Quaggoth
Medium Monstrous Humanoid

	Hit Dice
	3d8+6 (19 hp)

	Initiative
	+4 (improved initiative)

	Speed
	30 ft, climb 30 ft

	AC
	14 (+4 natural)

	BA/Grapple
	+3 / +11

	Attacks
	2 claws +7 melee, bite +2 melee; OR greatclub +7 mele

	Damage
	Claws 1d4+4, bite 1d4+2; OR 1d10+6

	Face/Rch
	5x5 / 5ft

	SA
	Rage

	SQ
	Scent, fear immunity

	Saves
	Fort +3, Ref +3 Wil +4

	Abilities
	Str 18, Dex 11, Con 15, Int 7, Wis 12, Cha 10

	Skills
	climb +12, hide +3 (+5), listen +7, search +10, spot +3, survival +6

	Feats
	Improved Initiative, Improved Grapple

	Climate
	Underground

	Organization
	Solitary, hunting band (4), clan (16-48), or gathering (200)

	CR
	3

	Treasure
	Standard

	Alignment
	Usually NE

	Advancement
	By character class


COMBAT:

Rage:  50% chance if wounded.   +4 Str & Con, +2 Wil saves, -2 AC.  Rage lasts for 7 rounds (3+ new Con mod).

Skills:  Quaggoths gain a +2 circumstance bonus to hide checks in shadowy areas because of their dark fur.
