Enemy Stats

Pirate
AC 13 (Leather)

HP 13 (2d8 +4)

Speed 30ft

Str 11 +0 Dex 14 +2 Con 14 +2 Int 13 +1 Wis 12 +2 Cha 10 +0

Skills: Perception +4

Actions:

Pistol: Ranged Weapon Attack: +4 to hit, range 30/120 ft, one target. Hit: 5 (1d6+2) piercing damage.

Musket: Ranged Weapon Attack: +4 to hit, range 100/400 ft, one target. Hit: 7 (1d10+2) piercing damage. (Only the lookouts at the Hacienda have these)

Cutlass: Melee Weapon Attack: +4 to hit, reach 5 ft, one target. Hit: 5(1d6+2) piercing damage.

Jungle Spirit
AC 8 (Natural armor)

HP 22 (3d8 + 9)

Speed 25ft hovering (ignores any difficult terrain)

Str 12 +1 Dex 14 +2 Con 16 +3 Int 13 +1 Wis 12 +1 Cha 10 +0

Skills Perception +3 Intimidate +2

Actions:

Claw: Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 5 (1d6+2) slashing damage.

El Escorpión
AC 15 (Studded leather)

HP 75 (10d8 + 30)

Speed 30ft

Str 15 +2 Dex 16 +3 Con 16 +3 Int 14 +2 Wis 14 +2 Cha 12 +1

Saving Throws: Str +4, Dex +5, Wis +4.

Skills: perception +4 Athletics +4, Intimidation +3, Arcane +4

Senses Passive perception +14

El Escorpión holds a crystal skull, which can be independently targeted. It has AC 10, 10 HP, and is an object, so is vulnerable to the Shatter spell.

Actions:

Multiattack. El Escorpión can make two attacks: two rapier attacks, two pistol attacks, or one of each.

Rapier: Melee Weapon Attack: +5 to hit, reach 5 ft, one target. Hit: 7(1d8+3) piercing damage.

Pistol: Ranged Weapon Attack: +5 to hit, range 30/120 ft, one target. Hit: 6(1d6+3) piercing damage.

Bonus actions:

Summon Jungle spirit: summon a jungle spirit within 10 feet of El Escorpión. This can only be done  if there are less than 3 or more Jungle Spirits in play, and crystal skull is not broken.
