Bugbear
Medium Humanoid (Goblinoid)

	Hit Dice
	3d8+3 (16 hp)

	Initiative
	+1 (Dex)

	Speed
	30 ft

	AC
	17 (+1 Dex, +3 natural, +2 leather, +1 small shield) 

	B.A. / Grapple
	+2 / +4

	Attack
	Morningstar +4 melee (1d8+2) or Javelin +3 range (1d6+2)

	Space/Rch (ft)
	5ft / 5ft

	SQ
	Darkvision 60ft, scent

	Saves
	Fort +2, Ref +4, Wil +1

	Abilities
	Str 15, Dex 12, Con 13, Int 10, Wis 10 Cha 9

	Skills
	Climb +3, Hide +4, Listen +4, move silently +6, spot +4

	Feats
	Alertness, Weapon Focus: Morningstar

	Environment
	Any underground

	Organization
	Solitary, 2-4, 11-20+

	CR
	2

	Treasure
	Standard

	Alignment
	Usually CE

	Advancement
	By class

	Level Adjust.
	+1


Bugbears speak Goblin and Common
COMBAT:
Bugbears prefer to ambush opponents whenever possible.  When hunting, they normally send scouts ahead of the main group that, if they spy prey, return to report and bring up reinforcements.  Bugbear attacks are coordinated, and their tactics are sound, if not brilliant.

Scent (Ex):  Detect opponents within 30 ft by smell (60 ft upwind, 15 feet downwind).  Strong scents detected at double ranges, overpowering scents at triple ranges.  If it moves within 5 ft of the source, the creature may pinpoint the source (even if concealed).  May track by scent (DC 10 for fresh trail, +2 / hr old) using Survival skill or a Wisdom check.  

Skills:  Bugbears have a +4 racial bonus to Move Silently checks.
