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	Name: Shield Guardian
	Name_2: Poltergeist
	Name_3: Zuleika Toranescu
	Size: Large
	Type: Construct
	Alignment: Unaligned
	Size_2: Medium
	Type_2: Undead
	Alignment_2: Chaotic Evil 
	Size_3: Medium
	Type_3: Humanoid (shapechanger)
	Alignment_3: Chaotic Evil
	AC: 17 (natural armor)
	AC_2: 12
	AC_3: 11 in human form, 12 (natural armor) in wolf or hybrid form
	HP: 142 (15d10+60)
	Speed: 30 ft.
	HP_2: 22 (5d8)
	Speed_2: 0 ft., fly 50 ft. (hover)
	HP_3: 58 (9d8+18)
	Speed_3: 30 ft. (40 ft. in wolf form)
	STR: 18
	DEX: 8
	CON: 18
	INT: 7
	WIS: 10
	CHA: 3
	STR_2: 1
	DEX_2: 14
	CON_2: 11
	INT_2: 10
	WIS_2: 10
	CHA_2: 11
	STR_3: 15
	DEX_3: 13
	INT_3: 10
	WIS_3: 11
	CHA_3: 10
	Senses: Blindsight 10 ft., Darkvision 60 ft.
	Senses_2: darkvision 60 ft.
	Senses_3: 
	Passive Perception: 10
	Challenge: 7
	XP: 2900
	Passive Perception_2: 10
	Challenge_2: 2
	XP_2: 450
	Passive Perception_3: 14
	Challenge_3: 3
	XP_3: 700
	Languages: understands commands given in any language but can't speak
	Languages_2: understands languages it knew in life but can't speak
	Languages_3: Common (can't speak in wolf form)
	Traits: Damage Immunities poisonCondition Immunities charmed, exhaustion, frightened, paralyzed, poisoned
	Traits_2: Damage Resistances acid, cold, fire, lightning, thunder; all damage from nonmagical weaponsDamage Immunities necrotic, poisonCondition Immunities charmed, exhaustion, grappled, paralyzed, petrified, poisoned, prone, restrained, unconscious
	Traits_3: Skills Perception +4, Stealth +3Damage Immunities bludgeoning, piercing, and slashing from nonmagical weapons that aren't silvered
	Features: Bound. The shield guardian is magically bound to an amulet. As long as the guardian and its amulet are on the same plane of existence, the amulet's wearer can telepathically call the guardian to travel to it, and the guardian knows the distance and direction to the amulet. lf the guardian is within 60 feet of the amulet's wearer, half of any damage the wearer takes (rounded up) is transferred to the guardian. Regeneration. The shield guardian regains 10 hit points at the start of its turn if it has at least 1 hit point. Spell Storing. A spellcaster who wears the shield guardian's amulet can cause the guardian to store one spell of 4th level or lower. To do so, the wearer must cast the spell on the guardian. The spell has no effect but is stored within the guardian. When commanded to do so by the wearer or when a situation arises that was predefined by the spellcaster, the guardian casts the stored spell with any parameters set by the original caster, requiring no components. When the spell is cast or a new spell is stored, any previously stored spell is lost. ActionsMultiattack. The guardian makes two fist attacks. Fist. Melee Weapon Attack: +7 to hit, reach 5 ft. , one target. Hit: 11 (2d6 + 4) bludgeoning damage. ReactionsShield. When a creature makes an attack against the wearer of the guardian's amulet, the guardian grants a +2 bonus to the wearer's AC if the guardian is within 5 feet oft he wearer. 
	Features_2: Incorporeal Movement. The poltergeist can move through other creatures and objects as if they were difficult terrain. It takes 5 (1d10) force damage if it ends its turn inside an object. Invisibility. The poltergeist is invisible.  Sunlight Sensitivity. While in sunlight, the poltergeist has disadvantahe on attack rolls, as well as on Wisdom (Perception) checks that rely on sight. ActionsForceful Slam. Melee Weapon Attack: +4 to hit, reach 5 ft., one creature. Hit: 10 (3d6) force damage. Telekinetic Thrust. The poltergeist targets a creature or unattended object within 30 feet of it. A creature must be Medium or smaller to be affected by this magic, and an object can weigh up to 150 pounds.   If the target is a creature, the poltergeist makes a Charisma check contested by the target's Strength check. If the poltergeist wins the contest, the poltergeist hurls the target up to 30 feet in any direction, including upward. If the targets comes into contact with a hard surface or heavy object, the target takes 1d6 damage per 10 feet moved.  If the target is an object that isn't being worn or carried, the poltergeist hurls it up to 30 feet in any direction. The poltergeist can use the object as a ranged weapon, attacking one creature along the object's path (+4 to hit) and dealing 5 (2d4) bludgeoning damage on a hit.
	Features_3: Shapechanger. The werewolf can use its action to polymorph into a wolf-humanoid hybrid or into a wolf, or back into its true form, which is humanoid. Its statistics, other than its AC, 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. · Keen Hearing and Smell. The werewolf has advantage on Wisdom (Perception) checks that rely on hearing or smell. ActionsMultiattack (Humanoid or Hybrid Form Only). The werewolf makes two attacks: one with its bite and one with its claws or spear. Bite (Wolf or Hybrid Form Only). Melee Weapon Attack:+4 to hit, reach 5 ft., one target. Hit: 6 (1d8 + 2) piercingdamage. If the target is a humanoid, it must succeed on aDC 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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