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. . Name Name - Name
Tabaxi Minstrel Thorny Tri-Flower Frond
Size Type Alignment Size Type Alignment Size Type Alignment
Medium Humanoid (tabaxi) | | Chaotic Good Medium Plant Neutral Medium Plant Unaligned
AC AC AC
12 14 (natural armor) 10
HP Speed HP Speed HP Speed
22 (5d8) 30 ft. climb 20n ft. 27 (5d8+5) 30 ft. 11 (2d8+2) 5 ft.
STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA
10 15 11 14 12 16 13 12 13 2 10 6 1 10 12 1 10 1
+0| |+2]| [+0] |+2| |+1]| |+3 +1| [+1| (+1||-4 | |+0] | -2 S| |+0] [+1]| [-5| |+0]| |-5

Senses Senses Senses
darkvison 60 ft. darkvision 60 ft. blindsight 30 ft.
Passive Challenge XP Passive Challenge XP Passive Challenge XP
13 Perception 1/4 50 14 Perception 1 200 10 Perception 1/2 100
Languages Languages Languages
Common plus any two languages - -
Traits Traits Traits
Skills Perception +3, Performance +7, Persuasion +5, Skills Perception +4, Stealth +3 Condition Immunities blinded, deafened, exhaustion,
Stealth +4 prone
Features Features Features

Feline Agility. When the tabaxi moves on its turn in
combat, it can double its speed until the end of its turn.
Once it uses this ability, the tabaxi can't use it again until it
moves 0O feet on one of its turns.

Inspire (1/day). While taking a short rest, the tabaxi can
spend 1 minute singing, playing an instrument, telling a
story, or reciting @ poem to soothe and inspire creatures
other than itself. Up to five creatures of the tabaxi's choice
that can see and hear its performance gain 8 temporary
hit points at the end of the tabaxi's short rest.

Action
Multiattack. The tabaxi makes two claw attacks or two
dart attacks.

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

Dart. Ranged Weapon Attack. +4 to hit, range 20/60 ft.,
one target. Hit: 4 (1d4+2) piercing damage.

Plant Camouflage. The thorny has advantage on
dexterity (Stealth) checks it makes in any terrain with
ample obscuring plant life.

Regeneration. The thorny regains 5 hit points at the start
of its turn. If it takes fire, cold, or necrotic damage, this
trait doesn't function at the start of the thorny's next turn.
The thorny dies only if it starts its turn with 0 hit points and
doesn't regenerate.

Thorny Body. At the start of its turn, the thorny deals 2
(1d4) piercing damage to any creature grappling it.

Actions
Bite. Melee Weapon Attack. +3 to hit, reach 5 ft., one
target. Hit: 8 (2d6+1) piercing damage.

Actions
Multiattack. The tri-flower frond uses its orange blossom,
then its yellow blossom, and then its red blossom.

Orange Blossom. The tri-flower frond chosses one
creature it can see within 5 feet of it. The target must
succeed on a DC 11 Constitution saving throw or be
poisoned for 1 hour. While poisoned in this way, the target
is unconscious. At the end of each minute, the target can
repeat the saving throw, ending the effect on itself on a
success.

Yellow Blossom. The tri-flower frond chosses one
creature it can see within 5 feet of it. The target must
succeed on a DC 11 Dexterity saving throw, or is covered
in corrosive sap and takes 5 acid damage at the start of
each of its turns. Dousing the target with water reduces
the acid damage by 1 per pint or flask of water used.

Red Blossom. Melee Weapon Attack. +2 to hit, reach 5
ft., one creature. Hit: 2 (1d4) piercing damage, and the
target is grappled (escape DC 11). Until this grapple
ends, the target take 5 (2d4) poison damage at the start of
each of its turns. The red blossom can grapple only one
target at a time. Another creature within reach of the
tri-flower frond can use its action to end the grapple on the
target.
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	Features: Feline Agility. When the tabaxi moves on its turn in combat, it can double its speed until the end of its turn. Once it uses this ability, the tabaxi can't use it again until it moves 0 feet on one of its turns. 
 
Inspire (1/day). While taking a short rest, the tabaxi can spend 1 minute singing, playing an instrument, telling a story, or reciting a poem to soothe and inspire creatures other than itself. Up to five creatures of the tabaxi's choice that can see and hear its performance gain 8 temporary hit points at the end of the tabaxi's short rest.
 
Action
Multiattack. The tabaxi makes two claw attacks or two dart attacks.
 
Claws. Melee Weapon Attack. +2 to hit, reach 5 ft., one target. Hit: 2 (1d4) slashing damage.
 
Dart. Ranged Weapon Attack. +4 to hit, range 20/60 ft., one target. Hit: 4 (1d4+2) piercing damage.
	Features_2: Plant Camouflage. The thorny has advantage on dexterity (Stealth) checks it makes in any terrain with ample obscuring plant life.
 
Regeneration. The thorny regains 5 hit points at the start of its turn. If it takes fire, cold, or necrotic damage, this trait doesn't function at the start of the thorny's next turn. The thorny dies only if it starts its turn with 0 hit points and doesn't regenerate.
 
Thorny Body. At the start of its turn, the thorny deals 2 (1d4) piercing damage to any creature grappling it.
 
Actions
Bite. Melee Weapon Attack. +3 to hit, reach 5 ft., one target. Hit: 8 (2d6+1) piercing damage.
	Features_3: Actions
Multiattack. The tri-flower frond uses its orange blossom, then its yellow blossom, and then its red blossom.
 
Orange Blossom. The tri-flower frond chosses one creature it can see within 5 feet of it. The target must succeed on a DC 11 Constitution saving throw or be poisoned for 1 hour. While poisoned in this way, the target is unconscious. At the end of each minute, the target can repeat the saving throw, ending the effect on itself on a success.
 
Yellow Blossom. The tri-flower frond chosses one creature it can see within 5 feet of it. The target must succeed on a DC 11 Dexterity saving throw, or is covered in corrosive sap and takes 5 acid damage at the start of each of its turns. Dousing the target with water reduces the acid damage by 1 per pint or flask of water used.
 
Red Blossom. Melee Weapon Attack. +2 to hit, reach 5 ft., one creature.  Hit: 2 (1d4) piercing damage, and the target is grappled (escape DC 11).  Until this grapple ends, the target take 5 (2d4) poison damage at the start of each of its turns. The red blossom can grapple only one target at a time. Another creature within reach of the tri-flower frond can use its action to end the grapple on the target.
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