Vorox


Large Aberration





Hit Dice	2d8+2	2d8+2 (10 hp).


Initiative	-	+0.


Speed	40', 20'	40', Climb 20'.  Six Limbs:  50', Climb 40'.


Armor Class	11	11 (-1 large, +2 natural).


Attacks/Damage	+1, 1d6	1 to 4 Claw (+4/+2/+2/+2 melee, 1d6+2 piercing/slashing plus poison) or,


		1 to 4 Glankesh Sword (+5 or -1/-5/-5/-5 melee, 1d8+2 slashing, crit 19-20 x3) or,


		1 to 2 Futhanga Bow (+2/+2 ranged, 1d8 piercing, crit x3, 100').


Face/Reach	5'x10'/10'	5' x 10' / 10'.


Special Attack	Same	Poison.


Special Quality	Same	Scent, Six Limbs, Skills.


Saves	+0/+0/+0	Fort +3, Refl +0, Will +0.


Abilities	-	Str 15, Dex 11, Con 13, Int 8, Wis 10, Cha 8.


Skills	3/-/3/3/3	Climb +7, Jump 4, Listen +3, Spot +3, Wilderness Lore +3.


Feats	-	Multiattack, Weapon Focus(Glankesh Sword).





Climate/Terrain	Warm / Forest and Jungle.


Organization	Solitary (1), Mated Pair (2 plus 2-6 cubs), Village (20-40 plus 50% cubs, 3 leaders of 3th-5th level, 1 chieftain of 8th-10th level, 1 shaman of 5th-8th level), Hunting Party (2-8 plus 1 leader of 4th-6th), War Party (12-26).


Challenge Rating	2.


Treasure	Standard (conditions).


Alignment	Chaotic (usually).


Advancement	By Class.





Favored Class	Fighter.





Description.


Statistics reflect a typical first level warior.  Statistics in bold are unadjusted for class or ability scores.





Combat


Description.


Poison:  Injury DC 14; Initial Damage:  2 Dexterity; Secondary Damage:  2d4 Dexterity.


Vorox poison is secreted from their claws by reflex each time they strike an enemy. (Will save DC 25 to prevent using poison) Each claw has enough poison to strike twice.  Enough new poison is secreted by each claw every six hours for an additional strike.


Scent:  Vorox can dicriminate others by their scent, or track the by their scent trails.  Votox can identify familiar odors just as humans do familiar sights.


Vorox can detect opponents by sense of smell, generally within 30 feet.  If the opponent is upwind, the range is 60 feet.  If it is downwind, the range is 15 feet.  Strong scents, such as smoke or rotting garbage, can be detected at twice the ranges noted above.  Overpowering scents, such as skunk musk or troglodyte stench, can be detected at three times these ranges.


Vorox detects another creature's presence but not its specific location.  Noting the direction of the scent is a standard action.  If it moves within 5 feet of the scent's source, the Vorox can pinpoint that source.


Vorox can follow tracks by smell, making a Wilderness Lore/Wisdom check to find or follow a track.  The typical DC for a fresh trail is 10.  The DC increases or decreases depending on how strong the quarry's odor is, the number of creatures, and the age of the trail.  For each hour that the trail is cold, the DC increases by 2.  The ability otherwise follows the rules for the Track feat.  Vorox tracking by scent ignore the effects of surface conditions and poor visibility.  Water, particularly running water, ruins a trail for Vorox.  False, powerful odors can easily mask other scents.  The presence of such an odor completely spoils the ability to properly detect or identify creatures, and the base Wilderness Lore DC to track becomes 20 rather than 10.


Six Limbs:  Vorox have six limbs, four of which can be used as arms while standing upright on the remaining two.  Vorox can use extra limbs as off-hands, but they suffer the normal penalties for doing so.


If a Vorox stands on four or more of his limbs, he gains a +4 stability bonus against bull rush and trip attacks.


Vorox move and climb more quickly when using all six limbs (+10' speed, full base speed when climbing).


Skills:  Vorox train in the following skills at an early age, augmented by instinct:  Climb +3, Listen +3, Spot +3, and Wilderness Lore +3.





Society


Description.





Characters


Description.





