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	Name: Kraken Priest
	Name_2: Martial Arts Adept
	Name_3: Master Thief
	Size: Medium
	Type: Humanoid (any race)
	Alignment: any alignment
	Size_2: Medium
	Type_2: Humanoid (any race)
	Alignment_2: any alignment
	Size_3: Medium
	Type_3: Humanoid (any race)
	Alignment_3: any alignment
	AC: 10
	AC_2: 16
	AC_3: 16 (studded leather)
	HP: 75 (10d8+30)
	Speed: 30 ft., swim 30 ft.
	HP_2: 60 (11d8+11)
	Speed_2: 40 ft.
	HP_3: 84 (13d8+26)
	Speed_3: 30 ft.
	STR: 12
	DEX: 10
	CON: 16
	INT: 10
	WIS: 15
	CHA: 14
	STR_2: 11
	DEX_2: 17
	CON_2: 13
	INT_2: 11
	WIS_2: 16
	CHA_2: 10
	STR_3: 11
	DEX_3: 18
	INT_3: 11
	WIS_3: 11
	CHA_3: 12
	Senses: 
	Senses_2: 
	Senses_3: 
	Passive Perception: 15
	Challenge: 5
	XP: 1800
	Passive Perception_2: 13
	Challenge_2: 3
	XP_2: 700
	Passive Perception_3: 13
	Challenge_3: 5
	XP_3: 1800
	Languages: any 2 languages
	Languages_2: any one lannguage (usually Common)
	Languages_3: any one lannguage (usually Common) plus thieve's cant
	Traits: Skills Perception +5Damage Resistances bludgeoning, piercing, and slashing from nonmagical attacks
	Traits_2: Skills Acrobatics +5, Insight +5, Stealth +5
	Traits_3: Saving Throws Dex+7, Int +3Skills Acrobatics +7, Athletics +3, Perception +3, Sleight of Hand +7, Stealth +7
	Features: Amphibious. The priest can breathe air and water. Innate Spellcasting. The priest's spellcasting ability is Wisdom (spell save DC 13, +5 to hit with spell attacks). The priest can innately cast the following spells, requiring no material components: At will: command, create or destroy water3/day each: control water, darkness, water breathing,    water walk1/day each: call lightning, Evard's black tentacles ActionsThunderous Touch. Melee Spell Attack. +5 to hit, reach 5ft., one creature. Hit: 27 (5d10) thunder damage. Voice of the Kraken (Recharges after a Short or Long Rest). A kraken speaks through the priest with a thunderous voice audible within 300 feet. Creatures of the priest's choice that can hear the kraken's words (which are spoken in Abyssal, Infernal, or Primordial) must succeed on a DC 14 Charisma saving throw or be frightened for 1 minute. A frightened target can repeat the saving throw at the end of each of its turns, ending the effect on itself on a success. 
	Features_2: Unarmored Defense. While the adept is wearing no armor and wielding no shield, its AC includes its Wisdom modifier. ActionsMultiattack. The adept makes three unarmed strikes or three dart attacks. Unarmed Strike. Melee Weapon Attack. +5 to hit, reach 5 ft., one target, Hit: 7 (1d8+3) bludgeoning damage. If the target is a creature, the adept can choose on of the following additional effects: * The target must succeed on a DC 13 Strength saving throw or drop one item it is holding (adept's choice) * The target must succeed on a DC 13 Dexterity saving throw or be knocked prone * The target must succeed on a DC 13 Constitution saving throw or be stunned until the end of the adept's next turn. Dart. Ranged Weapon Attack. +5 to hit, range 20/60 ft., one target. Hit: 5 (1d4+3) piercing damage. ReactionsDeflect Missile. In response to being hit by a ranged weapon attack, the adept deflects the missile. The damage it takes from the attack is reduced by 1d10+3. If the damage is reduced to 0, the adept catches the missile if it's small enough to hold in one hand and the adept has a free hand.
	Features_3: Cunning Action. On each of its turns, the thief can use a bonus action to take the Dash, Disengage, or Hide action. Evasion. If the thief is subjected to an effect that allows it to make a Dexterity saving throw to take only half damage, the thief instead takes no damage if it succeeds on the saving throw, and only half damage if it fails. Sneak Attack (1/Turn). The thief deals an extra 14 (4d6) damage when it hits a target with a weapon attack and has advantage on the attack roll, or when the target is within 5 feet of an ally of the thief that isn't incapacitated and the thief doesn't have disadvantage on the attack roll. ActionsMultiattack. The thief makes three attacks with its shortsword. Shortsword. Melee Weapon Attack. +7 to hit, reach 5ft., one target. Hit: 7 (1d6+4) piercing damage. Light Crossbow. Ranged Weapon Attack. +7 to hit, range 80/320 ft., one target. Hit: 8 (1d8+4) piercing damage. ReactionsUncanny Dodge. The thief halves the damage that it takes from an attack that hits it. The thief must be able to see the attacker.
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