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Winter Elf
Small humanoid (elf), lawful good
Armor Class 14
Hit Points 81 (18d6 + 18)
Speed 30 f.
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16 (+3)

18 (+4)

Saving Throws Dex +7, Wis +6
Damage Resistances cold
Conditon Immunites exhauston
Skills Percepton +6, Performance +7
Senses darkvision 60 f., passive percepton 16
Languages Common, Elvish
Challenge 7 (2,900 XP)
Ice Weapons. The elf's weapon atacks deal an extra 1d8 cold damage
(already factored into its atacks) and count as magical.
Fey Ancestry. Magic cannot put the elf to sleep.
Magic Resistance. The elf has advantage on saving throws against spells
and other magical efects.
Master Artsan. The elf is profcient with all artsan's tools. Its profciency
bonus is +3.
Nimble Movement. The elf can take the Dash or Disengage acton as a
bonus acton on each of its turns.
Spellcastng. The elf's spellcastng ability is Charisma (spell save DC 15, +7
to hit with spell atacks). It can innately cast the following spells, requiring
no material components.
At will: invisibility, mage hand, mending, misty step
3/day: charm person, hold person, sanctuary, sleet storm
1/day: cone of cold, polymorph

Actons
Multatack. The elf makes two atacks.
Light Hammer. Melee or Ranged Weapon Atack: +7 to hit, reach 5 f. or
range 20/60 f., one target. Hit: 6 (1d4 + 4) bludgeoning damage and 4
(1d8) cold damage.
Hot Cocoa Flask. Every elf carries an enchanted fask of hot cocoa which
stays piping hot. As an acton the elf commands this fask to shoot a line of
cocoa 60 feet long and 5 feet wide. Each creature in the line must make a
DC 15 Dexterity saving throw. A creature takes 21 (8d6) fre damage on a
failed save, or half as much damage on a successful one. The elf cannot use
this ability from the same fask again untl it completes a long rest.

