Gremiska

Tiny Beast

	Hit Dice
	1/2 d10 (2 hp)

	Initiative
	+10 (+6 Dex, +4 Imp. Init)

	Speed
	50 ft, climb 30 ft

	AC
	18 (+2 size, +6 Dex)

	Attacks
	2 claws +8 melee, bite +3 melee

	Damage
	Claw 1d2-3, bite 1d3-3

	Face/Rch
	2 ½ x 2 ½ / 0 ft

	SA
	Swarm, improved grab

	SQ
	Low-light vision, darkvision 60 ft, skitterish

	Saves
	Fort +2, Ref +8, Wil –1

	Abilities
	Str 5, Dex 23, Con 10, Int 13, Wis 9, Cha 7

	Skills
	Hide +18, listen +4, move silently +8, pick pocket +12, spot +4, tumble +10

	Feats
	Improved initiative, weapon finesse (claws, bite)

	Climate
	Any land

	Organization
	Swarm (20-40)

	CR
	1/3

	Treasure
	Double standard

	Alignment
	Unsually CE

	Advancement
	1-2 HD (Small)


Surprisingly intelligent, speak own language and can understand (but not speak) other languages.

COMBAT:

Use ambush and trap tactics.  Flee from superior opponents.

Improved Grab (Ex):  must hit with both claw attacks.  If it gets a hold, it latches & automatically deals bite damage each round.  Target is not considered grappled.  Any excess damage to gremishka is dealt to victim.

Swarm (Ex):  Attack in droves.  Up to 20 gremishkas can attack (and latch onto) a Medium-sized target in a single round.  Double for each size category larger, & halve it for each smaller.  For every 4 gremishkas latched on, add +1 to the total damage inflicted by their bite attacks.

Skitterish (Ex):  A gremishka must make a Fear save (DC 15) if suddenly exposed to bright light, such as that created by a daylight spell.

