Slaad:  Red

Large Outsider (Chaotic)

	Hit Dice
	7d8+21 (52 hp)

	Initiative
	+1 (Dex)

	Speed
	30 ft

	AC
	16 (-1 size, +1 Dex, +6 natural)

	Attacks
	Bite +10 melee, 2 claws +8 melee

	Damage
	Bite 2d8+4, claws 1d4+2 and implant

	Face/Reach
	5x5 / 10ft

	SA
	Pounce, implant, stunning croak, summon slaad

	SQ
	Fast healing 5, resistances

	Saves
	Fort +8, Ref +6, Wil +3

	Abilities
	Str 19, Dex 13, Con 17, Int 6, Wis 6, Cha 8

	Skills
	Climb +14, jump +14, listen +6, move silently +5, spot +8

	Feats
	Dodge, multiattack

	Climate
	Any land and underground

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

	CR
	7

	Treasure
	None

	Alignment
	Always CN

	Advancement
	8-10 HD (L); 11-21 (H)


COMBAT:

Resistances (Ex):  Acid, cold, electricity, fire and sonic resistance 5

Implant (Ex):  If it hits with both claws, it can implant an egg pellet into opponent’s body (Fort DC 17). Unconscious/helpless creatures get no save. Egg gestates 1 week before hatching into a blue slaad & eats its way out.  Remove disease and Heal skill (DC 20) kills pellet.  Retries with skill are allowed, but deal 1d4 pts of damage to victim per attempt.  If host is arcane spellcaster, pellet hatches into green slaad.

Pounce (Ex):  If it leaps on a foe in combat, it can make a full attack even though it moved. 

Stunning Croak (Su):  Once per day, can emit a loud croak.  Every creature within 20ft is stunned for 1d3 rounds (Fort DC 16 negates).

Summon Slaad (Sp):  Once per day, a red slaad can attempt to summon another red slaad with a 40% chance of success.

