Worg

Medium Magical Beast

	Hit Dice
	4d10+8 (30 hp)

	Initiative
	+2 (Dex)

	Speed
	50 ft

	AC
	14 (+2 Dex, +2 natural)

	Attacks
	Bite +7 melee

	Damage
	Bite 1d6+4

	Face/Rch
	5x5 / 5ft

	SA
	Trip

	SQ
	Scent

	Saves
	Fort +6, Ref +6, Wil +3

	Abilities
	Str 17, Dex 15, Con 15, Int 6, Wis 14, Cha 10

	Skills
	Hide +7, listen +9, move silently +7, spot +9, wilderness lore +2*

	Feats
	Alertness

	Climate
	Any forest, hill, plains, and mountains

	Organization
	Solitary, pair, or pack (6-11)

	CR
	2

	Treasure
	1/10 coins; 50% goods, 50% items

	Alignment
	Always NE

	Advancement
	5-6 HD (M); 7-12 HD (L)


Speak own language, some speak Common and goblin
COMBAT:

Trip (Ex):  A worg that hits with a bite attack can attempt to trip the opponent as a free action (see page 139 in the Player’s Handbook) without making a touch attack or provoking an attack of opportunity.  If the attempt fails, the opponent cannot react to trip the worg.

Skills:  A worg receives a +1 racial bonus to listen, move silently, and spot checks, and a +2 racial bonus to hide checks.  A worg has a +4 racial bonus to wilderness lore checks when tracking by scent.

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, a worg may pinpoint the source (even if concealed).  May track by scent (DC 10 for fresh trail, +2 / hr old) using Wilderness Lore or a Wisdom check.  

