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	Name: Tanarukk
	Name_2: Quickling
	Name_3: Redcap
	Size: Medium
	Type: Fiend (demon, orc)
	Alignment: Chaotic Evil
	Size_2: Tiny
	Type_2: Fey
	Alignment_2: Chaotic Evil
	Size_3: Small
	Type_3: Fey
	Alignment_3: Chaotic Evil
	AC: 14 (natural armor)
	AC_2: 16
	AC_3: 13 (natural armor)
	HP: 95 (10d8+50)
	Speed: 30 ft.
	HP_2: 10 (3d4+3)
	Speed_2: 120 ft.
	HP_3: 45 (6d6+24)
	Speed_3: 25 ft.
	STR: 18
	DEX: 13
	CON: 20
	INT: 9
	WIS: 9
	CHA: 9
	STR_2: 4
	DEX_2: 23
	CON_2: 13
	INT_2: 10
	WIS_2: 12
	CHA_2: 7
	STR_3: 18
	DEX_3: 13
	INT_3: 10
	WIS_3: 12
	CHA_3: 9
	Senses: darkvision 60 ft.
	Senses_2: darkvision 60 ft.
	Senses_3: darkvision 60 ft.
	Passive Perception: 12
	Challenge: 5
	XP: 1800
	Passive Perception_2: 15
	Challenge_2: 1
	XP_2: 200
	Passive Perception_3: 15
	Challenge_3: 3
	XP_3: 700
	Languages: Abyssal, Common, Orc
	Languages_2: Common, Sylvan
	Languages_3: Common, Sylvan
	Traits: Skills Intimidation +2, Perception +2Damage Resistances fire, poison
	Traits_2: Skills Acrobatics +8, Sleight of Hand +8, Stealth +8, Perception +5
	Traits_3: Skills Athletics +6, Perception +3
	Features: Aggressive. As a bonus action, the tanarukk can move up to its speed toward a hostile creature that it can see. Magic Resistance. The tanarukk has advantage on saving throws against spells and other magical effects. ActionsMultiattack. The tanarukk makes two attacks: one with its bite and one with its greatsword. Bite. Melee Weapon Attack. +7 to hit, reach 5ft., one target. Hit: 8 (1d8+4) piercing damage. Greatsword. Melee Weapon Attack. +7 to hit, reach 5 ft., one target. Hit: 11 (2d6+4) slashing damage. ReactionsUnbridled Fury. In response to being hut by a melee attack, the tanarukk can make one melee weapon attack with advantage against the attacker.
	Features_2: Blurred Movement. Attack rolls against the quickling have disadvantage unless the quicling is incapacitated or restrained. Evasion. If the quickling is subjected to an effect that allows it to make a Dexterity saving throw to take only half damage, it instead takes no damage if it succeeds on the saving throw, and only half damage if it fails. ActionsMultiattack. The quickling makes three dagger attacks. Dagger. Melee or Ranged Weapon Attack. +8 to hit, reach 5 ft. or range 20/60 ft., one target. Hit: 8 (1d4+6) piercing damage.
	Features_3: Iron Boots. Whilemoving, the redcap has disadvantage on Dexterity (Stealth) checks. Outsize Strength. While grappling, the redcap is considered to be Medium. Also, wielding a heavy weapon doesn't impose disadvantage on its attack rolls. ActionsMultiattack. The redcap makes three attacks with its wicked sickle. Wicked Sickle. Melee Weapon Attack. +6 to hit, reach 5 ft., one target. Hit: 9 (2d4+4) slashing damage. Ironbound Pursuit. The redcap moves up to its speed to a creature it can see and kicks with its iron boots. The target must make a DC 14 Dexterity saving throw or take 20 (3d10+4) bludgeoning damage and be knocked prone.
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