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. Name Name Name
Liara Portyr Mantrap Mwaxanare
Size Type Alignment Size Type Alignment Size Type Alignment
Medium Humanoid (human) | | Lawful Evil Large Plant Unaligned Medium Humanoid (human) | | Lawful Neutral
AC AC AC
15 (studded leather, shield) 12 10
HP Speed HP Speed HP Speed
84 (13d8+26) | |30 ft. 45 (7d10+7) 5 ft. 13 (3d8) 30 ft.
STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA
16 12 15 14 14 16 15 14 12 1 10 2 6 10 11 13 12 16
+3| [+1] [+2| |+2] |+2]| [+3 +2( | +2| [+1| |-5| |+0]| | -4 -2 |+0] [+O| (+1| |+1]| |+3
Senses Senses Senses
tremorsense 30 ft.
Passive Challenge XP Passive Challenge XP Passive Challenge XP
12 Perception 4 1’100 10 Perception 1 200 11 Perception 1/8 25
Languages Languages Languages
Common, Draconic, Dwarvish - Auran, Common, telepathy 30 ft.
Traits Traits Traits

Saving Throws Con +4, Wis +4
Skills Athletics +5, Deception +5, Insight +4, Intimidation
+5

Condition Immunities blinded, deafened, exhaustion,
prone.

Ideal. "One day, | shall rule Chult as queen.”

Bond. " | have forged a pact with the Wind Dukes of AAqa
and will use their power to protect my brother and the
aarakocra who watch over us."

Flaw. "I am a princess, and must be addressed with the
proper respect. | don't follow orders; | give them."

Features

Brave. Liara has advantage on saving throws against
being frightened.

Flaming Fury. Once per turn, when Liara hits a creature
with a melee weapon, she can cause fire to magically
erupt from her weapon, and deal an extra 10 (3d6) fire
damage to the target.

Actions
Multiattack. Liara makes three melee attacks.

Battleaxe. Melee Weapon Attack. +5 to hit, reach 5 ft.,
one target. Hit: 7 (1d8+3) slashing damage, or 8 (1d10+3)
slashing damage when used with two hands.

Heavy Crossbow. Ranged Weapon Attack. +3 to hit,
range 100/400 ft., one target. Hit: 6 (1d10+1) piercing
damage.

Features

Attractive Pollen (1/day). When the mantrap detects any
creatures nearby, it can use its reaction to release pollen
out to a radius of 30 feet. Any beast or humanoid with the
area must succeed on a DC 11 Wisdom saving throw or
be forced to use all its movement on its turn to get as
close to the mantrap as possible. An affected target can
repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success.

False Appearance. While the mantrap remains
motionless, it is indistinguishable from a normal tropical
plant.

Actions

Engulf. Melee Weapon Attack. +4 to hit, reach 5 ft., one
Medium or smaller creature. Hit: The target is trapped
inside the mantrap's leafy jaws. While trapped in this way,
the target is blinded and restrained, has total cover from
attacks and other effects outside the mantrap, and takes
14 (4d6) acid damage at the start of each of the target's
turns. If the mantrap dies, the creature inside it is no
longer restrained by it. A mantrap can engulf only one
creature at a time.

Features

Skills Deception +5, Nature +3, Persuasion +5, Religion
+3

Spellcasting. Mwaxanare is a 2nd-level spellcaster. Her
spellcasting ability is Charisma (spell save DC 13, +5 to
hit with spell attacks). She regains her expended spell
slots when she finishes a short or long rest. She knows
the following warlock spells:

Cantrips (at will): eldritch blast, mage hand
1st level (2 slots): charm person, protection from evil and
good, unseen servant
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	Name: Liara Portyr
	Name_2: Mantrap
	Name_3: Mwaxanare
	Size: Medium
	Type: Humanoid (human)
	Alignment: Lawful Evil
	Size_2: Large
	Type_2: Plant
	Alignment_2: Unaligned
	Size_3: Medium
	Type_3: Humanoid (human)
	Alignment_3: Lawful Neutral
	AC: 15 (studded leather, shield)
	AC_2: 12
	AC_3: 10
	HP: 84 (13d8+26)
	Speed: 30 ft.
	HP_2: 45 (7d10+7)
	Speed_2: 5 ft.
	HP_3: 13 (3d8)
	Speed_3: 30 ft.
	STR: 16
	DEX: 12
	CON: 15
	INT: 14
	WIS: 14
	CHA: 16
	STR_2: 15
	DEX_2: 14
	CON_2: 12
	INT_2: 1
	WIS_2: 10
	CHA_2: 2
	STR_3: 6
	DEX_3: 10
	INT_3: 13
	WIS_3: 12
	CHA_3: 16
	Senses: 
	Senses_2: tremorsense 30 ft.
	Senses_3: 
	Passive Perception: 12
	Challenge: 4
	XP: 1100
	Passive Perception_2: 10
	Challenge_2: 1
	XP_2: 200
	Passive Perception_3: 11
	Challenge_3: 1/8
	XP_3: 25
	Languages: Common, Draconic, Dwarvish
	Languages_2: -
	Languages_3: Auran, Common, telepathy 30 ft. 
	Traits: Saving Throws Con +4, Wis +4
Skills Athletics +5, Deception +5, Insight +4, Intimidation +5
	Traits_2: Condition Immunities blinded, deafened, exhaustion, prone.
	Traits_3: Ideal. "One day, I shall rule Chult as queen."
Bond. " I have forged a pact with the Wind Dukes of AAqa and will use their power to protect my brother and the aarakocra who watch over us."
Flaw. "I am a princess, and must be addressed with the proper respect. I don't follow orders; I give them."
	Features: Brave. Liara has advantage on saving throws against being frightened.
 
Flaming Fury. Once per turn, when Liara hits a creature with a melee weapon, she can cause fire to magically erupt from her weapon, and deal an extra 10 (3d6) fire damage to the target.
 
Actions
Multiattack. Liara makes three melee attacks.
 
Battleaxe. Melee Weapon Attack. +5 to hit, reach 5 ft., one target. Hit: 7 (1d8+3) slashing damage, or 8 (1d10+3) slashing damage when used with two hands. 
 
Heavy Crossbow. Ranged Weapon Attack. +3 to hit, range 100/400 ft., one target. Hit: 6 (1d10+1) piercing damage.
	Features_2: Attractive Pollen (1/day). When the mantrap detects any creatures nearby, it can use its reaction to release pollen out to a radius of 30 feet. Any beast or humanoid with the area must succeed on a DC 11 Wisdom saving throw or be forced to use all its movement on its turn to get as close to the mantrap as possible. An affected target can repeat the saving throw at the end of each of its turns, ending the effect on itself on a success.
 
False Appearance. While the mantrap remains motionless, it is indistinguishable from a normal tropical plant.
 
Actions
Engulf. Melee Weapon Attack. +4 to hit, reach 5 ft., one Medium or smaller creature. Hit: The target is trapped inside the mantrap's leafy jaws. While trapped in this way, the target is blinded and restrained, has total cover from attacks and other effects outside the mantrap, and takes 14 (4d6) acid damage at the start of each of the target's turns. If the mantrap dies, the creature inside it is no longer restrained by it. A mantrap can engulf only one creature at a time.
	Features_3: Skills Deception +5, Nature +3, Persuasion +5, Religion +3
 
Spellcasting. Mwaxanare is a 2nd-level spellcaster. Her spellcasting ability is Charisma (spell save DC 13, +5 to hit with spell attacks). She regains her expended spell slots when she finishes a short or long rest. She knows the following warlock spells: 
 
Cantrips (at will): eldritch blast, mage hand
1st level (2 slots): charm person, protection from evil and good, unseen servant
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