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	Name: Catoblepas
	Name_2: Cave Fisher
	Name_3: Chitine
	Size: Large
	Type: Monstrosity
	Alignment: Unaligned
	Size_2: Medium
	Type_2: Monstrosity
	Alignment_2: Unaligned
	Size_3: Small
	Type_3: Monstrosity
	Alignment_3: Chaotic Evil
	AC: 14 (natural armor)
	AC_2: 16 (natural armor)
	AC_3: 14 (hide armor)
	HP: 84 (8d10+40)
	Speed: 30 ft.
	HP_2: 58 (9d8+18)
	Speed_2: 20 ft., climb 20 ft.
	HP_3: 18 (4d6+4) 
	Speed_3: 30 ft., climb 30 ft.
	STR: 19
	DEX: 12
	CON: 21
	INT: 3
	WIS: 14
	CHA: 8
	STR_2: 16
	DEX_2: 13
	CON_2: 14
	INT_2: 3
	WIS_2: 10
	CHA_2: 3
	STR_3: 10 
	DEX_3: 14
	INT_3: 10
	WIS_3: 10
	CHA_3: 7
	Senses: darkvision  60 ft.
	Senses_2: blindsight 60 ft.
	Senses_3: darkvision 60 ft.
	Passive Perception: 12
	Challenge: 5
	XP: 1800
	Passive Perception_2: 12
	Challenge_2: 3
	XP_2: 700
	Passive Perception_3: 10
	Challenge_3: 1/2
	XP_3: 100
	Languages: -
	Languages_2: -
	Languages_3: Undercommon
	Traits: 
	Traits_2: Skills Perception +2, Stealth +5
	Traits_3: Skills Athletics +4, Stealth +4
	Features: Keen Smell.  The catoblepas has advantage one Wisdom (Perception) checks that rely on smell. Stench. Any creature other than a catoblepas that starts its turn within 10 feet of the catoblepas must succeed on a DC 16 Constitution saving throw or be poisoned until the start of the creature's next turn. On a successful saving throw, the creature is immune to the stench of any catoblepas for 1 hour. ActionsTail. Melee Weapon Attack. +7 to hit, reach 10 ft., one target, Hit: 21 (5d6+4) bludgeoning damage, and the target must succeed on a DC 16 Constitution saving throw  or be stunned until the start of the catoblepas's next turn. Death Ray (Recharge 5-6). The catoblepas targets a creature that it can see within 30 feet of it. The target must make a DC 16 Constitution saving throw, taking 36 (8d8) necrotic damage on a failed save, or half as much on a successful one. If the saving throw fails by 5 or more, the target instead takes 64 necrotic damage. The target dies if reduced to 0 hit points by this ray.
	Features_2: Adhesive Filament. The cave fisher can use its action to extend a sticky filament up to 60 feet, and the filament adheres to anything that touches it. A creature adhered to the filament is grappled by the cave fisher (escape DC 13), and ability checks made to escape this grapple have disadvantage. The filament can be attacked (AC 15; 5 hit points; immunity to poison and psychic damage), but a weapon that fails to sever it becomes stuck to it, requiring an action and a successful DC 13 Strength check to pull free. Destroying the filament deals no damage to the cave fisher, which can extrude a replacement filament on its next turn. Flammable Blood. If the cave fisher drops to half its hit points or fewer, it gains vulnerability to fire damage. Spider Climb. The cave fisher can climb difficult surfaces including upside-down on ceilings, without needing to make an ability check. ActionsMultiattack. The cave fisher makes two attacks with its claws. Claw. Melee Weapon Attack. +5 to hit, reach 5 ft., one target. Hit: 10 O(2d6+3) slashing damage. Filament. One creature grappled by the cave fisher's adhesive filament must make a DC 13 Strength saving throw, provided that the target weighs 200 pounds or less. On a failure, that target is pulled into an unoccupied space within 5 feet of the cave fisher, and the cave fisher makes a claw attack against it as a bonus action. Reeling up the target releases anyone else who was attached to the filament. Until the grapple ends on the target, the cave fisher can't extrude another filament.   
	Features_3: Fey Ancestry. The chitine has advantage on saving throws against being charmed, and magic can't put the chitine to sleep.  Sunlight Sensitivity. While in sunlight, the chitine has disadvantage on attack rolls, as well as on Wisdom (Perception) checks that rely on sight.  Web Sense. While in contact with a web, the chitine knows the exact location of any other creature in contact with the same web. Web Walker. The chitine ignores movement restrictions caused by webbing. ActionsMultiattack. The chitine makes three attacks with its daggers. Dagger. Melee Weapon Attack. +4 to hit, reach 5 ft. or range 20/60 ft., one target. Hit: 4 (1d4+2) piercing damage.
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