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Name - Name Name
Gray Ooze Emil Toranescu Iron Golem
Size Type Alignment Size Type Alignment Size Type Alignment
Medium Ooze Unaligned Medium Humanoid (shapechanger) | | Chaotic Evil Large Construct Unaligned
AC AC AC
8 11 in human form, 12 (natural armor) in wolf or hybrid form 20 (natural armor)
HP Speed HP Speed HP Speed
22 (3d8+9) 10 ft., climb 10 ft. 58 (9d8+18) 30 ft. (40 ft. in wolf form) 210 (20d10+100) | | 30 ft.

STR DEX CON INT WIS CHA STR DEX CON INT WS CHA STR DEX CON INT WIS CHA
12 6 16 1 6 2 15 13 14 10 11 10 24 9 20 3 11 1
+1| (-2 |+3]||-5||-2]|]|-4 +2| [+1| [+2| |+0]| |+0| |+O +7 (-1 |+5]||-4| [+0| | -5

Senses Senses Senses
Blindsight 60 ft. (blind beyond this radius) Darkvision 120 ft.
Passive Challenge XP Passive Challenge XP Passive Challenge XP
8 Perception 1/2 100 14 Perception 3 700 10 Perception 15 16,000
Languages Languages Languages
Common (can't speak in wolf form) understands the languages of its creator but can't speak
Traits Traits Traits
Skills Stealth +2 Skills Perception +4, Stealth +3 Damage Immunities fire, poison, psychic; bludgeoning,
Damage Resistances acid, cold, fire Damage Immunities bludgeoning, piercing, and slashing piercing, and slashing from nonmagical weapons that
Condition Immunities blinded, charmed, deafened, from nonmagical weapons that aren't silvered aren't adamantine
exhaustion, frightened, prone Condition Immunities charmed, exhaustion, frightened,
paralyzed, petrified, poisoned
Features Features Features

Amorphous. The ooze can move through a space as
narrow as 1 inch wide without squeezing.

Corrode Metal. Any non magical weapon made of metal
that hits the ooze corrodes. After dealing damage, the
weapon takes a permanent and cumulative -1 penalty to
damage rolls. If its penalty drops to -5, the weapon is
destroyed. Non magical ammunition made of metal that
hits the ooze is destroyed after dealing damage.

The ooze can eat through 2-inch-thick, non magical metal
in 1 round.

False Appearance. While the ooze remains motionless, it
is indistinguishable from an oily pool or wet rock.

Actions

Pseudopod. Melee Weapon Attack: +3 to hit, reach 5 ft.,
one target. Hit: 4 (1d6 + 1) bludgeoning damage plus 7
(2d6) acid damage, and if the target is wearing non
magical metal armor, its armor is partly corroded and
takes a permanent and cumulative -1 penalty to the AC it
offers. The armor is destroyed if the penalty reduces its
AC to 10.

Shapechanger. Emil 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 it, is wearing or
carrying isn't transformed. He reverts to his true form if he
dies. -

Keen Hearing and Smell. Emil has advantage on
Wisdom (Perception) checks that rely on hearing or smell.

Actions

Multiattack (Humanoid or Hybrid Form Only). Emil
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.

Fire Absorption. Whenever the golem is subjected to fire
damage, it takes no damage and instead regains a
number of hit points equal to the fire damage dealt.
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 melee attacks.

Slam. Melee Weapon Attack: +13 to hit, reach 5 ft ., one
target. Hit: 20 (3d8 + 7) bludgeoning damage.

Sword. Melee Weapon Attack: +13 to hit, reach 10 ft., one
target. Hit: 23 (3d10 + 7) slashing damage.

Poison Breath (Recharge 6). The golem exhales
poisonous gas in a 15-foot cone. Each creature in that
area must make a DC 19 Constitution saving throw, taking
45 (10d8) poison damage on a failed save, or half as
much damage on a successful one.
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	Features: Amorphous. The ooze can move through a space as narrow as 1 inch wide without squeezing.
 
Corrode Metal. Any non magical weapon made of metal that hits the ooze corrodes. After dealing damage, the weapon takes a permanent and cumulative -1 penalty to damage rolls. If its penalty drops to -5, the weapon is destroyed. Non magical ammunition made of metal that hits the ooze is destroyed after dealing damage.
The ooze can eat through 2-inch-thick, non magical metal
in 1 round.
 
False Appearance. While the ooze remains motionless, it is indistinguishable from an oily pool or wet rock.
 
Actions
Pseudopod. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 4 (1d6 + 1) bludgeoning damage plus 7 (2d6) acid damage, and if the target is wearing non magical metal armor, its armor is partly corroded and takes a permanent and cumulative -1 penalty to the AC it offers. The armor is destroyed if the penalty reduces its AC to 10. 
	Features_2: Shapechanger. Emil 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 it, is wearing or carrying isn't transformed. He reverts to his true form if he dies. ·
 
Keen Hearing and Smell. Emil has advantage on Wisdom (Perception) checks that rely on hearing or smell.
 
Actions
Multiattack (Humanoid or Hybrid Form Only). Emil 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
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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 melee attacks.
 
Slam. Melee Weapon Attack: +13 to hit, reach 5 ft ., one target. Hit: 20 (3d8 + 7) bludgeoning damage.
 
Sword. Melee Weapon Attack: +13 to hit, reach 10 ft., one
target. Hit: 23 (3d10 + 7) slashing damage.
 
Poison Breath (Recharge 6). The golem exhales poisonous gas in a 15-foot cone. Each creature in that area must make a DC 19 Constitution saving throw, taking 45 (10d8) poison damage on a failed save, or half as much damage on a successful one.
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