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	Name: Clay Golem
	Name_2: Animated Armor
	Name_3: Kiril Stoyanovich
	Size: Large
	Type: Construct
	Alignment: Unaligned
	Size_2: Medium
	Type_2: Construct
	Alignment_2: Unaligned
	Size_3: Medium
	Type_3: Humanoid (shapechanger)
	Alignment_3: Chaotic Evil
	AC: 14 (natural armor)
	AC_2: 18 (natural armor)
	AC_3: 11 in human form, 12 (natural armor) in wolf or hybrid form
	HP: 133 (14d10+56)
	Speed: 20 ft.
	HP_2: 33 (6d8+6)
	Speed_2: 25 ft.
	HP_3: 90 (9d8+18)
	Speed_3: 30 ft. (40 ft. in wolf form)
	STR: 20
	DEX: 9
	CON: 18
	INT: 3
	WIS: 8
	CHA: 1
	STR_2: 14
	DEX_2: 11
	CON_2: 13
	INT_2: 1
	WIS_2: 3
	CHA_2: 1
	STR_3: 15
	DEX_3: 13
	INT_3: 10
	WIS_3: 11
	CHA_3: 10
	Senses: Darkvision 60 ft.
	Senses_2: Blindsight 60 ft. (blind beyond this radius)
	Senses_3: 
	Passive Perception: 9
	Challenge: 9
	XP: 5000
	Passive Perception_2: 6
	Challenge_2: 1
	XP_2: 200
	Passive Perception_3: 14
	Challenge_3: 3
	XP_3: 700
	Languages: understands the language of its creator but can't speak
	Languages_2: 
	Languages_3: Common (can't speak in wolf form)
	Traits: Damage Immunities acid, poison, psychic; bludgeoning, piercing, and slashing from nonmagical weapons that aren't adamantine.
Condition Immunities charmed, exhaustion, frightened, paralyzed, petrified, poisoned
	Traits_2: Damage Immunities poison, psychic
Condition Immunities blinded, charmed, deafened, exhaustion, frightened, paralyzed, petrified, poisoned
	Traits_3: Skills Perception +4, Stealth +3
Damage Immunities bludgeoning, piercing, and slashing from nonmagical weapons that aren't silvered
	Features: Acid Absorption. Whenever the golem is subjected to acid damage, it takes no damage and instead regains a number of hit points equal to the acid damage dealt.
 
Berserk. Whenever the golem starts its turn with 60 hit points or fewer, roll a d6. On a 6, the golem goes berserk. On each of its turns while berserk, the golem attacks the nearest creature it can see. If no creature is near enough to move to and attack, the golem attacks an object, with preference for an object smaller than itself. Once the golem goes berserk, it continues to do so until it is destroyed or regains all its hit points.
 
Immutable Form. The golem is immune to any spell or effect that would alter its form .
 
Magic Resistance. The golem has advantage on saving throws against spells and other magical effects. Magic Weapons. The golem's weapon attacks are magical.
 
Actions
Multiattack. The golem makes two slam attacks.
 
Slam. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 16 (2d10 + 5) bludgeoning damage. If the target is a creature, it must succeed on a DC 15 Constitution saving throw or have its hit point maximum reduced by an amount equal to the damage taken. The target dies if this attack reduces its hit point maximum to 0. The reduction lasts until removed by the greater restoration spell or other magic.
 
Haste (Recharge 5-6). Until the end of its next turn, the
golem magically gains a +2 bonus to its AC, has advantage on Dexterity saving throws, and can use its slam attack as a bonus action. 
	Features_2: Antimagic Susceptibility. The armor is incapacitated while in the area of an antimagic field. If targeted by dispel magic, the armor must succeed on a Constitution saving throw against the caster's spell save DC or fall uncoscious for 1 minute.
 
False Appearance. While the armor remains motionless, it is indistinguishable from a normal suit of armor.
 
Actions
Multiattack. The armor makes two melee weapon attacks.
 
Slam. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 5 (1d6+2) bludgeoning damage.
	Features_3: Shapechanger. Kiril can use his action to polymorph into a wolf-humanoid hybrid or into a wolf, or back into his true form, which is humanoid. His statistics, other than his AC, are the same in each form. Any equipment he is wearing or carrying isn't transformed. He reverts to his true form if he dies. ·
 
Keen Hearing and Smell. Kiril has advantage on Wisdom (Perception) checks that rely on hearing or smell.
 
Actions
Multiattack (Humanoid or Hybrid Form Only). Kiril makes two attacks: one with his bite and one with his claws or spear.
 
Bite (Wolf or Hybrid Form Only). Melee Weapon Attack:
+4 to hit, reach 5 ft., one target. Hit: 6 (1d8 + 2) piercing
damage. If the target is a humanoid, it must succeed on a
DC 12 Constitution saving throw or be cursed with werewolf lycanthropy.
 
Claws (Hybrid Form Only). Melee Weapon Attack: +4 to hit, reach 5 ft., one creature. Hit: 7 (2d4 + 2) slashing damage.
 
Spear (Humanoid Form Only). Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft. or range 20/60 ft., one creature. Hit: 5(1d6+ 2) piercing damage, or 6 (1d8 + 2) piercing damage if used with two hands to make a melee attack.
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