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	Name: Grick
	Name_2: Ghoul
	Name_3: Mimic
	Size: Medium
	Type: Monstrosity
	Alignment: Neutral
	Size_2: Medium
	Type_2: Undead
	Alignment_2: Chaotic Evil
	Size_3: Medium
	Type_3: Monstrosity (shapechanger)
	Alignment_3: Neutral
	AC: 14 (natural armor)
	AC_2: 12
	AC_3: 12 (natural armor)
	HP: 27 (6d8)
	Speed: 30 ft., climb 30 ft.
	HP_2: 22  (5d8)
	Speed_2: 30 ft.
	HP_3: 58 (9d8+18)
	Speed_3: 15 ft.
	STR: 14
	DEX: 14
	CON: 11
	INT: 3
	WIS: 14
	CHA: 5
	STR_2: 13
	DEX_2: 15
	CON_2: 10
	INT_2: 7
	WIS_2: 10
	CHA_2: 6
	STR_3: 17
	DEX_3: 12
	INT_3: 5
	WIS_3: 13
	CHA_3: 8
	Senses: Darkvision 60 ft.
	Senses_2: Darkvision 60 ft.
	Senses_3: Darkvision 60 ft.
	Passive Perception: 12
	Challenge: 2
	XP: 450
	Passive Perception_2: 10
	Challenge_2: 1
	XP_2: 200
	Passive Perception_3: 11
	Challenge_3: 2
	XP_3: 450
	Languages: 
	Languages_2: Common
	Languages_3: 
	Traits: Damage Resistances bludgeoning, piercing, and slashing from nonmagical weapons
	Traits_2: Damage Immunities poison
Condition Immunities charmed, exhaustion, poisoned
	Traits_3: Skills Stealth +5
Damage Immunities acid
Condition Immunities prone
	Features: Stone Camouflage. The grick has advantage on Dexterity (Stealth) checks made to hide in rocky terra in.
 
Actions
Multiattack. The grick makes one attack with its tentacles. If that attack hits, the grick can make one beak attack against the same target.
 
Tentacles. Melee Weapon Attack: +4 to hit, reach 5 ft. , one target. Hit: 9 (2d6 + 2) slashing damage.
 
Beak. Melee Weapon Attack: +4 to hit, reach 5 ft ., one target. Hit: 5 (1d6 + 2) piercing damage. 
	Features_2: Action
Bite. Melee Weapon Attack: +2 to hit, reach 5 ft., one creature. Hit: 9 (2d6 + 2) piercing damage.
 
Claws. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 7 (2d4 + 2) slashing damage. If the target is a creature other than an elf or undead, it must succeed on a DC 10 Constitution saving throw or be paralyzed for 1 minute. The target can repeat the saving throw at the end of each of its turns, ending the effect on itself on a success.
	Features_3: Shapechanger. The mimic can use its action to polymorph into an object or back into its true, amorphous form. Its statistics are the same in each form. Any equipment it is wearing or carrying isn't transformed. It reverts to its true form if it dies.
 
Adhesive (Object Form Only). The mimic adheres to anything that touches it. A Huge or smaller creature adhered to the mimic is also grappled by it (escape DC 13). Ability checks made to escape this grapple have disadvantage.
 
False Appearance (Object Form Only). While the mimic
remains motionless, it is indistinguishable from an ordinary object. 
 
Grappler. The mimic has advantage on attack rolls against any creature grappled by it.
 
Actions
Pseudopod. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 7 (1d8 + 3) bludgeoning damage. If the mimic is in object form, the target is subjected to its Adhesive trait.
 
Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 7 (1d8 + 3) piercing damage plus 4 (1d8) acid damage.
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