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	Name: Velociraptor
	Name_2: Draegloth
	Name_3: Firenewt Warrior
	Size: Tiny
	Type: Beast
	Alignment: Unaligned
	Size_2: Large
	Type_2: Fiend (demon)
	Alignment_2: Chaotic Evil
	Size_3: Medium
	Type_3: Humanoid (firenewt)
	Alignment_3: Neutral Evil
	AC: 13 (natural armor)
	AC_2: 15 (natural armor)
	AC_3: 16 (chain shirt, shield)
	HP: 10 (3d4+3)
	Speed: 30 ft.
	HP_2: 123 (13d10+52)
	Speed_2: 30 ft.
	HP_3: 22 (4d8+4)
	Speed_3: 30 ft.
	STR: 6
	DEX: 14
	CON: 13
	INT: 4
	WIS: 12
	CHA: 6
	STR_2: 20
	DEX_2: 15
	CON_2: 18
	INT_2: 13
	WIS_2: 11
	CHA_2: 11
	STR_3: 10
	DEX_3: 13
	INT_3: 7
	WIS_3: 11
	CHA_3: 8
	Senses: 
	Senses_2: darkvisionn 120 ft.
	Senses_3: 
	Passive Perception: 13
	Challenge: 1/4
	XP: 50
	Passive Perception_2: 13
	Challenge_2: 7
	XP_2: 2900
	Passive Perception_3: 10
	Challenge_3: 1/2
	XP_3: 1000
	Languages: -
	Languages_2: Abyssal, Elvish, Undercommon
	Languages_3: Draconic, Ignan
	Traits: Skills Perception +3
	Traits_2: Skills Perception +3, Stealth +5
Damage Resistances cold, fire, lightning
Damage Immunities poison
Condition Immunities poisoned
	Traits_3: Damage Immunities fire
	Features: Pack Tactics. The velociraptor has advantage on an attack roll against a creature if at least one of the velociraptor's allies is within 5 feet of the creature and the ally isn't incapacitated.
 
Actions
Multiattack. The velociraptor makes two attacks: one with its bite and one with its claws.
 
Bite. Melee Weapon Attack. +4 to hit, reach 5 ft., one target. Hit: 5 (1d6+2) piercing damage.
 
Claws. Melee Weapon Attack. +4 to hit, reach 5 ft., one target. Hit: 4 (1d4+2) slashing damage. 
	Features_2: Fey Ancestry.  The draegloth has advantage on saving throws against being charmed, and magic can't put it to sleep. 
 
Innate Spellcastikng. The draegloth's innate spellcasting ability is Charisma (spell save DC 11). The draegloth can innately cast the following spells, requiring no material components:
 
At will: darkness
1/day each" confusion, dancing lights, faerie fire
 
Actions
Multiattack. The draegloth make three attacks: one with it bite and two with its claws.
 
Bite. Melee Weapon Attack. +8 to hit, reach 5 ft., one target. Hit: 16 (2d10+5) piercing damage.
 
Claws. Melee Weapon Attack. +8 to hit, reach 10 ft., one target. Hit: 16 (2d10+5) slashing damage. 
	Features_3: Amphibious. The firenewt can breath air and water.
 
Actions
Multiattack. The firenewt makes two melee attacks with its scimitar.
 
Scimitar. Melee Weapon Attack. +3 to hit, reach 5 ft., one target. Hit: 4 (1d6+1) slashing damage.
 
Spit Fire (Recharges after a Short or Long Rest). The firenewt spits fire at a creature within 10 feet of it. The creature must make a DC 11 Dexterity saving throw, taking 9 (2d8) fire damage on a failed save, or half as much on a successful one.
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