vV A X

Name Name Name
Volothamp "Volo" Geddarm Xandala Yellow Musk Creeper
Size Type Alignment Size Type Alignment Size Type Alignment
Medium Humanoid (human) | | Chaotic Good Medium Humanoid (half-elf) | | Neutral Evil Medium Plant Unaligned
AC AC AC
11 13 (natural armor) 6
HP Speed HP Speed HP Speed
31 (7d8) 30 ft. 71 (11d8+22) 30 ft. 60 (11d8+11) 5 ft., climb 5 ft.
STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA
9 12 10 15 11 16 10 11 14 18 16 18 12 3 12 1 10 3
-1| [+1| [+O] |+2]| |+0]| [+3]| |+O| [+O| [+2| [+4| [+3]| |+4| |+1||-4]||+1]||-5]||+O||-4

Senses Senses Senses
blindsight 30 ft.

Passive Challenge XP Passive Challenge XP Passive Challenge XP

12 Perception 1/4 50 13 Perception 7 2900 10 Perception 2 450

)
Languages Languages Languages
Common, Dwarvish, Elvish Common, Draconic, Dwarvish, Elvish, Halfling -

Traits Traits Traits

Saving Throws Con +2, Wis +2

Skills Animal Handling +4, Arcana +4, Deception +5,
History +4, Insight +2, Investigation +4, Perception +2,
Performance +7, Persuasion +7, Sleight of Hand +3,
Survival +2

Saving Throws Int +7, Wis +6
Skills Arcana +7, Deception +10, History +7, Insight +6,
Survival +6

Condition Immunities blinded, deafened, exhaustion,
prone

Features

Ideal. "I have no wish to explore jungles, lost cities, and
dungeons. Friendly tavers and bawdy festhalls are more
my style."

Bond. "Planning an expedition? You really should buy a
copy of my latest book, Volo's Guide to Monsters!"

Flaw. "My penchant for indulgence and my propensity for
mockery have earned me a few enemies. | tend to wear
out my welcome.”

Spellcasting. Volo is a 1st-level spellcaster. His
spellcasting ability is Intelligence (spell save DC 12, +4 to
hit with spell attacks). He has the following wizard spells
prepared:

Cantrips (at will): friends, mending, prestidigitation
1st level (2 slots): comprehend languages, detect magic,
disguise self

Actions

Dagger. Melee or Ranged Weapon Attack. +3 to hit,
reach 5 ft. or range 20/60 ft., one target. Hit: 3 (1d4+1)
piercing damage.

Features

Ideal. "I have the blood of dragons flowing through my
veins. | am destined for greatness."

Bond. "The Ring of Winter will bring me power and
immortality.”

Flaw. "I'm surrounded by fools."

Spellcasting. Xandala is a 9th-level spellcaster. Her
spellcasting ability is Charisma (spell save DC 15, +7 to
hit with spell attacks). Xandala has the following sorcerer
spells prepared:

Cantrips (at will): acid splash, fire bolt, light, mage hand,
ray of frost

1st level (4 slots): chromatic orb, feather fall, shield

2nd level (4 slots): invisibility, misty step

3rd level (3 slots): fireball, fly

4th level (3 slots): ice storm, polymorph

5th level (1 slot): dominate person

Quickened Spell (3/Day). When she casts a spell that
has a casting time of 1 action, Xandala changes the
casting time to one bonus action for that casting.

Actions

Quarterstaff. Melee Weapon Attack. +3 to hit, reach 5 ft.,
one target. Hit: 3 (1d6) bludgeoning damage, or 4 (1d8)
bludgeoning damage when used with two hands.

Features

False Appearance. While the creeper remains
motionless, it is indistinguishable from an ordinary
flowering vine.

Regeneration. The creeper regains 10 hit points at the
start of its turn. If the creeper takes fire, necrotic or
radiant damage, this trait doesn't function at the start of
the its next turn. The creeper dies only if it starts its turn
with O hit points and doesn't regenerate.

Actions

Touch. Melee Weapon Attack. +3 to hit, reach 5 ft., one
target. Hit: 13 (3d8) psychic damage. If the target is a
humanoid that drops to O hit points as a result of this
damage, it dies and is implanted with a yellow musk
creeper bulb. Unless the bulb is destroyed, the corpse
animates as a yellow musk zombie after being dead for 24
hours. The bulb is destroyed if the creature is raised from
the dead before it can transform into a yellow musk
zombie, or if the corpse is targeted by a remove curse
spell or similar magic before it animates.

Yellow Musk (3/Day). The creeper's flowers release a
strong musk that targets all humanoids within 30 feet of it.
Each target must succeed on a DC 11 Wisdom saving
throw or be charmed by the creeper for 1 minute. A
creature charmed in this way does nothing on its turn
except move as close as it can to the creeper. A creature
charmed by the creeper can repeat the saving throw at
the end of each of its turns, ending the effect on itself on a
success.
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