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. Name Name Name
Jamna Gleamsilver Langdedrosa Cyanwrath Pharblex Spattergoo
Size Type Alignment Size Type Alignment Size Type Alignment
Small Humanoid (gnome) | | Neutral Medium Humanoid (half-dragon) | | Lawful Evil Medium Humanoid (bullywug) | | Chaotic Evil
AC AC AC
15 (leather armor) 17 (splint) 15 (studded leather armor, shield)
HP Speed HP Speed HP Speed
22 (4d6+8) 25 ft. 57 (6d12+18) 30 ft. 59 (7d8+28) 20 ft., swim 40 ft.
STR DEX CON INT WIS CHA STR DEX CON INT WS CHA STR DEX CON INT WIS CHA
8 17 14 15 10 12 19 13 16 10 14 12 15 12 18 11 16 7
1| | +3] [+2] [+2]| [+0| |+1| |+4| [+1] |+3]| |+0]| |+2| [+1]| |+2] |+1]| [+4]| |+0]| [+3]|-2
Senses Senses Senses
darkvision 60 ft. blindsight 10 ft., darkvision 60 ft.
Passive Challenge XP Passive Challenge XP Passive Challenge XP
14 Perception 1 200 14 Perception 4 1’100 15 Perception 3 700
Languages Languages Languages
Common, Gnomish, Goblin, Sylvan Common, Draconic Common. Bullywug
Traits Traits Traits
Saving Throws Dex +5, Int +4 Saving Throws Str +6, Con +5 Saving Throws Str +4, Con +6
Skills Acrobatics +5, Deception +3, Insight +2, Perception Skills Athletics +6, Intimidation +3, Perception +4 Skills Perception +5, Religion +2, Stealth +3
+4, Persuasion +3, Stealth +7 Damage Resistances lightning
Features Features Features

Cunning Action. Jamna can take a bonus action to take
the Dash, Disengage, or Hide action.

Gnome Cunning. Jamna has advantage on Intelligence,
Wisdom, and Charisma saving throws against magic.

Spellcasting. Jamna is a 4th-level spellcaster that uses
Intelligence as her spellcasting ability (spell save DC 14,
+4 to hit with spell attacks). Jamna has the following spells
prepared from the wizard spell list:

Cantrips (at will): mage hand, minor illusion,
prestidigitation, ray of frost

1st level (3 slots): charm person, color spray, disguise
self, longstrider

Actions
Multiattack. Jamna attacks twice with her short swords.

Short Sword. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 6 (1d6+3) piercing damage, or 9 (1d6+3
plus 1d6) piercing damage if the target is Medium or
larger.

Action Surge (recharges when Langdedrosa Finishes
a Short or Long Rest). On his turn, Langdedrosa can
take one additional action.

Improved Critical. Langdedrosa's weapon attacks score
a critical hit on a roll of 19 or 20.

Actions
Multiattack. Langdedrosa attacks twice, either with his
greatsword or spear.

Greatsword. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 11 (2d6+4) slashing damage.

Spear. Melee or Ranged Weapon Attack: +6 to hit, reach
5 ft. or ranged 20/60 ft., one target. Hit: 7 (1d6+4) piercing
damage.

Lightning Breath (Recharge 5-6). Langdedrosa breathes
lightning in a 30-foot line that is 5 feet wide. Each creature
in the line must make a DC 13 Dexterity saving throw,
taking 22 (4d10) lightning damage on a failed save, or ha;f
as much damage on a successful one.

Amphibious. Pharblex can breathe air and water.

Poison Strike (3/day). Once per turn, when Pharblex hits
with a melee attack, he can expend a use of this trait to
deal an extra 9 (2d8) poison damage.

Spellcasting. Pharblex is a 6th-level spellcaster that uses
Wisdom as his spellcasting ability (spell save DC 13, +5 to
hit with spell attacks). Pharblex has the following spells
prepared from the druid spell list:

Cantrips (at will): druidcraft, guidance, poison cloud

1st level (4 slots): cure wounds, entangle, healing word,
thunderwave

2nd level (3 slots): barkskin, beast sense, spike growth

3rd level (3 slots): plant growth, water walk

Standing Leap. As part of his movement and with a
running start, Pharblex can long jump up to 20 feet and
high jump up to 10 feet.

Swamp Camouflage. Pharblex has advantage on
Dexterity (Stealth) checks made to hide in swampy terrain.

Actions
Multiattack. Pharblex attacks twice, once with his bite
and once with his spear.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 4 (1d4+2) piercing damage.

Spear. Melee or Ranged Weapon Attack: +6 to hit, reach
5 ft. or ranged 20/60 ft., one target. Hit: 5 (1d6+2) piercing
damage.
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	Name: Jamna Gleamsilver
	Name_2: Langdedrosa Cyanwrath
	Name_3: Pharblex Spattergoo
	Size: Small
	Type: Humanoid (gnome)
	Alignment: Neutral
	Size_2: Medium
	Type_2: Humanoid (half-dragon)
	Alignment_2: Lawful Evil
	Size_3: Medium
	Type_3: Humanoid (bullywug)
	Alignment_3: Chaotic Evil
	AC: 15 (leather armor)
	AC_2: 17 (splint)
	AC_3: 15 (studded leather armor, shield)
	HP: 22 (4d6+8)
	Speed: 25 ft.
	HP_2: 57 (6d12+18)
	Speed_2: 30 ft.
	HP_3: 59 (7d8+28)
	Speed_3: 20 ft., swim 40 ft.
	STR: 8
	DEX: 17
	CON: 14
	INT: 15
	WIS: 10
	CHA: 12
	STR_2: 19
	DEX_2: 13
	CON_2: 16
	INT_2: 10
	WIS_2: 14
	CHA_2: 12
	STR_3: 15
	DEX_3: 12
	INT_3: 11
	WIS_3: 16
	CHA_3: 7
	Senses: darkvision 60 ft.
	Senses_2: blindsight 10 ft., darkvision 60 ft.
	Senses_3: 
	Passive Perception: 14
	Challenge: 1
	XP: 200
	Passive Perception_2: 14
	Challenge_2: 4
	XP_2: 1100
	Passive Perception_3: 15
	Challenge_3: 3
	XP_3: 700
	Languages: Common, Gnomish, Goblin, Sylvan
	Languages_2: Common, Draconic
	Languages_3: Common. Bullywug
	Traits: Saving Throws Dex +5, Int +4
Skills Acrobatics +5, Deception +3, Insight +2, Perception +4, Persuasion +3, Stealth +7
	Traits_2: Saving Throws Str +6, Con +5
Skills Athletics +6, Intimidation +3, Perception +4
Damage Resistances lightning
	Traits_3: Saving Throws Str +4, Con +6
Skills Perception +5, Religion +2, Stealth +3
	Features: Cunning Action. Jamna can take a bonus action to take the Dash, Disengage, or Hide action.
 
Gnome Cunning. Jamna has advantage on Intelligence, Wisdom, and Charisma saving throws against magic.
 
Spellcasting. Jamna is a 4th-level spellcaster that uses Intelligence as her spellcasting ability (spell save DC 14, +4 to hit with spell attacks). Jamna has the following spells prepared from the wizard spell list:
 
Cantrips (at will): mage hand, minor illusion,
    prestidigitation, ray of frost
1st level (3 slots): charm person, color spray, disguise
    self, longstrider
 
Actions
Multiattack. Jamna attacks twice with her short swords.
 
Short Sword. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 6 (1d6+3) piercing damage, or 9 (1d6+3 plus 1d6) piercing damage if the target is Medium or larger.
	Features_2: Action Surge (recharges when Langdedrosa Finishes a Short or Long Rest). On his turn, Langdedrosa can take one additional action.
 
Improved Critical. Langdedrosa's weapon attacks score a critical hit on a roll of 19 or 20.
 
Actions
Multiattack. Langdedrosa attacks twice, either with his greatsword or spear.
 
Greatsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 11 (2d6+4) slashing damage.
 
Spear. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft. or ranged 20/60 ft., one target. Hit: 7 (1d6+4) piercing damage.
 
Lightning Breath (Recharge 5-6). Langdedrosa breathes lightning in a 30-foot line that is 5 feet wide. Each creature in the line must make a DC 13 Dexterity saving throw, taking 22 (4d10) lightning damage on a failed save, or ha;f as much damage on a successful one.
	Features_3: Amphibious. Pharblex can breathe air and water.
 
Poison Strike (3/day). Once per turn, when Pharblex hits with a melee attack, he can expend a use of this trait to deal an extra 9 (2d8) poison damage.
 
Spellcasting. Pharblex is a 6th-level spellcaster that uses Wisdom as his spellcasting ability (spell save DC 13, +5 to hit with spell attacks). Pharblex has the following spells prepared from the druid spell list: 
 
Cantrips (at will): druidcraft, guidance, poison cloud
1st level (4 slots): cure wounds, entangle, healing word,
    thunderwave
2nd level (3 slots): barkskin, beast sense, spike growth
3rd level (3 slots): plant growth, water walk
 
Standing Leap. As part of his movement and with a running start, Pharblex can long jump up to 20 feet and high jump up to 10 feet.
 
Swamp Camouflage. Pharblex has advantage on Dexterity (Stealth) checks made to hide in swampy terrain.
 
Actions
Multiattack. Pharblex attacks twice, once with his bite and once with his spear.
 
Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 4 (1d4+2) piercing damage.
 
Spear. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft. or ranged 20/60 ft., one target. Hit: 5 (1d6+2) piercing damage.
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