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	Name: Stone Juggernaut
	Name_2: Su-Monster
	Name_3: Tabaxi Hunter
	Size: Large
	Type: Construct
	Alignment: Unaligned
	Size_2: Medium
	Type_2: Monstrosity
	Alignment_2: Chaotic Evil
	Size_3: Medium
	Type_3: Humanoid (tabaxi)
	Alignment_3: Chaotic Good
	AC: 15 (natural armor)
	AC_2: 12
	AC_3: 14 (leather armor)
	HP: 157 (15d10+75)
	Speed: 50 ft. (see below)
	HP_2: 27 (5d8+5)
	Speed_2: 30 ft., climb 30 ft.
	HP_3: 40 (9d8)0
	Speed_3: 30 ft., climb 20 ft.
	STR: 22
	DEX: 1
	CON: 21
	INT: 2
	WIS: 11
	CHA: 3
	STR_2: 14
	DEX_2: 15
	CON_2: 12
	INT_2: 9
	WIS_2: 13
	CHA_2: 9
	STR_3: 10
	DEX_3: 17
	INT_3: 13
	WIS_3: 14
	CHA_3: 15
	Senses: blindsight 120 ft.
	Senses_2: 
	Senses_3: darkvision 60 ft.
	Passive Perception: 10
	Challenge: 12
	XP: 8400
	Passive Perception_2: 13
	Challenge_2: 1
	XP_2: 200
	Passive Perception_3: 14
	Challenge_3: 1
	XP_3: 200
	Languages: -
	Languages_2: -
	Languages_3: Common plus any one language
	Traits: Damage Immunities poison; bludgeoning, piercing, and slashing damage from nonmagical attacks not made with adamantine weapons.
Condition Immunities blinded, charmed, deafened, exhaustion, frightened, paralyzed, petrified, poisoned, prone
	Traits_2: Skills Athletics +6, Perception +3
	Traits_3: Skills Athletics +2, Perception +4, Stealth +5, Survival +6
	Features: The juggernaut can move in only one direction (chosen at the start of its turn).
 
Devastating Roll.  The juggernaut can move through the space of a prone creature. A creature whose space the juggernaut enters for the first time on a turn must make a DC 17 Dexterity saving throw, taking 55 (10d10) bludgeoning damage on a failed save, or half that much on a successful one.
 
Immutable Form. The juggernaut is immune to any spell or effect that would alter its form.
 
Regeneration.  As long as it has 1 hit point left, the juggernaut magically regains all its hit points daily at dawn. The juggernaut is destroyed and doesn't regenerate if it drops to 0 hit points.
 
Siege Monster. The juggernaut deals double damage to objects and structures.
 
Actions
Slam. Melee Weapon Attack. +10 to hit, reach 5 ft. one target. Hit: 25 (3d12+6) bludgeoning damage. if the target is a Large or smaller creature, it must succeed on a DC 17 Strength saving throw or be knocked prone.
	Features_2: Actions
Multiattack. The su-monster makes two attacks; one with its bite and one with its claws.
 
Bite. Melee Weapon Attack. +4 to hit, reach 5 ft., one target. Hit: 4 (1d4+2) piercing damage.
 
Claws. Melee Weapon Attack. +4 to hit, reach 5 ft., one target. Hit: 7 (2d4+2) slashing damage, or 12 (4d4+2) slashing damage if the su-monster is hanging by its tail and all four of its limbs are free.
 
Psychic Crush (recharge 5-6). The su-monster targets one creature it can see within 30 feet of it. The target must succeed on a DC 11 Wisdom saving throw or take 17 (5d6) psychic damage and be stunned for 1 minute. The stunned target can repeat the saving throw at the end of each of its turns, ending the effect on itself on a success.
 
	Features_3: Feline Agility. When the tabaxi moves on its turn in combat, it can double its speed until the end of its turn. Once it uses this ability, the tabaxi can't use it again until it moves 0 feet on one of its turns.
 
Actions
Multiattack. The tabaxi makes two attacks with its claws, its shortsword, or its shortbow.
 
Claws. Melee Weapon Attack. +2 to hit, reach 5 ft., one target. Hit: 2 (1d4) slashing damage.
 
Shortsword. Melee Weapon Attack. +5 to hit, reach 5 ft., one target. Hit: 6 (1d6+3) slashing damage.
 
Shortbow. Ranged Weapon Attack. +5 to hit, range 80/320 ft., one target. Hit: 6 (1d6+3) piercing damage.
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