Slaad: Gray

Medium Outsider (Chaotic)

	Hit Dice
	10d8+30 (75 hp)

	Initiative
	+1  (Dex)

	Speed
	30 ft

	AC
	22 (+1 Dex, +11 natural)

	Attacks
	2 claws +14 melee; bite +12 

	Damage
	Claw 2d4+4, bite 2d8+2

	Face/Reach
	5x5 / 5ft

	SA
	Spell-like abilities, summon slaad

	SQ
	Fast healing 5, DR 10/+1, resistances, alternate form

	Saves
	Fort +10, Ref +8, Wil +9

	Abilities
	Str 19, Dex 13, Con 17, Int 14, Wis 14, Cha 14

	Skills
	Climb +15, hide +14, jump +17, knowledge (arcane) +13, listen +15, move silently +14, search +15, spot +15

	Feats
	Multiattack, item creation feats (any two)

	Climate
	Any land and underground

	Organization
	Solitary or pair

	CR
	10

	Treasure
	Double standard

	Alignment
	Always CN

	Advancement
	11-15 HD (M), 16-30 HD (L)


COMBAT:

Resistances (Ex):  Acid, cold, electricity, fire and sonic resistance 5

Spell-like Abilities (Sp):  At will—animate objects, chaos hammer, deeper darkness, detect magic, dispel law, fly, identify, invisibility, lightning bolt, magic circle against law, see invisibility, shatter, and power word blind.  These abilities are as the spells cast by a 15th-level sorcerer (save DC 12+spell level).
Alternate Form (Su):  Shift between natural & any humanoid form at will.  Items are used in humanoid form. Can remain in humanoid form indefinitely.  Otherwise similar to polymorph self spell cast by 10th level sorcerer.

Summon Slaad (Sp):  Once per day, a red slaad can attempt to summon 1-2 red slaadi or 1 blue slaad with a 40% chance of success, or 1 green slaad with a 20% chance of success.

