 30-foot-radius and dim light for an additional 30 feet, and creatures that can see the snail have disadvantage on attacks against it. In addition, any creature within the bright light and able to see the snail when this power is activated must succeed on a DC 15 Wisdom saving throw or be stunned until the light ends.
 
Shell Defense. The flail snail withdraws into its shell, gaining +4 defense bonus to AC until it emerges. It can emerge from its shell as a bonus action on its turn.
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