Crookshank Kobolds
	Size
	Small

	Hit Dice
	1d4

	Initiative
	+2

	Speed
	20 feet.

	Armor Class
	15

	Base Attack/Grapple
	+1/-5

	Attack
	1d2 (pike) or 1d2 (javelin) (+ 3 to hit with either)

	Full Attack
	1d2 (pike) or 1d2 (javelin) (+ 3 to hit with either)

	Space/Reach
	2.5 ft. / 2.5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Low light vision 30 ft.

	Saves:
	Fort: 0 Ref: 1  Will: 0

	Ability Scores:
	Str: 6 Dex: 14 Con: 10 Int: 8 Wis: 6 Cha: 8

	Skills:
	Climb: +2, Jump +1, Swim +2

	Feats:
	Weapon Finesse

	Environment:
	Mountainous or otherwise hilly regions

	Organization:
	Solitary, pair, team (3-5) or squad (6-11), swarm (12-20)

	Challenge Rating:
	½

	Treasure:
	Standard

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	–– 

	Color:
	Red


Description: A small (1 ½ ft. to 2 ft.) creature weighing 15 to 30 pounds. Eyes vary from black to red.  Their skin color varies from red to reddish brown.  They have a tough hide, which grants them natural armor of +1.  If attacking is necessary, they will usually do it in swarms, and rarely go into combat alone.
Society:  Kobolds generally live in cave networks and survive on scavenging.  They live in mountainous areas, and do not travel unless they lose a food source.  Their governmental system is generally a dictatorship, with a couple of witch doctor generals.

Crimson Kobolds
	Size
	Small

	Hit Dice
	1d4

	Initiative
	+2

	Speed
	20 feet.

	Armor Class
	15

	Base Attack/Grapple
	+1/-5

	Attack
	1d2 (pike) or 1d2 (javelin) (+ 3 to hit with either)

	Full Attack
	1d2 (pike) or 1d2 (javelin) (+ 3 to hit with either)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Low light vision 30 ft.

	Saves:
	Fort: 0 Ref: 1  Will: 0

	Ability Scores:
	Str: 6 Dex: 14 Con: 10 Int: 8 Wis: 6 Cha: 8

	Skills:
	Climb: +2, Jump +1, Swim +2

	Feats:
	Weapon Finesse

	Environment:
	Mountainous or otherwise hilly regions

	Organization:
	Solitary, pair, team (3-5) or squad (6-11), swarm (12-20)

	Challenge Rating:
	½

	Treasure:
	Standard

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	–– 

	Color:
	Red


Description: A small (1 ½ ft. to 2 ft.) creature weighing 15 to 30 pounds. Eyes vary from black to red.  Crimson Kobolds are a dark red crimson color, hence the name.  They have a tough hide covered in fur, which grants them natural armor of +1.  If attacking is necessary, they will usually do it in swarms, and rarely go into combat alone.

Society:  Kobolds generally live in cave networks and survive on scavenging.  They live in mountainous areas, and do not travel unless they lose a food source.  Their governmental system is generally a dictatorship, with a couple of witch doctor generals.

Kobolds of Kher Keep
	Size
	Small

	Hit Dice
	1d4

	Initiative
	+2

	Speed
	20 feet.

	Armor Class
	15

	Base Attack/Grapple
	+1/-5

	Attack
	1d2 (pike) or 1d2 (javelin) (+ 3 to hit with either)

	Full Attack
	1d2 (pike) or 1d2 (javelin) (+ 3 to hit with either)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Low light vision 30 ft.

	Saves:
	Fort: 0 Ref: 1  Will: 0

	Ability Scores:
	Str: 6 Dex: 14 Con: 10 Int: 8 Wis: 6 Cha: 8

	Skills:
	Climb: +3, Jump +1, Swim +2

	Feats:
	Weapon Finesse

	Environment:
	Mountainous or otherwise hilly regions

	Organization:
	Solitary, pair, team (3-5) or squad (6-11), swarm (12-20)

	Challenge Rating:
	½

	Treasure:
	Standard

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	–– 

	Color:
	Red


Description: A small (1 ½ ft. to 2 ft.) creature weighing 15 to 30 pounds. Eyes vary from black to red.  Crimson Kobolds are a dark red crimson color, hence the name.  They have a tough hide, which grants them natural armor of +1.  If attacking is necessary, they will usually do it in swarms, and rarely go into combat alone.

Society:  The Kobolds of Kher Keep defend Kher Keep from attackers (poorly) and are usually bolstered by a taskmaster and an overlord. This makes them significantly more powerful than your average Kobold.
Maggot Carrier
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+1

	Speed
	30 feet.

	Armor Class
	11

	Base Attack/Grapple
	+1

	Attack
	Claw 1d6 + 1 (+2 to hit)

	Full Attack
	Claw 1d6 + 1 (+2 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Undead

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 12 Dex: 12 Con: -- Int: -- Wis: 10 Cha: 12

	Skills:
	--

	Feats:
	--

	Environment:
	Swampy areas, wetlands

	Organization:
	Solitary, pair, team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Evil

	Level Adjustment:
	––

	Color:
	Black


Description: A maggot carrier is a zombie that stands approximately 4 feet tall, but due to its posture appears to be only 2 or 3 feet tall. It saunters forward, rather than walking. Maggot carriers are covered in rotting flesh and maggots, and their general appearance is disgusting.  Creatures entering a 30 ft. radius of a maggot carrier must make a fortitude save DC 13 or be nauseated.  In combat a maggot carrier generally will claw at the nearest enemy until it is dead.
Bile Urchin
	Size
	Small

	Hit Dice
	1d4

	Initiative
	--

	Speed
	N/A

	Armor Class
	--

	Base Attack/Grapple
	+0/-5

	Attack
	N/A

	Full Attack
	N/A

	Space/Reach
	2.5 ft. / 2.5 ft.

	Special Attacks:
	Death Effect

	Special Qualities:
	N/A

	Saves:
	Fort: 4 Ref: 3  Will: 1

	Ability Scores:
	Str: -- Dex: -- Con: 4 Int: 2 Wis: -- Cha: --

	Skills:
	N/A

	Feats:
	N/A

	Environment:
	Swampy areas, wetlands

	Organization:
	Solitary, pair, team (3-5) or squad (6-11) or Swarm (12-20)

	Challenge Rating:
	1/8

	Treasure:
	Standard

	Alignment:
	Chaotic Evil

	Level Adjustment:
	––   

	Color:
	Black


Description: Bile urchins are actually rarely seen, because they live in the swamplands.  Most often, you don’t know one is there until you’ve stepped on it, and by then you’ve become poisoned.  If you step on a bile urchin, you must make a fortitude save DC 14 or take one point of damage, and move at half speed for two rounds.
Bile Urchins as an item: In some cases, Bile Urchins are used as caltrops, and their poison can be used as a sedative for medicinal uses. Bile urchins, if harvested properly, can be sold for 1 sp.  Bile Urchins can be sold live or dead, as their poisons can still be used for many days after the Urchin dies.
Prickly Boggart
	Size
	Small

	Hit Dice
	1d6

	Initiative
	+3

	Speed
	30 feet.

	Armor Class
	14

	Base Attack/Grapple
	+1/-5

	Attack
	Bone Spear 1d4 +1 (+4 to hit) or Bone Javelin 1d4 (+4 to hit)

	Full Attack
	Bone Spear 1d4 +1 (+4 to hit) or Bone Javelin 1d4 (+4 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	Fear

	Special Qualities:
	Darkvision 60 feet

	Saves:
	Fort: 1 Ref: 3  Will: 3

	Ability Scores:
	Str: 12 Dex: 16 Con: 10 Int: 2 Wis: 14 Cha: 12

	Skills:
	Climb: +4, Jump +4, Swim +4, Hide +6, Bluff +2, Intimidate +2

	Feats:
	Weapon Finesse

	Environment:
	Swampy areas, wetlands

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Evil

	Level Adjustment:
	––   

	Color:
	Black


Description: Prickly Boggarts stand 3 to 3 ½ feet tall, and are generally black, wearing some leather strips for armor.  They live and hunt in the swampy areas, oftentimes sitting for long periods of time before attacking.  Spikes of bone protrude from their spines which look an awful lot like the spear it wields in combat.
Combat: Prickly Boggarts are excellent at hiding, ,and even better at stabbing.  They lurk in the swamps until an enemy comes within range, then they hurl a javelin or stab their enemy with a spear.
Blood Pet
	Size
	Small

	Hit Dice
	1d4

	Initiative
	+1

	Speed
	20 ft.

	Armor Class
	11

	Base Attack/Grapple
	+1/-5

	Attack
	Bite 1d3 (+1 to hit)

	Full Attack
	Bite 1d3 (+1 to hit)

	Space/Reach
	2.5 ft. / 2.5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Sacrificial Purposes

	Saves:
	Fort: 0 Ref: 0  Will: 1

	Ability Scores:
	Str: 4 Dex: 10 Con: 8 Int: 2 Wis: 4 Cha: 4

	Skills:
	Hide +2

	Feats:
	N/A

	Environment:
	Swampy areas, wetlands

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	½ 

	Treasure:
	None

	Alignment:
	Chaotic Evil

	Level Adjustment:
	––   

	Color:
	Black


Description: A blood pet is a small, fat creature with four legs, and is generally used only for sacrificial purposes.  You can purchase a blood pet for 25 gp, or summon them with the spell Summon Blood Pet.
Combat: A Blood Pet attacks with a bite attack if it is ordered to, but generally they are only kept around for its mana uses.
Sacrificial ability: If you have a blood pet, you may force it to explode into a mushy essence which adds a black mana to your mana pool for one turn.

Carnophage
	Size
	Medium

	Hit Dice
	2d4

	Initiative
	+1

	Speed
	30 feet.

	Armor Class
	11

	Base Attack/Grapple
	+1

	Attack
	Claw 1d6 (+1 to hit)

	Full Attack
	2 claws 1d6 (+1 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Undead, Flesh dependency

	Saves:
	Fort: 0 Ref: 2  Will: 1

	Ability Scores:
	Str: 8 Dex: 14 Con: -- Int: -- Wis: 10 Cha: 8

	Skills:
	Climb: +4, Jump +4, Swim +4

	Feats:
	N/A

	Environment:
	Swampy areas, wetlands

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Evil

	Level Adjustment:
	––   

	Color:
	Black


Description: A creature consisting mostly of bones with a small amount of flesh comes at you with a crazy fury.  It stands between 4 and 6 feet tall, about the size of a human, and attacks with its claws.
Combat: Every 1d4 rounds, a carnophage must consume flesh for a full round.

Stone-Throwing Devils
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+2

	Speed
	30 feet.

	Armor Class
	13

	Base Attack/Grapple
	+1

	Attack
	Stones 1d4 + 1 (+3 to hit)

	Full Attack
	Stones 1d4 + 1 (+3 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	First Strike

	Saves:
	Fort: 0 Ref: 3  Will: 1

	Ability Scores:
	Str: 10 Dex: 14 Con: 12 Int: 12 Wis: 14 Cha: 16

	Skills:
	Climb: +4, Jump +4, Swim +4, Hide +4

	Feats:
	N/A

	Environment:
	Swampy areas, wetlands

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Lawful Evil

	Level Adjustment:
	––   

	Color:
	Black


Description: Stone-Throwing Devils are just that, little (3 to 4 ft.) devils that throw stones.  They are generally pale pink in color, with a soft fleshy appearance.
Combat: A stone-throwing devil primarily throws stones at its enemies, and takes advantage of their first strike ability to do so.  They always have the first attack, and hopefully the last attack.  If they do not kill an enemy with their first volley of stones, they generally retreat a few feet back and try again.

Knucklebone Witch
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+3

	Speed
	30 feet.

	Armor Class
	16  (Depending on sets of armor)

	Base Attack/Grapple
	+1

	Attack
	Bone Spear 1d6 (+1 to hit)

	Full Attack
	Bone Spear 1d6 (+1 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Bonepicker

	Saves:
	Fort: 4 Ref: 3  Will: 1

	Ability Scores:
	Str: 8 Dex: 16 Con: 10 Int: 14 Wis: 12 Cha: 12

	Skills:
	Climb: +4, Jump +4, Swim +4

	Feats:
	N/A

	Environment:
	Swampy areas, wetlands

	Organization:
	Solitary, pair

	Challenge Rating:
	2

	Treasure:
	Standard

	Alignment:
	Chaotic Evil

	Level Adjustment:
	––

	Color:
	Black


Description: Knucklebone witches are a part of the Boggart tribe, and generally there is only one or two in the whole society.  They gather the bones of their allies to use as weapons and armor.
Combat:  Knucklebone witches gain strength the more Boggarts you kill.  They scavenge the bones of their comrades to use as weapons and armor.  For each allies’ set of bones they pick up to use as armor, they gain a +1 bonus to their armor, and for each allies’ set of bones they pick up they gain an additional weapon.
Molting Harpy
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+2

	Speed
	40 feet. fly speed.

	Armor Class
	14

	Base Attack/Grapple
	+1/+2

	Attack
	Claw 1d6 + 1 (+2 to hit)

	Full Attack
	N/A

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	Flyby Attack

	Special Qualities:
	Fly

	Saves:
	Fort: 0 Ref: 1  Will: 2

	Ability Scores:
	Str: 12 Dex: 12 Con: 10 Int: 12 Wis: 10 Cha: 14

	Skills:
	Climb: +4, Jump +4, Swim +4

	Feats:
	N/A

	Environment:
	Swampy areas, wetlands

	Organization:
	Solitary, pair, team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Evil

	Level Adjustment:
	––   

	Color:
	Black


Description: A 4 – 4 ½ ft. flying gray or brownish colored harpy, half-birdlike and half-humanoid. They generally make a nest and hunt for food.
Combat: Molting harpies utilize their flyby attack in combat, and swoop down and attack people with their claws.

If summoned: Each turn you must pay one mana to keep molting harpy summoned.

Defiant Elf
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+2

	Speed
	30 feet.

	Armor Class
	15 (10 + leather armor + dexterity)

	Base Attack/Grapple
	+1/+1

	Attack
	Sword 1d6 (+2 to hit) or Crossbow 1d6 (+2 to hit)

	Full Attack
	Sword 1d6 (+2 to hit) or Crossbow 1d6 (+2 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Trample

	Saves:
	Fort: 1 Ref: 2  Will: 1

	Ability Scores:
	Str: 10 Dex: 14 Con: 10 Int: 12 Wis: 16 Cha: 12

	Skills:
	Climb: +4, Jump +4, Swim +4

	Feats:
	Weapon Finesse

	Environment:
	Forests

	Organization:
	Solitary, pair, team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Lawful Neutral

	Level Adjustment:
	––   

	Color:
	Green


Description: Elves stand about 4 ½ to 6 feet tall and have pointy ears. Their eyes are usually blue or green. They wear natural clothing and armor, usually of hides and leather or bark. They use swords or crossbows for combat.
Combat:  Defiant elves are strong fighters and try to utilize their trample ability as much as possible, hitting the enemies with the least hit points.

Naf’s Asp
	Size
	Tiny

	Hit Dice
	1d4

	Initiative
	+0

	Speed
	15 feet.

	Armor Class
	12

	Base Attack/Grapple
	+1/+2

	Attack
	Bite 1d2 + poison (+2 to hit)

	Full Attack
	Bite 1d2 + poison (+2 to hit)

	Space/Reach
	2.5 ft. / 0 ft.

	Special Attacks:
	Poisonous bite

	Special Qualities:
	None

	Saves:
	Fort: 2 Ref: 1  Will: 0

	Ability Scores:
	Str: 6 Dex: 10 Con: 8 Int: 2 Wis: 8 Cha: 10

	Skills:
	Climb: +4, Swim +4, Hide +8

	Feats:
	N/A

	Environment:
	Forests

	Organization:
	Solitary, pair, team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Evil

	Level Adjustment:
	––   

	Color:
	Green


Description: A small green asp, approximately 1 to 2 feet in length.  It has some yellow markings on the side of its head, most likely indicating that it is poisonous.
Combat:  A Naf’s Asp’s bite poisons its enemies, dealing them 1 additional damage the following round, and a secondary effect of 1 more additional damage 5 rounds later.  This damage can be prevented with a successful fortitude save dc 14.  A mage may also use his mana to prevent this damage by paying one mana instead of making the reflex save.
Elvish Hexhunter
	Size
	Medium

	Hit Dice
	1d8

	Initiative
	+2

	Speed
	30 ft.

	Armor Class
	14 (+2 from dex, and +2 from leather or hide armor)

	Base Attack/Grapple
	+1

	Attack
	1d4 Quarterstaff (+2 to hit) or 1d6 Light Crossbow (+2 to hit)

	Full Attack
	1d4 Quarterstaff (+2 to hit) or 1d6 Light Crossbow (+2 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	Disenchants on death

	Special Qualities:
	N/A

	Saves:
	Fort: +0 Ref: +2 Will: +1

	Ability Scores:
	Str: 10 Dex: 14 Con: 8 Int: 11 Wis: 10 Cha: 11

	Skills:
	Search: +4 Spot: +4 Listen: +4 Diplomacy: +4

	Feats:
	Weapon Finesse

	Environment:
	Forests and Plains

	Organization:
	Solitary, Pair, or team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Neutral Good

	Level Adjustment:
	--

	Color:
	Green and White


Description: An elf approximately 5 to 6 and a half feet tall holding a quarterstaff.  This elf seems to have a slight aura about him.

On death: Destroy one enchantment enchanting any creature or player within 30 feet. The caster level check on this dispel is 14.

Scuzzback Scrapper
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+2

	Speed
	30 ft.

	Armor Class
	14 (+2 from dex, and +2 from leather or hide armor)

	Base Attack/Grapple
	+1/+3

	Attack
	Claw 1d6 +2 (+3 to hit)

	Full Attack
	Two claws 1d6 +2 each (+3 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	Wither

	Saves:
	Fort: +1 Ref: +1 Will: +0

	Ability Scores:
	Str: 14 Dex: 10 Con: 12 Int: 9 Wis: 8 Cha: 7

	Skills:
	Hide: +2 Move silently: +1

	Feats:
	N/A

	Environment:
	Forests or mountains

	Organization:
	Solitary, Pair, or team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic neutral

	Level Adjustment:
	--

	Color:
	Green and Red


Description: A 4 and a half to 5 foot tall goblinoid creature with sharpened claws and horns. They wear rusty armor covered in barbed protrusions.  Their eyes are usually red, and they have patches of brown fur on their sides and backs.
In combat: A scuzzback scrapper uses some hit and run tactics, but most of the time tries to sink its claws in and cause wounding damage to its enemies.

Wither: Each time an enemy of the scrapper is hit, that creature or player receives a wounding counter.

Tattermunge Maniac
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+5

	Speed
	30 ft.

	Armor Class
	12

	Base Attack/Grapple
	+1/+3

	Attack
	Claw 1d6 +2 (+3 to hit)

	Full Attack
	Two claws 1d6 +2 each (+3 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	Must attack each turn if able, or receives a -2 penalty to AC for the round.

	Saves:
	Fort: +0 Ref: +2 Will: +0

	Ability Scores:
	Str: 14 Dex: 10 Con: 12 Int: 6 Wis: 3 Cha: 5

	Skills:
	Intimidate: +4, Escape artist: +2

	Feats:
	Improved Initiative

	Environment:
	Forests or mountains

	Organization:
	Solitary, Pair, or team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Evil

	Level Adjustment:
	--

	Color:
	Green and Red


Description: A crazed goblin warrior wearing armor and weapons fashioned from its previous enemy leaps forth with a great tenacity.  At first, it may look like a different type of creature – its previous enemy in combat.

In Combat: This creature is pretty well insane, and has no room for logic or reason, it’s only purpose is to fight.  In combat it will attack the closest thing to it with as much force as possible.

Boros Recruit
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+2

	Speed
	30 ft.

	Armor Class
	16 (+4 from a chain shirt, +1 from dexterity, +1 from a shield)

	Base Attack/Grapple
	+1/+3

	Attack
	Long Sword 1d8 +2 (+2 to hit)

	Full Attack
	Long Sword 1d8 +2 (+2 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	First Strike

	Saves:
	Fort: +1 Ref: +2 Will: +0

	Ability Scores:
	Str: 14 Dex: 10 Con: 12 Int: 11 Wis: 10 Cha: 12

	Skills:
	Spot: +4 Diplomacy: +4, Heal +2, Knowledge (white) +4

	Feats:
	Power Attack, Dodge

	Environment:
	Forests or mountains

	Organization:
	Solitary, Pair, or team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic neutral

	Level Adjustment:
	--

	Color:
	White and Red


Description: A fully armored goblin, which seems much more sophisticated than any goblin you’ve ever seen. Standing about 3 ½ ft. to 4 ft. tall, a proud warrior.
In Combat: A boros recruit is just like any other soldier in combat, trained to be fierce, but logical and not afraid to retreat when necessary.

Basking Rootwalla
	Size
	Small

	Hit Dice
	1d6

	Initiative
	+1

	Speed
	20 ft.

	Armor Class
	

	Base Attack/Grapple
	+0/+1

	Attack
	Bite 1d3 (+1 to hit)

	Full Attack
	Bite + enlarge 1d3 + 2 damage (+3 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	Enlarge (in a full attack action, +4 to strength and Natural Armor)

	Saves:
	Fort: +1 Ref: +1 Will: +0

	Ability Scores:
	Str: 10 Dex: 10 Con: 8 Int: 1 Wis: 14 Cha: 6

	Skills:
	Search: +4, Spot: +4, Hide + 6

	Feats:
	N/A

	Environment:
	Forests

	Organization:
	Solitary, Pair, or team (3-5)

	Challenge Rating:
	½

	Treasure:
	Standard

	Alignment:
	True Neutral

	Level Adjustment:
	--

	Color:
	Green


Description: A small orange lizard with light purple legs and brown eyes. This lizard does not appear to be poisonous, but seems like a determined creature.

In combat: The basking rootwalla waits until an enemy is within range, then strikes by enlarging itself and hitting the most threatening enemy.  A basking rootwalla is good at blending in with its surroundings, but not necessarily good at judging whether or not someone is hostile towards it.

Ghazban Ogre
	Size
	Large

	Hit Dice
	1d6

	Initiative
	+0

	Speed
	40 ft.

	Armor Class
	11 (+1 from hide or leather armor)

	Base Attack/Grapple
	+1/+7

	Attack
	Club 1d10 +2 (+3 to hit)

	Full Attack
	Club 1d10 +2 (+3 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	Fights for whoever seems to be winning. Ghazban Ogres are constantly under the effects of the spell Death Ward.

	Saves:
	Fort: +1 Ref: +1 Will: +0

	Ability Scores:
	Str: 14 Dex: 8 Con: 14 Int: 4 Wis: 8 Cha: 7

	Skills:
	Spot: +2, Sense Motive: +2

	Feats:
	N/A

	Environment:
	Forests

	Organization:
	Solitary, rarely in a pair

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic neutral

	Level Adjustment:
	--

	Color:
	Green


Description:  Ghazban Ogres are a tall, greenish-gray or pale blue ogre standing 8 ft. to 10 ft. tall, usually wielding a club, or a small tree trunk. They seem very difficult to trust, even if they are fighting alongside you and your allies.
In combat: The Ghazban Ogres are a strange group, and they generally side with whichever group seems to be winning in combat.  They have a great admiration – if you can say a creature that drools this much has such a thing – for powerful warriors, and have almost no respect for spellcasting, probably because they can’t understand it.
Llanowar Elves
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+2

	Speed
	30 ft.

	Armor Class
	14 (+2 from dex, and +2 from leather or hide armor)

	Base Attack/Grapple
	+1

	Attack
	1d4 Quarterstaff (+1 to hit)

	Full Attack
	1d4 Quarterstaff (+1 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	Can use a full round action to add one green mana to the mana pool of an ally within 60 ft. of itself.

	Saves:
	Fort: +0 Ref: +2 Will: +1

	Ability Scores:
	Str: 10 Dex: 14 Con: 8 Int: 12 Wis: 10 Cha: 11

	Skills:
	Search: +4 Spot: +4 Listen: +4, Knowledge (green): +7

	Feats:
	Skill focus Knowledge (green)

	Environment:
	Forests

	Organization:
	Solitary, Pair, or team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Neutral Good

	Level Adjustment:
	--

	Color:
	Green


Description: Llanowar Elves are approximately 5 ½ to 6 ft. tall with strange markings on their head, which is partially shaven to reveal these markings. They are primarily female, and seem to have a certain bond with nature.

In Combat: Llanowar Elves generally lend themselves to the spellcasters in the area, and don’t usually resort to using weapons in combat, hoping their spellcasters and shamans are capable of dispatching any intruders that try to attack their groves or forests.

Elves of Deep Shadow
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+2

	Speed
	30 ft.

	Armor Class
	14 (+2 from dex, and +2 from leather or hide armor)

	Base Attack/Grapple
	+1

	Attack
	1d4 Sickle (+1 to hit)

	Full Attack
	1d4 Sickle (+1 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	Can add one black mana to the mana pool of an ally within 60 feet of itself. This action is a full round action, and drains the elf of one hit point.

	Saves:
	Fort: +0 Ref: +2 Will: +1

	Ability Scores:
	Str: 10 Dex: 14 Con: 8 Int: 12 Wis: 10 Cha: 11

	Skills:
	Search: +4 Spot: +4 Listen: +4, Knowledge (green): +7

	Feats:
	Skill focus Knowledge (green)

	Environment:
	Forests, or swampy regions

	Organization:
	Solitary, Pair, or team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Neutral Good

	Level Adjustment:
	--

	Color:
	Green


Description: Elves of Deep Shadow are like a standard elf, but with a gray to blackish skin tone, and black hair.  They also have dark colored eyes, ranging from dark green to black.
In Combat: Like Llanowar Elves, the Elves of Deep Shadow generally lend their powers to the spellcasters and shamans in their group, and try to rely on them to protect their homes.

Elvish Scrapper
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+2

	Speed
	30 ft.

	Armor Class
	15(+2 from dex, and +2 from leather or hide armor, +1 from wooden shield)

	Base Attack/Grapple
	+1/+1

	Attack
	1d6 Short Sword (+1 to hit)

	Full Attack
	1d6 Short Sword (+1 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	Tries to destroy enemies’ weapons in combat

	Saves:
	Fort: +0 Ref: +2 Will: +1

	Ability Scores:
	Str: 10 Dex: 14 Con: 8 Int: 12 Wis: 10 Cha: 11

	Skills:
	Search: +2, Spot: +2, Knowledge (green): +2

	Feats:
	Improved Sunder

	Environment:
	Forests

	Organization:
	Solitary, Pair, or team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	True Neutral

	Level Adjustment:
	--

	Color:
	Green


In combat: An elvish scrapper is specialized for destroying its’ enemies’ weapons in combat. A scrapper will usually try to destroy your weapons before trying to kill you.
Elvish Lookout
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+2

	Speed
	30 ft.

	Armor Class
	14 (+2 from dex, and +2 from leather or hide armor)

	Base Attack/Grapple
	+1

	Attack
	Light Crossbow 1d6 (+3 to hit), or Dagger 1d4 (+1 to hit)

	Full Attack
	Light Crossbow 1d6 (+3 to hit), or Dagger 1d4 (+1 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	Shroud 15

	Saves:
	Fort: +0 Ref: +2 Will: +1

	Ability Scores:
	Str: 10 Dex: 14 Con: 8 Int: 12 Wis: 12 Cha: 11

	Skills:
	Search: +4 Spot: +6 Listen: +6, Knowledge(creatures): +4, Move Silently: +4, Hide: +4

	Feats:
	Alertness

	Environment:
	Forests

	Organization:
	Solitary, Pair

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Neutral Good

	Level Adjustment:
	--

	Color:
	Green


Elvish lookouts are generally used to warn their allies of an impending attack. If they have to resort to combat they will use their light crossbow and try to escape to warn others.  They carry a sounding horn to warn their elven brethren of danger.
Elvish Herder
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+2

	Speed
	30 ft.

	Armor Class
	14 (+2 from dex, and +2 from leather or hide armor)

	Base Attack/Grapple
	+1

	Attack
	Club 1d6 (+1 to hit)

	Full Attack
	Club 1d6 (+1 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	Can give its allies trample once per round as a free action at will

	Saves:
	Fort: +0 Ref: +1 Will: +2

	Ability Scores:
	Str: 10 Dex: 14 Con: 8 Int: 12 Wis: 12 Cha: 11

	Skills:
	Handle Animal: +4, Ride: +4 Listen: +2, Knowledge(creatures): +4

	Feats:
	N/A

	Environment:
	Forests

	Organization:
	Solitary, Pair

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Neutral Good

	Level Adjustment:
	--

	Color:
	Green


Description: Elvish herders are primarily used in the tribe to help tame animals and for farming purposes.  They can also help their allies in combat by granting them trample for one round once per round.

Elvish Handservant
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+2

	Speed
	30 ft.

	Armor Class
	14 (+2 from dex, and +2 from leather or hide armor)

	Base Attack/Grapple
	+1

	Attack
	Club 1d6 (+1 to hit)

	Full Attack
	Club 1d6 (+1 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	+6 bonus to dodge AC and +6 bonus to attack and damage rolls vs. giants

	Saves:
	Fort: +0 Ref: +1 Will: +2

	Ability Scores:
	Str: 10 Dex: 14 Con: 8 Int: 12 Wis: 12 Cha: 11

	Skills:
	Diplomacy: +4, Ride: +4 Listen: +2, Knowledge(creatures): +4

	Feats:
	N/A

	Environment:
	Forests, mountains

	Organization:
	Solitary, Pair

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Neutral Good

	Level Adjustment:
	--

	Color:
	Green


Elvish Handservants generally are not found among normal elves, and instead are around giants as a servant or slave.  They gain bonuses vs. giants in combat because they are so familiar with giants’ fighting styles and weak points.

Mossdog
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+3

	Speed
	30 ft.

	Armor Class
	15

	Base Attack/Grapple
	+1

	Attack
	Bite 1d4 +1 (+2 to hit)

	Full Attack
	Bite 1d4 +1 (+2 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	When targeted by a spell or ability, gains 1d4 temporary hit points for 1d4 rounds, and a +1 bonus to damage rolls for one round.

	Saves:
	Fort: +0 Ref: +1 Will: +2

	Ability Scores:
	Str: 10 Dex: 14 Con: 8 Int: 12 Wis: 12 Cha: 11

	Skills:
	Listen: +2, Spot: +1

	Feats:
	N/A

	Environment:
	Forests

	Organization:
	Solitary, Pair, team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	True Neutral

	Level Adjustment:
	--

	Color:
	Green


Description: A quadraped creature approximately 2 and a half feet tall and about 4 feet long, looks very similar to a dog but appears to be either made of moss, or just covered in it.

In Combat: A mossdog will bite and attempt to trip its enemies, and hope to be targeted by their spells and abilities, to gain temporary bonuses to damage and hit points for a short duration of time. This creature could easily tear apart an army of spellcasters, but against any sort of melee, this would be easy to defeat.
Rogue Elephant
	Size
	Large

	Hit Dice
	3d6

	Initiative
	+3

	Speed
	50 ft.

	Armor Class
	13

	Base Attack/Grapple
	+1/+8

	Attack
	Stomp 1d8 + 3 (+4 to hit)

	Full Attack
	Stomp 1d8 + 3 (+4 to hit) and a free grapple attempt

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	Trunk Grapple

	Special Qualities:
	When Summoned, the summoner must sacrifice a green mana in his mana pool for the day.

	Saves:
	Fort: +0 Ref: +1 Will: +2

	Ability Scores:
	Str: 16 Dex: 10 Con: 8 Int: 2 Wis: 8 Cha: 8

	Skills:
	Spot: +2

	Feats:
	N/A

	Environment:
	Forests

	Organization:
	Solitary

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	--

	Color:
	Green


Description: A large elephant with several scars, probably from being beaten or captured, appears very powerful and proud. Very likely this creature will appear to be hostile immediately upon detecting creatures within its area.  This creature may have markings from a local circus or a wizard’s name branded somewhere on its body.

In Combat: A rogue elephant will charge the nearest seemingly-threatening creature or player in combat, and will try to stomp them with their feet, and grapple them with their trunk or pin them to the ground with its feet.

Scryb Sprites
	Size
	Tiny

	Hit Dice
	1d4

	Initiative
	+3

	Speed
	30 ft. Fly

	Armor Class
	15 (+2 from tiny, +3 from dexterity)

	Base Attack/Grapple
	+1

	Attack
	Spear 1d2 (+2 to hit) or Sling 1 damage (+3 to hit)

	Full Attack
	Spear 1d2 (+2 to hit) or Sling 1 damage(+3 to hit)

	Space/Reach
	1 ft / 0 ft

	Special Attacks:
	N/A

	Special Qualities:
	Flying

	Saves:
	Fort: +0 Ref: +2 Will: +0

	Ability Scores:
	Str: 10 Dex: 16 Con: 8 Int: 10 Wis: 10 Cha: 13

	Skills:
	Listen: +2, Hide: +2

	Feats:
	N/A

	Environment:
	Forests

	Organization:
	Solitary, Pair, Team (3-5)

	Challenge Rating:
	½

	Treasure:
	Standard

	Alignment:
	Neutral Good

	Level Adjustment:
	--

	Color:
	Green


Description: A small fey approximately 6 inches to 1 ft. tall with green wings and a green body with pink markings on its sides.
In Combat: A scryb sprite will use its size and flight to its advantage, throwing small pellets at you from high in the sky, attempting to blend in with the foliage.

Nimble Mongoose
	Size
	Small

	Hit Dice
	1d6

	Initiative
	+4

	Speed
	20 ft.

	Armor Class
	14 (1 size, 3 dex) 

	Base Attack/Grapple
	+1

	Attack
	Claw 1d4 (+4 to hit)

	Full Attack
	Claw 1d4 (+4 to hit)

	Space/Reach
	2.5/ 2.5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Shroud 14

	Saves:
	Fort: +0 Ref: +4 Will: +0

	Ability Scores:
	Str: 10 Dex: 16 Con: 10 Int: 2 Wis: 6 Cha: 6

	Skills:
	Listen: +2, Hide: +2

	Feats:
	Improved Initiative, Dodge

	Environment:
	Forests

	Organization:
	Solitary, Pair, Team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Neutral Good

	Level Adjustment:
	--

	Color:
	Green


Description: A small mongoose, which moves very quickly, and seems to emanate a faint aura.

In Combat: A nimble mongoose is a difficult creature to hit indeed, and very resilient to spells, a nimble mongoose will usually attack the fighters in a group rather than the casters, because it can fare better against spells than it can against weapons.

Spore Frog
	Size
	Tiny

	Hit Dice
	1d4

	Initiative
	+2

	Speed
	15 ft.

	Armor Class
	13

	Base Attack/Grapple
	+0

	Attack
	Tongue 1 subdual damage

	Full Attack
	Tongue 1 subdual damage

	Space/Reach
	1.0 ft. / 0 ft.

	Special Attacks:
	N/A

	Special Qualities:
	When killed, creates a cloud of spores which prevents combat and sight for all creatures within a 20 ft. radius of where it died.

	Saves:
	Fort: +0 Ref: +1 Will: +0

	Ability Scores:
	Str: 7 Dex: 12 Con: 6 Int: 2 Wis: 6 Cha: 11

	Skills:
	Listen: +2, Hide: +2

	Feats:
	N/A

	Environment:
	Forests, Primarily a summoned creature

	Organization:
	Solitary, Pair, Team (3-5)

	Challenge Rating:
	1/4th 

	Treasure:
	Standard

	Alignment:
	True Neutral

	Level Adjustment:
	--

	Color:
	Green


Description: A small frog with an array of holes in its back, which puff out small clouds of what appears to be a white smoke.

In Combat: A spore frog will usually run away, and sometimes creates a cloud of spores in an attempt to escape, each round the spore frog can fill the 5 ft. by 5 ft. space where it is with its spores in an attempt to conceal itself.  All enemies attempting to attack the frog while the spore cloud is in effect suffer a 50% miss chance.

Virulent Sliver
	Size
	Small

	Hit Dice
	1d6

	Initiative
	+2

	Speed
	20 ft.

	Armor Class
	12

	Base Attack/Grapple
	+1

	Attack
	Claw 1d4 +1 (+2 to hit)

	Full Attack
	Claw 1d4 +1 (+2 to hit)

	Space/Reach
	2.5 / 2.5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Sliver, Poison, Telepathic link with slivers within 200 ft.

	Saves:
	Fort: +0 Ref: +2 Will: +0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 10 Wis: 10 Cha: 10

	Skills:
	Listen: +2, Hide: +2

	Feats:
	N/A

	Environment:
	Primarily found in forests, though a sliver hive can be virtually anywhere

	Organization:
	Solitary, Pair, Team (3-5), Swarm (12-20), Horde (21-35) Throng (36-100)

	Challenge Rating:
	½

	Treasure:
	Standard

	Alignment:
	Neutral Good

	Level Adjustment:
	--

	Color:
	Green


Sliver Society: In the society of slivers, each sliver bolsters its enemies via a telepathic link of information and power.  Each sliver gains the special qualities, abilities, and attacks of any sliver within 60 feet of it. The more slivers there are, with the more abilities, the more dangerous they become.

Description: A very thin creature in the shape of a sickle, with two claws which are also in the shape of a sickle, with a snake-like body.  It uses its claws to drag its body in a snake-like motion. It’s body is orange with a few black markings, most likely indicating that it is poisonous.  It has a barbed tail like a scorpion as well.  Sliver’s heads are oblong shaped, almost cylindrical.
In Combat: Slivers usually try to band together with all their allies to become quite the force, if there is only one sliver it will attempt to try its best in combat, but if there is a hive or any other allies nearby, they will try to get help via their telepathic link.

Marsh Boa
	Size
	Tiny

	Hit Dice
	1d4

	Initiative
	+1

	Speed
	20 ft.

	Armor Class
	13 (+2 from tiny, +1 from dexterity)

	Base Attack/Grapple
	+1

	Attack
	Bite 1d2 + 1 (+2 to hit)

	Full Attack
	Bite 1d2 + 1 (+2 to hit)

	Space/Reach
	1 ft / 0 ft

	Special Attacks:
	N/A

	Special Qualities:
	N/A

	Saves:
	Fort: +1 Ref: +1 Will: +0

	Ability Scores:
	Str: 6 Dex: 12 Con: 8 Int: 2 Wis: 6 Cha: 7

	Skills:
	Listen: +2, Hide: +4

	Feats:
	N/A

	Environment:
	Forests, Swampy areas

	Organization:
	Solitary, Pair

	Challenge Rating:
	½

	Treasure:
	Standard

	Alignment:
	Neutral Good

	Level Adjustment:
	--

	Color:
	Green


Description: A small boa that is amphibious ringed with black and green broken rings that look like a camouflage pattern.

In combat: Marsh boas rely on blending in with their environment to avoid fighting in general, but bite and constrict their prey or enemies if necessary.
Skyshroud Archer
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+3

	Speed
	30 ft.

	Armor Class
	14 (2 from dexterity, 2 from hide armor)

	Base Attack/Grapple
	+1

	Attack
	Light crossbow 1d6 (+2 to hit)

	Full Attack
	Light crossbow 1d6 (+2 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	Wounding shot

	Special Qualities:
	Reach

	Saves:
	Fort: +1 Ref: +1 Will: +0

	Ability Scores:
	Str: 10 Dex: 14 Con: 8 Int: 10 Wis: 10 Cha: 13

	Skills:
	Search: +4, Spot: +4, Listen: +4, Hide: +2

	Feats:
	N/A

	Environment:
	Skyshroud forest

	Organization:
	Solitary, Pair, Team (3-5)

	Challenge Rating:
	½

	Treasure:
	Standard

	Alignment:
	Neutral Good

	Level Adjustment:
	--

	Color:
	Green


Description: The archers of skyshroud have a keen eye, and have special arrows they use against flying intruders. These arrows penetrate the flying creature’s skin and are barbed to cause an open wound.

In combat: They generally target flying creatures first, as they are better trained to hit flying enemies and their arrows are made to kill flying enemies.
Elvish Skysweeper
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+2

	Speed
	30 ft.

	Armor Class
	14 (+2 from dex, and +2 from leather or hide armor)

	Base Attack/Grapple
	+1

	Attack
	Light Crossbow 1d6 (+3 to hit), or Dagger 1d4 (+1 to hit)

	Full Attack
	Light Crossbow 1d6 (+3 to hit), or Dagger 1d4 (+1 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	Sacrificial launch

	Special Qualities:
	N/A

	Saves:
	Fort: +0 Ref: +2 Will: +1

	Ability Scores:
	Str: 10 Dex: 14 Con: 8 Int: 12 Wis: 12 Cha: 11

	Skills:
	Search: +4 Spot: +4 Listen: +4, Jump: +4, Move Silently: +4

	Feats:
	N/A

	Environment:
	Forests

	Organization:
	Solitary, Pair

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	True Neutral

	Level Adjustment:
	--

	Color:
	Green


Description: An elvish skysweeper has a strange set of boots that allow him to make great leaps, but other than that he or she appears like any other elf.

In Combat: An elvish skysweeper will immediately try to climb a tree and leap towards any flying enemies they see, and will attempt to use the force of his or her weight to bring the creature to the ground, which generally results in the skysweeper dying, though his duty has been met.

Skyshroud Ridgeback
	Size
	Medium

	Hit Dice
	2d8

	Initiative
	+2

	Speed
	30 ft.

	Armor Class
	12

	Base Attack/Grapple
	+1

	Attack
	Spiked legs 1d4 +2 (+3 to hit)

	Full Attack
	2 Spiked legs 2d4 + 4 (+3 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	Fading 2, Summonable only, not found in the wild.

	Saves:
	Fort: +0 Ref: +1 Will: +1

	Ability Scores:
	Str: 10 Dex: 14 Con: 8 Int: 12 Wis: 12 Cha: 11

	Skills:
	None

	Feats:
	N/A

	Environment:
	Summon only

	Organization:
	Solitary, Pair

	Challenge Rating:
	1

	Treasure:
	None

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	--

	Color:
	Green


Description: A spikey rodent approximately 2 feet tall and 4 to 5 feet long, slowly seems to fade out of existence.

In Combat: This creature can only make two rounds worth of actions before being sucked back to whatever twisted, strange realm it is originally from.

Joven’s Ferrets
	Size
	Small

	Hit Dice
	1d6

	Initiative
	+2

	Speed
	20 ft.

	Armor Class
	12

	Base Attack/Grapple
	+1

	Attack
	Bite 1d3 + 1 (+2 to hit)

	Full Attack
	Bite 1d3 + 1 (+2 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	Tapping Bite

	Special Qualities:
	Defensive fighting with no penalties

	Saves:
	Fort: +0 Ref: +1 Will: +1

	Ability Scores:
	Str: 12 Dex: 14 Con: 10 Int: 2 Wis: 9 Cha: 8

	Skills:
	Hide: +4, Move Silently: +2

	Feats:
	N/A

	Environment:
	Forests

	Organization:
	Solitary, Pair

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Neutral Good

	Level Adjustment:
	--

	Color:
	Green


Description: A ferret with black and gray stripes.

In combat: Joven’s ferrets cause their enemy to stay tapped for one full round after being bitten by the ferret.

Taunting Elf
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+1

	Speed
	30 ft.

	Armor Class
	13 (+1 dex, +2 hide armor)

	Base Attack/Grapple
	+1

	Attack
	Dagger 1d4 (+2 to hit)

	Full Attack
	Dagger 1d4 (+2 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	Taunts enemies

	Saves:
	Fort: +0 Ref: +1 Will: +1

	Ability Scores:
	Str: 10 Dex: 12 Con: 8 Int: 10 Wis: 8 Cha: 14

	Skills:
	Intimidate: +7, Disguise: +4

	Feats:
	Skill focus (Intimidate)

	Environment:
	Summon only

	Organization:
	Solitary, Pair

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	--

	Color:
	Green


Description: An elf with vivid clothing and quirky mannerisms.  This is the kind of elf that would piss you off if you were drunk and in a bar for being “overly flamboyant.”

In Combat: Mostly just makes fun of his or her enemies, and tries to intimidate them into thinking he is more powerful than he or she actually is.

Skarrgan Pit Skulk
	Size
	Medium

	Hit Dice
	1d8

	Initiative
	+2

	Speed
	30 ft.

	Armor Class
	15 (+1 dex, studded leather armor, wooden shield)

	Base Attack/Grapple
	+1

	Attack
	Short Sword 1d6 +1 (+2 to hit)

	Full Attack
	Short Sword 1d6 +1 (+2 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	Bloodthirst 1

	Saves:
	Fort: +1 Ref: +1 Will: +0

	Ability Scores:
	Str: 12 Dex: 14 Con: 8 Int: 12 Wis: 12 Cha: 11

	Skills:
	Intimidate: +4, Jump: +4, Climb: +4

	Feats:
	N/A

	Environment:
	Forests

	Organization:
	Solitary, Pair, Team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	--

	Color:
	Green


Description: A 4 ½ to 5 ½ ft. humanoid creature with a short sword and a wooden shield, usually wearing studded or regular leather armor.
In Combat: Pit Skulks take advantage of their bloodthirst ability to damage their enemies as much as possible, and then use intimidation to hope everyone else stays out of their way.

Uktabi Drake
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+2

	Speed
	50 ft. fly speed

	Armor Class
	14

	Base Attack/Grapple
	+1

	Attack
	Bite 1d4 (+1 to hit) or Claws 1d6 (+1 to hit)

	Full Attack
	Bite 1d4 (+1 to hit) and Claws 1d6 (+1 to hit) and Wing attack 2d4 (+1 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	Flying, Haste, If summoned, Echo cost of 1GG

	Saves:
	Fort: +0 Ref: +1 Will: +1

	Ability Scores:
	Str: 10 Dex: 14 Con: 10 Int: 7 Wis: 9 Cha: 9

	Skills:
	Move Silently: +2, Hide: +2, Balance: +2, Jump +2

	Feats:
	Multi-attack

	Environment:
	Forest areas with a population of small creatures

	Organization:
	Solitary, Pair

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	--

	Color:
	Green


Description: A green, scaly lizard with wings with some orange markings on them, it looks almost like a miniature dragon. Its eyes are usually red or orange, and it is small enough to perch on a strong limb of a tree.
In combat: An Uktabi Drake will try to use its flight and haste as an advantage to kill its enemies before they can attack it. Uktabi Drakes will usually only attack things that are smaller than them, but in desperation have been known to kill and eat people and other medium sized creatures.

Spark Elemental
	Size
	Medium

	Hit Dice
	1d4

	Initiative
	+4

	Speed
	40 ft.

	Armor Class
	11

	Base Attack/Grapple
	+1

	Attack
	Spark burst 1d6 (+1 to hit)

	Full Attack
	Spark burst 1d6 (+1 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	Trample, Haste, Only lives for a single round., Summon Only

	Saves:
	Fort: +0 Ref: +1 Will: +1

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	None

	Feats:
	Improved Initiative

	Environment:
	Summon only

	Organization:
	Solitary

	Challenge Rating:
	1

	Treasure:
	None

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	--

	Color:
	Red


Description: A spark elemental is more of a spell than a creature.  It lasts for only one round, and then is extinguished.  When summoned, a Spark Elemental starts off as just a spark and turns into a great electrical cloud that strikes at its enemies.

In Combat: When a spark elemental is summoned, it tries to kill the nearest enemy of the caster.

Magus of the Scroll
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+1

	Speed
	30 ft.

	Armor Class
	11

	Base Attack/Grapple
	+1

	Attack
	N/A

	Full Attack
	N/A

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	Cursed Scroll

	Special Qualities:
	N/A

	Saves:
	Fort: +0 Ref: +1 Will: +1

	Ability Scores:
	Str: 10 Dex: 12 Con: 10 Int: 14 Wis: 10 Cha: 10

	Skills:
	Knowledge (creatures): +4, Knowledge(lands): +4, Knowledge(artifacts): +4

	Feats:
	N/A

	Environment:
	Magi laboratories

	Organization:
	Solitary

	Challenge Rating:
	1

	Treasure:
	None

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	--

	Color:
	Red


The Magi: Magi are a group of great mages which have studied a specific artifact or spell and unlocked its secrets entirely.  They have the power to summon the use of these artifacts at will in combat or otherwise. There are several magi of different colors and types of magic, each of varying powers.

This particular magus is the magus of the scroll, and he has harnessed the powers of the Cursed Scroll.  He may use the scroll as a ranged touch attack, dealing 2d6 artifact damage to his target, once per round.
Laccolith Whelp
	Size
	Medium

	Hit Dice
	1d8

	Initiative
	+1

	Speed
	30 ft.

	Armor Class
	11

	Base Attack/Grapple
	+1

	Attack
	Whiptongue 1d6 (+1 to hit)

	Full Attack
	Whiptongue 1d6 (+1 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	May redirect damage dealt to a creature of its choosing

	Saves:
	Fort: +0 Ref: +1 Will: +1

	Ability Scores:
	Str: 12 Dex: 12 Con: 14 Int: 2 Wis: 10 Cha: 10

	Skills:
	Intimidate: +4

	Feats:
	N/A

	Environment:
	Mountains, Volcanoes

	Organization:
	Solitary, Pair, Team(3-5)

	Challenge Rating:
	1

	Treasure:
	None

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	--

	Color:
	Red


Description: Laccolith Whelps are a small lizard creature with hair protruding from its scales, with a tongue that looks like magma.

The laccolith creatures are a strange bunch, which can use a telepathic bond with their enemies that allows them to redirect the damage they deal to any creature of their choosing.

In Combat: A laccolith may use this ability to his advantage by aiming at the least armored creature or player in a party, and redirect the damage to the most armored creature or player.
Dwarven Scorcher
	Size
	Medium

	Hit Dice
	1d8

	Initiative
	+0

	Speed
	20 ft.

	Armor Class
	16 (Dex, Breastplate)

	Base Attack/Grapple
	+1

	Attack
	Battle Axe 1d6 +2 (+3 to hit)

	Full Attack
	Battle Axe 1d6 +2 (+3 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	Fire explosion on death

	Saves:
	Fort: +0 Ref: +1 Will: +1

	Ability Scores:
	Str: 14 Dex: 10 Con: 14 Int: 11 Wis: 10 Cha: 10

	Skills:
	Climb: +4, Swim: +4

	Feats:
	N/A

	Environment:
	Mountains, Volcanoes

	Organization:
	Solitary, Pair, Team(3-5)

	Challenge Rating:
	1

	Treasure:
	None

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	--

	Color:
	Red


Description: Dwarven Scorchers look like a regular dwarf, except they have a faint glow coming from under their skin. This is due to the fact that their blood has traces of a chemical that, when exposed to oxygen, ignites immediately in a fiery explosion.

In Combat: Dwarven Scorchers fight just like any other dwarf, except when they are killed their blood causes an explosion which deals 1 fire damage to all creatures within a 5 ft. radius of where the scorcher is killed.

Agent of Stromgald
	Size
	Medium

	Hit Dice
	1d8

	Initiative
	+1

	Speed
	30 ft.

	Armor Class
	15 (Dex, Chain shirt)

	Base Attack/Grapple
	+1

	Attack
	Dagger 1d4 +1 (+2 to hit)

	Full Attack
	Dagger 1d4 +1 (+2 to hit)

	Space/Reach
	5 ft / 5 ft

	Special Attacks:
	N/A

	Special Qualities:
	May channel allies’ mana from red into black mana

	Saves:
	Fort: +0 Ref: +1 Will: +1

	Ability Scores:
	Str: 12 Dex: 12 Con: 10 Int: 12 Wis: 10 Cha: 10

	Skills:
	Climb: +4, Swim: +4, Knowledge (red): +4, Knowledge (black): +4, Hide: +2, Disguise: +4

	Feats:
	N/A

	Environment:
	Mountains, Swampy regions

	Organization:
	Solitary, Pair, Team(3-5)

	Challenge Rating:
	1

	Treasure:
	None

	Alignment:
	Chaotic Evil

	Level Adjustment:
	--

	Color:
	Red


Agents of Stromgald are humans that are evil mages that enable and encourage corruption of red mages. They generally wear a brown cloak with a blackened chain shirt underneath.
In Combat: Agents of Stromgald don’t really have any additional combat powers, and are basically just a human with a supernatural ability to channel mana into a different color.

Orcish Lumberjack
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+1

	Speed
	30 ft.

	Armor Class
	13 (Leather armor, dexterity)

	Base Attack/Grapple
	+1/+3

	Attack
	Saw 1d4 + 2 (+3 to hit)

	Full Attack
	Saw 1d4 + 2 (+3 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	N/A

	Saves:
	Fort: 1 Ref: 2  Will: 0

	Ability Scores:
	Str: 14 Dex: 12 Con: 12 Int: 9 Wis: 10 Cha: 10

	Skills:
	Balance: +4 Climb: +4 Jump: +4 Knowledge (green): +2 Profession (lumberjack): +4 

	Feats:
	N/A

	Environment:
	Mountains, Forests

	Organization:
	Solitary, pair, team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	––   

	Color:
	Red


Description: Orcish lumberjacks are quite good at deforesting small areas.  They haven’t quite figured out how to draw the mana out of the forests without first cutting them down.  They help the orcish society build houses and palisades by deforesting the outskirts of their mountain region.
In Combat: If disturbed from their work, an orcish lumberjack will use his saw as a weapon if necessary.

Orcish Conscripts
	Size
	Medium

	Hit Dice
	1d8

	Initiative
	+1

	Speed
	30 ft.

	Armor Class
	12 (leather armor)

	Base Attack/Grapple
	+1/+3

	Attack
	Club 1d6 + 2 (+3 to hit)

	Full Attack
	Club 1d6 + 2 (+3 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Cannot attack alone

	Saves:
	Fort: 2 Ref: 0  Will: 0

	Ability Scores:
	Str: 14 Dex: 11 Con: 14 Int: 3 Wis: 10 Cha: 10

	Skills:
	Intimidate: 2 Spot: 2 

	Feats:
	N/A

	Environment:
	Mountains

	Organization:
	Solitary, pair

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	––   

	Color:
	Red


Description: Orcish conscripts seem like a bunch of idiots. They refuse to fight by themselves, and usually flank opponents that are already being attacked, or they won’t enter combat at all. They are quite strong and hearty though, so that makes up for their stupidity at least a little bit.

In Combat: Orcish conscripts will attack an enemy that is in melee with someone else already, not to gain flanking bonuses necessarily, but just because they feel they aren’t strong enough to kill anything on their own – even though they are.
Raging Goblin
	Size
	Small

	Hit Dice
	1d6

	Initiative
	+3

	Speed
	40 ft.

	Armor Class
	14 (+1 from leather straps, dexterity)

	Base Attack/Grapple
	+1

	Attack
	Spiked bone club 1d6 (+1 to hit)

	Full Attack
	Spiked bone club 1d6 (+1 to hit)

	Space/Reach
	2.5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Haste

	Saves:
	Fort: 0 Ref: 1  Will: 0

	Ability Scores:
	Str: 10 Dex: 16 Con: 10 Int: 9 Wis: 10 Cha: 8

	Skills:
	Escape Artist: 4 Tumble: 4: 

	Feats:
	N/A

	Environment:
	Mountains

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	––   

	Color:
	Red


Description: He raged at the world, at his family, at his life. But mostly he just raged.  Raging Goblins aren’t the brightest in the group, but they sure as hell know how to charge into combat.
In Combat: A raging goblin will basically go into a frenzy and charge the nearest enemy, swinging wildly at his enemies with his spiked club.

Skirk Prospector
	Size
	Small

	Hit Dice
	1d6

	Initiative
	+1

	Speed
	20 ft.

	Armor Class
	12 (Hide armor)

	Base Attack/Grapple
	+0

	Attack
	Pick 1d4 (+0 to hit)

	Full Attack
	Pick 1d4 (+0 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Can sacrifice his fellow goblins for 1 red mana

	Saves:
	Fort: 0 Ref: 0  Will: 3

	Ability Scores:
	Str: 8 Dex: 10 Con: 10 Int: 12 Wis: 10 Cha: 10

	Skills:
	Appraise: 4 Concentration: 4 Craft: 4 Decipher Script: 4 Knowledge (red): 2 Spellcraft: 2

	Feats:
	N/A

	Environment:
	Mountains

	Organization:
	Solitary, pair, team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Evil

	Level Adjustment:
	––   

	Color:
	Red


Description: Skirk prospectors generally use a pick in combat, which can be used to drain the life essence out of a fellow goblin.

In Combat: Generally Skirk prospectors will be beside a mage, and a pile of goblin corpses will be on the other side of him.  Skirk prospectors have even been known to sacrifice themselves to help their mages cast more powerful magics.
Karplusan Wolverine
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+1

	Speed
	40 ft.

	Armor Class
	11

	Base Attack/Grapple
	+1/+6

	Attack
	Claws 1d4 + 2 + 1 cold damage (+3 to hit)

	Full Attack
	Claws 1d4 + 2 + 1 cold damage (+3 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Cold effect on attacks.

	Saves:
	Fort: 2 Ref: 0  Will: 0

	Ability Scores:
	Str: 14 Dex: 12 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	N/A 

	Feats:
	N/A

	Environment:
	Cold mountains, icy places

	Organization:
	Solitary, pair, pack (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	True Neutral

	Level Adjustment:
	––   

	Color:
	Red


Description: Karplusan wolverines are about 2 ft. tall and 3 to 5 feet long, weighing approximately 60 to 100 pounds.  They have sharp teeth and claws which have a cold blue aura about them.
In Combat: A Karplusan wolverine will attack its enemies with it’s frosty claws.

Kird Ape
	Size
	Medium

	Hit Dice
	1d8

	Initiative
	+1

	Speed
	30 ft.

	Armor Class
	12 (if in mountains) 15 (if in forests)

	Base Attack/Grapple
	+1/+3

	Attack
	Club 1d6 +2 (+3 to hit)

	Full Attack
	Club 1d6 +2 (+3 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Forest bonuses

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 14 Dex: 10 Con: 12 Int: 2 Wis: 10 Cha: 10

	Skills:
	Bluff: 4 Climb: 4 Intimidate: 2

	Feats:
	N/A

	Environment:
	Mountains or Forests

	Organization:
	Solitary, pair, pack (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	True Neutral

	Level Adjustment:
	––   

	Color:
	Red


Description: A Kird ape is a formidable opponent indeed.  In the mountains they are actually not that strong, but if they are fortunate enough to find a forest, Kird apes are capable of fashioning armor from trees, and their clubs seem fortified by the forests themselves.
In Combat: If a Kird ape is in the forest, they will do a lot better in combat, but in the mountains they aren’t so tough.  If in the forests they will be wearing bark armor which grants them a +3 bonus to armor on top of their +2 bonus from natural armor.  This bark armor is a magical bonus wieldable only by the Kird apes themselves.

Grim Lavamancer
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+2

	Speed
	30 ft.

	Armor Class
	12

	Base Attack/Grapple
	+0

	Attack
	Quarterstaff 1d4 (+0 to hit)

	Full Attack
	Quarterstaff 1d4 (+0 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	Lavamance

	Special Qualities:
	N/A

	Saves:
	Fort: 0 Ref: 0  Will: 3

	Ability Scores:
	Str: 10 Dex: 14 Con: 10 Int: 16 Wis: 13 Cha: 15

	Skills:
	Concentration: 4 Knowledge (red): 4 Spellcraft: 4 Use Magic Device: 4 

	Feats:
	N/A

	Environment:
	Mountains, but anywhere is possible

	Organization:
	Solitary, pair

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	––   

	Color:
	Red


Description: The Grim Lavamancer can be identified by his blue robes, and the fact that he has swirling lava about him.
Lavamance: Once every 1d4 rounds, the Lavamancer can send a 15 ft. line of lava at his enemies, dealing 2d4 points of damage, reflex half.

In Combat: The lavamancer usually starts combat off with his lavamance ability, then tries to not get killed while his ability is recharging.

Bloodfire Dwarf
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+1

	Speed
	20 ft.

	Armor Class
	15 (Scale mail)

	Base Attack/Grapple
	+1

	Attack
	Warhammer 1d8 + 2 (+3 to hit)

	Full Attack
	Warhammer 1d8 + 2 (+3 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Explodes on death

	Saves:
	Fort: 3 Ref: 1  Will: 0

	Ability Scores:
	Str: 15 Dex: 12 Con: 14 Int: 10 Wis: 10 Cha: 10

	Skills:
	Balance: 4 Spot: 4

	Feats:
	N/A

	Environment:
	Mountains

	Organization:
	Solitary, pair, team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Lawful Neutral

	Level Adjustment:
	––   

	Color:
	Red


Description: Bloodfire dwarves can be recognized by a faint glow underneath their skin, and they look very similar to dwarven scorchers at first.  The main difference can only be seen when they are killed.
In combat: A bloodfire dwarf fights just like any other dwarf in combat, except when he dies his blood creates a fiery explosion.

Explodes on death: When a bloodfire dwarf reaches negative hit points his blood ignites in a 20 ft. radius explosion that deals 1d4 damage to everything in the radius, reflex half.

Goblin Soothsayer
	Size
	Small

	Hit Dice
	1d6

	Initiative
	+1

	Speed
	20 ft.

	Armor Class
	14 (medium shield)

	Base Attack/Grapple
	+0

	Attack
	Quarterstaff 1d4 (+0 to hit)

	Full Attack
	Quarterstaff 1d4 (+0 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Bolster Red allies

	Saves:
	Fort: 0 Ref: 0  Will: 3

	Ability Scores:
	Str: 10 Dex: 12 Con: 10 Int: 12 Wis: 10 Cha: 10

	Skills:
	Concentration: 4 Decipher Script: 4 Spellcraft: 4 Use Magic Device: 4 

	Feats:
	N/A

	Environment:
	Mountains, in goblin caves

	Organization:
	Solitary, pair

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	––   

	Color:
	Red


Description: A goblin soothsayer carries around many trinkets in combat, and is constantly bloodstained and smells of entrails.
In combat: A goblin soothsayer is mostly there to bless his or her allies with great powers. Before combat, soothsayers will sacrifice one of their tribe members to benefit the rest of the tribe in combat. This sacrifice grants a +1 divine bonus to AC and a +1 bonus to attack and damage rolls to all allies within 120 ft. radius of the goblin soothsayer.  This effect still lasts for 1d4 rounds after the soothsayer dies.

Goblin Patrol
	Size
	Small

	Hit Dice
	1d6

	Initiative
	+2

	Speed
	20 ft.

	Armor Class
	15 (hide armor)

	Base Attack/Grapple
	+1

	Attack
	Spear 1d6 +1 (+2 to hit) or Javelin 1d4 + 1 (+3 to hit)

	Full Attack
	Spear 1d6 +1 (+2 to hit) or Javelin 1d4 + 1 (+3 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Echo when summoned

	Saves:
	Fort: 2 Ref: 1  Will: 0

	Ability Scores:
	Str: 13 Dex: 14 Con: 10 Int: 9 Wis: 6 Cha: 6

	Skills:
	Intimidate: 4 Ride: 2 Spot: 4 Tumble: 4

	Feats:
	N/A

	Environment:
	Mountains

	Organization:
	Solitary, pair, team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Evil

	Level Adjustment:
	––   

	Color:
	Red


Description: Goblin Patrols don’t seem too well equipped for dodging damage, and they don’t really look like they’re that great at patrolling either.  They actually look more like warriors, carrying many javelins and spears, and charging into combat when they see an enemy, most often forgetting to warn the rest of the tribe like they’re supposed to.
In Combat: Goblin patrols usually try to take their sharp sticks and make a lot of holes.

Mogg Fanatic
	Size
	Small

	Hit Dice
	1d6

	Initiative
	+2

	Speed
	20 ft.

	Armor Class
	14 (Hide armor, size category, dex)

	Base Attack/Grapple
	+1

	Attack
	Goblin Explosives 1d4 (+1 to hit)

	Full Attack
	Goblin Explosives 1d4 (+1 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	Sacrificial Explosion

	Special Qualities:
	N/A

	Saves:
	Fort: 0 Ref: 2  Will: 0

	Ability Scores:
	Str: 12 Dex: 12 Con: 10 Int: 8 Wis: 8 Cha: 8

	Skills:
	Intimidate: 4 Tumble:2

	Feats:
	N/A

	Environment:
	Mountainous regions

	Organization:
	Solitary, pair

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	––   

	Color:
	Red


Description: Mogg fanatics carry around a keg of black powder and a few small bombs and containers to make bombs out of.
In Combat: Mogg fanatics will throw their bombs at their enemies, but have a 10% chance that the bomb will just explode in their hands.  If the bomb explodes in their hands, there’s an 80% chance the bomb will explode and ignite the rest of his or her black powder causing a 5 ft. splash damage explosion dealing 1d6 damage.

Goblin Cohort
	Size
	Small

	Hit Dice
	2d4

	Initiative
	+0

	Speed
	20 ft.

	Armor Class
	13 (Hide armor, size category)

	Base Attack/Grapple
	+1

	Attack
	Bone pick 1d4 + 1 (+2 to hit)

	Full Attack
	Bone pick 1d4 + 1 (+2 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Fear of combat

	Saves:
	Fort: 2 Ref: 0  Will: 0

	Ability Scores:
	Str: 12 Dex: 10 Con: 12 Int: 8 Wis: 8 Cha: 6

	Skills:
	N/A

	Feats:
	N/A

	Environment:
	Mountains, Kamigawa

	Organization:
	Solitary, pair, team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Neutral Evil

	Level Adjustment:
	––   

	Color:
	Red


Description: Goblin Cohorts are distinguishable by their blue-green eyes, and their choice of weapons – a bone pick.
In combat: Goblin Cohorts can only attack if their master is present, so if their master is killed they sort of just stand there doing nothing.  In combat they will only attack the turn after their master, and will only attack the same enemy their master attacked.

Orcish Captain
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+1

	Speed
	30 ft.

	Armor Class
	15 (chain shirt, dex)

	Base Attack/Grapple
	+1

	Attack
	Whip 1d6 + 1 (+2 to hit)

	Full Attack
	Whip 1d6 + 1 (+2 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Chance to bolster allies

	Saves:
	Fort: 2 Ref: 0  Will: 0

	Ability Scores:
	Str: 12 Dex: 12 Con: 14 Int: 6 Wis: 8 Cha: 6

	Skills:
	Intimidate:4

	Feats:
	N/A

	Environment:
	Mountains, The Fallen Empires

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Evil

	Level Adjustment:
	––   

	Color:
	Red


Description: The Orcish captain can be distinguished by his pink fleshy appearance, and the fact that he is wearing better armor than the rest of his men.
In combat: The Orcish captain can bolster his allies in combat as a standard action once per round. Roll 1d6, on a one or two, the ally gains a +2 bonus to his or her next damage roll, on a 3 or 4, the ally takes a -2 penalty to armor, and on a 5 or 6 there is no effect.
Goblin Balloon Brigade
	Size
	Small

	Hit Dice
	1d6

	Initiative
	+1

	Speed
	20 ft.

	Armor Class
	12 (dex, size)

	Base Attack/Grapple
	+1

	Attack
	Rock 1d3 (+2 to hit)

	Full Attack
	Rock 1d3 (+2 to hit)

	Space/Reach
	2.5 ft. / 3 ft.

	Special Attacks:
	Drop rocks

	Special Qualities:
	Flying

	Saves:
	Fort: 1 Ref: 1  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 8 Int: 6 Wis: 10 Cha: 10

	Skills:
	N/A

	Feats:
	N/A

	Environment:
	Mountains

	Organization:
	Pair or Team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	––   

	Color:
	Red


Description: Goblin Balloon brigades are goblins’ poor attempt at conquering the skies.  They are a very clumsy hot air balloon, usually filled with three or four goblins and about a dozen rocks.
In Combat: The goblins in the balloon try to drop their rocks on their unsuspecting targets below.  It takes two goblins to lift each rock.
Frostling
	Size
	Small

	Hit Dice
	1d6

	Initiative
	+1

	Speed
	20 ft.

	Armor Class
	13 (1 Natural armor, size, dex)

	Base Attack/Grapple
	+1

	Attack
	Bite1d4 + 1 (+2 to hit)

	Full Attack
	Bite 1d4 + 1 (+2 to hit)

	Space/Reach
	2.5 ft. / 2.5 ft.

	Special Attacks:
	Frost Bite

	Special Qualities:
	Frost Bite

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 8 Dex: 12 Con: 10 Int: 2 Wis: 10 Cha: 6

	Skills:
	N/A

	Feats:
	N/A

	Environment:
	Icy Mountains, Kamigawa

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Neutral Evil

	Level Adjustment:
	––   

	Color:
	Red


Description: Frostlings are believed to be frost bite incarnate.  They are a crystalline ice creature that lives in, and blends in with icy environments.
In Combat: The frostling will bite its enemies.  This bite deals an additional 1 cold damage unless the receiver of the bite makes a fortitude save DC 13.

Crazed Goblin
	Size
	Small

	Hit Dice
	1d6

	Initiative
	+1

	Speed
	20 ft.

	Armor Class
	12 (size, dex)

	Base Attack/Grapple
	+1

	Attack
	Halberd 1d4 + 1 (+2 to hit)

	Full Attack
	Halberd 1d4 + 1 (+2 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	N/A

	Saves:
	Fort: 1 Ref: 0  Will: 0

	Ability Scores:
	Str: 12 Dex: 12 Con: 8 Int: 6 Wis: 6 Cha: 7

	Skills:
	N/A

	Feats:
	N/A

	Environment:
	Mountains, Mirrodin

	Organization:
	Solitary, pair, team (3-5)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Chaotic Neutral

	Level Adjustment:
	––   

	Color:
	Red


Description: Crazed Goblins have a crazy look in their eyes, and live for one thing – to fight.  They don’t really know what else to do, actually.
In Combat: A crazed goblin will try to attack something – anything that moves.  They will even attack their allies in a combat situation, if they can’t get to an enemy.

Dwarven Grunt
	Size
	Medium

	Hit Dice
	1d6

	Initiative
	+1

	Speed
	20 ft.

	Armor Class
	16 (Plate mail)

	Base Attack/Grapple
	+1

	Attack
	Dwarven War Axe 1d6 +1 (+2 to hit)

	Full Attack
	Dwarven War Axe 1d6 +1 (+2 to hit)

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	N/A

	Special Qualities:
	Darkvision 30 feet.

	Saves:
	Fort: 2 Ref: 0  Will: 0

	Ability Scores:
	Str: 12 Dex: 12 Con: 14 Int: 10 Wis: 10 Cha: 10

	Skills:
	Climb: 2 Tumble: 2

	Feats:
	N/A

	Environment:
	Mountains, Caves

	Organization:
	Solitary, pair

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	Lawful Neutral

	Level Adjustment:
	––   

	Color:
	Red


Description: Dwarven Grunts are the bread and butter of Dwarven Combat.  They can swing an axe pretty well in combat.
In Combat: They don’t really have any additional combat abilities.

Merfolk of the Pearl Trident
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Flying Men
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Cloud Sprite
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Spindrift Drake
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Drifter Il-Dal
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Aven Envoy
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Eager Cadet
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Mother of Runes
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Shield Mate
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Plated Sliver
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Serra Zealot
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Suntail Hawk
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Sidewinder Sliver
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Mystic Penitent
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Savannah Lions
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Nomads En-Kor
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Isamaru, Hound of Konda
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Burrenton Forge-Tender
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Apothecary Initiate
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Soltari Foot Soldier
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Auriok Glavemaster
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Death Speakers
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Tundra Wolves
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Gustcloak Runner
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Dedicated Martyr
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Ivy Elemental
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

Lightning Serpent
	Size
	

	Hit Dice
	

	Initiative
	

	Speed
	

	Armor Class
	

	Base Attack/Grapple
	

	Attack
	

	Full Attack
	

	Space/Reach
	5 ft. / 5 ft.

	Special Attacks:
	

	Special Qualities:
	

	Saves:
	Fort: 0 Ref: 0  Will: 0

	Ability Scores:
	Str: 10 Dex: 10 Con: 10 Int: 2 Wis: 10 Cha: 10

	Skills:
	Appraise: Balance: Bluff: Climb: Concentration: Craft: Decipher Script: Diplomacy: Disable Device: Disguise: Escape Artist: Forgery: Gather Information: Handle Animal: Heal: Hide: Intimidate: Jump: Knowledge (black): Knowledge (blue): Knowledge (green): Knowledge (red): Knowledge (white): Knowledge (artifacts): Knowledge (creatures): Knowledge (enchantments): Knowledge (lands): Listen: Move Silently: Open Lock: Perform: Profession: Ride: Search: Sense Motive: Sleight of Hand: Speak Language: Spellcraft: Spot: Swim: Tumble: Use Magic Device: Use Rope: 

	Feats:
	

	Environment:
	

	Organization:
	Solitary, pair, team (3-5) or squad (6-11)

	Challenge Rating:
	1

	Treasure:
	Standard

	Alignment:
	

	Level Adjustment:
	––   

	Color:
	


Description:

