Assassin Vine
Large Plant

	Hit Dice
	4d8+12 (30hp)

	Initiative
	+0

	Speed
	5 ft

	AC
	15 (-1 size, +6 natural), touch 9, flat-footed 15

	B.A. / Grapple
	+3 / +12

	Attack
	Slam +7 melee (1d6+7)

	Space/Rch (ft)
	10 / 10 ft (20ft with vines)

	SA
	Entangle, improved grab, constrict (1d6+7)

	SQ
	Blindsight 30 ft, camouflage, electricity immunity, lowlight vision, plant traits, cold + fire resistance 20, blindsight

	Saves
	Fort +7, Ref +1, Wil +2

	Abilities
	Str 20, Dex 10, Con 16, Int —, Wis 13, Cha 9

	Environment
	Temperate and warm forests and underground

	Organization
	Solitary or 2-4

	CR
	3

	Treasure
	1/10th coins, 50% goods + items

	Alignment
	N

	Advancement
	5-16 HD (huge) 17-32 HD (G)


This vine has a fibrous stem covered with brown, stringy bark and as thick as a human’s forearm.  Its leaves are shaped like human hands.
COMBAT:

Entangle (Su):  can animate plants within 30ft as free action.  Lasts until vine is dead or dismissed (free action).  Mimics entangle spell as 4th level caster (DC 13).  Save DC is Wisdom based.
Improved Grab (Ex):  must hit with a vine attack, may attempt to start a grapple as a free action (no AoO).  If it wins the grapple check, it establishes a hold and can constrict immediately.

Blindsight (Ex):  no visual organs but can ascertain all foes withing 30 ft using sound, scent, and vibration.

Camouflage (Ex):  Spot DC 20 to notice before it attacks. Anyone with ranks in Survival or Knowledge (nature) can use one of those skills instead of Spot to notice the plant.  Dwarves can use stonecunning to notice the subterranean version.
