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	Name: Giant Snapping Turtle
	Name_2: Giant Strider
	Name_3: Girallon
	Size: Large
	Type: Beast
	Alignment: Unaligned
	Size_2: Large
	Type_2: Monstrosity
	Alignment_2: Neutral Evil
	Size_3: Large
	Type_3: Monstrosity
	Alignment_3: Unaligned
	AC: 17 (natural armor), 12 while prone
	AC_2: 14 (natural armor)
	AC_3: 13
	HP: 75 (10d10+20)
	Speed: 30 ft., swim 40 ft.
	HP_2: 22 (3d10+6) 
	Speed_2: 50 ft.
	HP_3: 59 (7d10+21)
	Speed_3: 40 ft., climb 40 ft.
	STR: 19
	DEX: 10
	CON: 14
	INT: 2
	WIS: 12
	CHA: 5
	STR_2: 18
	DEX_2: 13
	CON_2: 14
	INT_2: 4
	WIS_2: 12
	CHA_2: 6
	STR_3: 18
	DEX_3: 16
	INT_3: 5
	WIS_3: 12
	CHA_3: 7
	Senses: darkvision 60 ft.
	Senses_2: 
	Senses_3: darkvision 60 ft.
	Passive Perception: 11
	Challenge: 3
	XP: 700
	Passive Perception_2: 11
	Challenge_2: 1
	XP_2: 200
	Passive Perception_3: 13
	Challenge_3: 4
	XP_3: 1100
	Languages: -
	Languages_2: -
	Languages_3: -
	Traits: 
	Traits_2: Damage Immunities fire
	Traits_3: Skills Perception +3, Stealth +5
	Features: Amphibious. The turtle can breathe air and water,
 
Stable. Whenever an effect knocks the turtle prone, it can make a DC 10 Constitution saving throw to avoid being knocked prone. A prone turtle is upside-down. To stand up, it must succeed on a DC 10 Dexterity check on its turn and then use all its movement on its turn.
 
Actions
Bite. Melee Weapon Attack. +6 to hit, reach 5 ft., one target. Hit: 18 (4d6+4) slashing damage. 
	Features_2: Fire Absorption. Whenever the strider is subjected to fire damage, it takes no damage and recovers a number of hit points equal to half the damage dealt.
 
Actions
Bite. Melee Weapon Attack. +6 to hit, reach 5 ft., one target. Hit: 8 (1d8+4) piercing damage.
 
Fire Burst (Recharge 5-6). The giant strider hurls a gout of flame at a point it can see within 60 feet of it. Each creature in a 10-foot-radius centered on that point must make a DC 12 Dexterity saving throw, taking 14 (4d6) fire damage on a failed save, or half as much damage on a successful one. The fire spreads around corneers, and ignites flammable objects in that area that aren't being worn or carried.
	Features_3: Aggressive. As a bonus action, the girallon can move up to its speed toward a hostile creature it can see.
 
Keen Smell. The girallon has advantage on Wisdom (Perception) checks that rely on smell.
 
Actions
Multiattack. The girallon makes five attacks: one with its bite and four with its claws.
 
Bite. Melee Weapon Attack. +6 to hit, reach 5 ft., one target. Hit: 7 (1d6+4) piercing damage.
 
Claw. Melee Weapon Attack. +6 to hit, reach 10 ft., one target. Hit: 7 (1d6+4) piercing damage.
	Image: 
	Clear_Image: 
	Image_2: 
	Image_3: 
	Clear_Image_2: 
	Clear_Image_3: 
	CON_3: 16
	STR_MOD: +4
	DEX_MOD: +0
	CON_MOD: +2
	INT_MOD: -4
	WIS_MOD: +1
	CHA_MOD: -3
	STR_MOD_2: +4
	DEX_MOD_2: +1
	CON_MOD_2: +2
	INT_MOD_2: -3
	WIS_MOD_2: +1
	CHA_MOD_2: -2
	STR_MOD_3: +4
	DEX_MOD_3: +3
	CON_MOD_3: +3
	INT_MOD_3: -3
	WIS_MOD_3: +1
	CHA_MOD_3: -2
	Copy2to1: 
	Copy3to2: 
	Copy2to3: 
	Copy1to2: 
	Clear1: 
	Clear2: 
	Clear3: 


