Kenku

Medium Monstrous Humanoid

	Hit Dice
	2d8+2 (9 hp)

	Initiative
	+3 (Dex)

	Speed
	30 ft, Fly 60 ft (poor)

	AC
	15 (+1 natural, +1 padding, +3 Dex)

	Attacks
	+5 melee weapon (finesse) OR 2 claws +2, bite –3

	Damage
	By weapon, claw d4, bite d6

	Face/Rch
	5x5 / 5ft or by weapon

	SA
	Spell-like abilites

	SQ
	SR 17

	Saves
	Fort +1, Ref +6, Wil +5

	Abilities
	Str 10, Dex 17, Con 13, Int 14, Wis 15, Cha 11

	Skills
	Balance +7, Climb +5, Disguise +9, Escape Artist +5, Hide +8, Jump +5, Listen +7, Move Silently +8, Search +7, Spot +10, Tumble +7

	Feats
	Weapon finesse (any 1 weapon)

	Climate
	Any land and Underground

	Organization
	Solitary, gang (2-5), 6-10, or 11-30

	CR
	1, 2 (3HD), 4 (4HD), 5 (5 HD) 

	Treasure
	Standard

	Alignment
	Always N

	Advancement
	By character class (see below)


COMBAT:
Skills:  All kenku enjoy a +4 racial bonus to the following skills:  disguise, balance, climb, jump, search, spot, and tumble

Spell-like abilities:  All function as spells cast by a wizard of the same level as kenku has HD (DC 12+ spell lvl).

Advancement:  As kenku advance, they gain spell-like abilities:

3 HD: 
1st level wizard spell (usually magic missile)

Polymorph Self once / 30 days – unlimited duration.

4 HD
1st level wizard spell (usually shocking grasp)


Invisibility at will

5HD
2nd level wizard spell (usually web or mirror image), and Call Lightning 1/day

