Goblyn

Medium Monstrous Humanoid

	Hit Dice
	4d8+8 (26 hp)

	Initiative
	+3 (Dex)

	Speed
	30 ft

	AC
	15 (+3 Dex, +2 natural)

	Attacks
	2 claws +6 melee, bite +4 melee

	Damage
	Claw 1d4+2, bite 1d8+1

	Face/Rch
	5x5 / 5ft

	SA
	Improved Grab, feasting, startle

	SQ
	Controlled, SR 13, immunities, darkvision 90 ft

	Saves
	Fort +3, Ref +7, Wil +4

	Abilities
	Str 14, Dex 16, Con 14, Int 8, Wis 10, Cha 13

	Skills
	Climb +10, hide +8, listen +3, move silently +10, spot +3

	Feats
	Endurance, Multiattack

	Climate
	Any land and underground

	Organization
	Solitary, gang (2-5) or pack (7-12)

	CR
	2

	Treasure
	None

	Alignment
	Always NE

	Advancement
	5-6 HD (medium)


Live under total control of master.  Never instigate combat on their own, but will attack whatever the are ordered to attack without mercy or fear.  Eat almost anything.  Never sleep or grow bored.

COMBAT:

Improved Grab (Ex):  must hit with both claw attacks.  If it gets a hold, it can feast.

Feasting (Ex):  on following round, may use its bite to rend the victim’s face.  During feasting, it gains +4 circumstance bonus to any opposed grapple checks to maintain its hold.  For each 10 points of feasting damage, victim must succeed at a Fort save DC 12 or increase Outcast Rating by 1 due to scarring.  Regenerate removes all OR modifiers incurred by scarring.

Startle (Ex):  First time encountered, Fear save DC 13 or be stunned for 1 round.

Controlled (Su):  share telepathic bonds with creator and all other goblyns created by master.  Can communicate telepathically with any of them at will.

Immunities:  Immune to sleep and mind-influencing spells.

