Sahuagin

Medium Humanoid (Aquatic)

	Hit Dice
	2d8+2 (11 hp)

	Initiative
	+1 (Dex)

	Speed
	30ft; swim 60 ft

	AC
	16 (+1 Dex, +5 natural)

	Attacks
	Trident +3 melee, 2 rakes +1 melee (or 2 rakes +3 melee, 2 claws +1 melee), bite +1 melee; or heavy crossbow +2 ranged

	Damage
	Trident 1d8+2, rake 1d4+2 (1d4+1 when a secondary attack), claw 1d2+1, bite 1d4+1; or heavy crossbow 1d10

	Face/Rch
	5 x 5 / 5ft

	SA
	Blood frenzy

	SQ
	Speak with sharks, underwater sense, light blindness, amphibious, freshwater sensitivity

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

	Abilities
	Str 14, Dex 13, Con 12, Int 14, Wis 13, Cha 9

	Skills
	Animal empathy +2, hide +6*, Listen +7*, Profession (hunt) +2, spot +7*, wilderness lore +1*

	Feats
	Multiattack

	Climate
	Warm aquatic

	Organization
	Solitary, pair, team (5-8), patrol (11-20 plus 1 3rd level lieutenant and 1-2 sharks), band or tribe (see MM p 157)

	CR
	2

	Treasure
	Standard

	Alignment
	Always LE

	Advancement
	By character class


Sahuagin ask for and giving no quarter. 

Blood Frenzy:  1/day, if damaged, can fly into a frenzy the following round, clawing and biting madly until either it or opponent is dead.  It gains +2 Con and +2 Strength, and suffers a –2 AC penalty.  Cannot end rage voluntarily.

Speak with Sharks (Ex):  telepathically, 150ft. May train.

Underwater Sense (Ex):  like blindsight at 30 ft range.  Can detect opp. without central nervous systems at range of 15 ft.  Not fooled by figments while underwater.

Light Blindness (Ex):  abrupt exposure to bright light blinds for 1 round.  Also,  –1 to attacks, saves, checks.

Amphibious (Ex):  Survive out of water for (½ Con) hrs.

Freshwater Sensitivity (Ex):  (full immersion) Fort DC 15 or leave.  Failure means –4 attack rolls, saves, & checks.  Repeat save for each 10 minutes it remains immersed.

Skills:  +4 racial bonus to hide, listen, spot.  *Underwater, bonus is +8.  +8 wild. lore & hunt within 50 m. of home.

