Yeti

Large Magical Beast

	Hit Dice
	4d10+16 (38 hp)

	Initiative
	+1 (Dex)

	Speed
	30 ft

	AC
	16 (-1 size, +1 Dex, +6 natural)

	Attacks
	2 claws +9 melee

	Damage
	Claw 1d6+6

	Face/Rch
	5 x 5 / 10ft

	SA
	Frightful gaze, cold aura, improved grab, squeeze

	SQ
	Cold subtype, darkvision 60’, low-light vision

	Saves
	Fort +8, Ref +5, Wil +1

	Abilities
	Str 23, Dex 12, Con 19, Int 10, Wis 11, Chr 12

	Skills
	Hide +5*, spot +6, listen +7

	Feats
	Cleave, power attack

	Climate
	Any cold land

	Organization
	Solitary or gang (2-6)

	CR
	4

	Treasure
	Standard

	Alignment
	Always neutral

	Advancement
	5-7 HD (L); 8-12 HD (H)


Yetis love the taste of human flesh.

COMBAT:

Yetis attack with claws, attempting to grab foes and squeeze them against their frigid bodies.

Improved Grab (Ex):  To use this ability, the yeti must hit an opponent with a claw attack.  If it gets a hold, it can squeeze.

Squeeze (Ex):  A yeti that gets a grapple automatically deals claw damage with an additional 1d6 points or crushing damage from the crushing force each round the hold is maintained.

Cold Aura (Su):  A yeti’s body generates intense cold, dealing 1d6 points of damage per round of contact.

Frightful gaze (Su:):  30 foot range, Wil save (DC 13) or become frightened for 1d3 rounds (must flee, if cannot, -2 morale penalty to attack rolls, weapon damage rolls, and saves.  Can use special abilities, including spells, to flee; the creature must use those means if they are the only way to escape).

Cold subtype (Ex):  cold immunity, double damage from fire except on successful save.

Skills:  +4 racial bonus to listen & spot. 

 * Due to coloration, Yetis receive a +8 bonus to hide in snowy areas.

