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	Name: Trapper
	Name_2: Vargouille
	Name_3: Vegepygmy
	Size: Large
	Type: Monstrosity
	Alignment: Unaligned
	Size_2: Tiny
	Type_2: Fiend
	Alignment_2: haotic Evil
	Size_3: Small
	Type_3: Plant
	Alignment_3: Neutral
	AC: 13 (natural armor)
	AC_2: 12
	AC_3: 13 (natural armor)
	HP: 85 (10d10+30)
	Speed: 10 ft., climb 10 ft.
	HP_2: 13 (3d4+6)
	Speed_2: 5 ft., fly 40 ft.
	HP_3: 9 (2d6+2)
	Speed_3: 30 ft.
	STR: 17
	DEX: 10
	CON: 17
	INT: 2
	WIS: 13
	CHA: 4
	STR_2: 6
	DEX_2: 14
	CON_2: 14
	INT_2: 4
	WIS_2: 7
	CHA_2: 2
	STR_3: 7
	DEX_3: 14
	INT_3: 6
	WIS_3: 11
	CHA_3: 7
	Senses: blindsight 30 ft., darkvision 60 ft.
	Senses_2: darkvision 60 ft.
	Senses_3: darkvision 60 ft.
	Passive Perception: 11
	Challenge: 3
	XP: 700
	Passive Perception_2: 8
	Challenge_2: 1
	XP_2: 200
	Passive Perception_3: 12
	Challenge_3: 1/4
	XP_3: 50
	Languages: -
	Languages_2: understands Abyssal, Infernal and any other it knew but can't speak
	Languages_3: Vegepygmy
	Traits: Skills Stealth +2
	Traits_2: Damage Resistances cold, fire, lightning
Damage Immunities poison
Condition Immunities poisoned
	Traits_3: Skills Perception +2, Stealth +4
Damage Resistances lightning, piercing
	Features: False Appearance. While the trapper is attached to a ceiling, floor, or wall and remains motionless, it it almost indistinguishable from an ordinary section of floor, cieling, or wall. A creature that can see it and succeeds on a DC 20 Intelligence (Investigation) or Intelligence (Nature) check can discern its presence.
 
Spider Climb. The trapper can climb difficult surfaces, including cielings, without needing to make an ability check.
 
Actions
Smother. One Large or smaller creature within 5 feet of the trapper must succeed on a DC 14 Dexterity saving throw or be grappled (escaped DC 14). Until the grapple ends, the target takes 17 (4d6+3) bludgeoning damage plus 3 (1d6) acid damage at the start of each of its turns. While grappled in this way, the target is restrained, blinded, and at risk of suffocating. the trapper can smother only one creature at a time.
	Features_2: Actions
Bite. Melee Weapon Attack. +4 to hit, reach 5 ft., one target. Hit: 5 (1d6+2) piercing damage plus 10 (3d6) poison damage.
 
Kiss. The vargouille kisses one incapacitated humanoid within 5 feet of it. The target must succeed on a DC 12 Charisma saving throw or become cursed. The cursed target loses 1 point of Charisma after each hour, as its head takes on fiendish aspects. The curse doesn't advance while the target is in sunlight or the area of a daylight spell; don't count this time. When the cursed target's Charisma becomes 2, it dies, and its head tears from its body and becomes a new vargouille. Casting remove curse, greater restoration, or a similar spell before the transformation is complete can end the curse. Doing so undoes the changes made to the target by the curse.
 
Stunning Shriek. The vargouille shrieks. Each humanoid within 30 feet of the vargouille and able to hear it must succeed on a DC 12 Wisdom saving throw or be frightened until the vargouille's next turn. While frightened in this way, a target is stunned. If a target's saving throw is successful, or the effect ends for it, the target is immune to the Stunning Shriek of all vargouilles for 1 hour.
	Features_3: Plant Camouflage. The vegepygmy has advantage on  Dexterity (Stealth) checks it makes in any terrain with ample obscuring plant life. 
 
Regeneration. The vegepygmy gains 3 hit points at the start of its turn. If it takes cold, fire, or necrotic damage, this trait doesn't function at the start of the vegepygmy's next turn. The vegepygmy dies only if it starts its turn with 0 hit points and doesn't regenerate.
 
Actions
Claws. Melee Weapon Attack. +4 to hit, reach 5 ft., one target. Hit: 5 (1d6+2) slashing damage.
 
Sling. Ranged Weapon Attack. +4 to hit, range 30/120 ft., one target. Hit: 4 (1d4+2) bludgeoning damage.
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