Hook Horror

Large Beast

	Hit Dice
	5d10+15 (42 hp)

	Initiative
	+1 (Dex)

	Speed
	30 ft

	AC
	17 (-1 size, +1 Dex, +7 natural)

	Attacks
	2 claws +5 melee, bite +0 melee

	Damage
	Claw 1d6+3, bite 2d6+1

	Face/Reach
	5x5 / 10ft

	SA
	Improved Grab

	SQ
	Blindsight, immunity to light, darkvision 60 ft, low-light vision

	Saves
	Fort +4, Ref +4, Wil +1

	Abilities
	Str 17, Dex 13, Con 16, Int 6, Wis 11, Cha 10

	Skills
	Climb +18, Hide +6, Listen +15, Spot +3

	Climate
	Any land and underground

	Organization
	Solitary, gang (2-4), or clan (5-12)

	CR
	3

	Treasure
	Standard

	Alignment
	Always N

	Advancement
	6-8 HD (L), 9-15 HD (H)


COMBAT:

Improved Grab (Ex):  to use this ability, the hook horror must hit with a claw attack.

Tear (Ex):  A hook horror automatically hits with it’s bite attack each round it maintains the hold.

Blindsight (Ex):  Hook horrors can ascertain all foes withing 60 ft using various senses.

Skills:  A hook horror receives a +12 racial bonus to listen and climb checks.

