Gibberling
Small Humanoid (Gibberling)

	Hit Dice
	1d8 (4 hp)

	Initiative
	+0

	Speed
	30 ft

	AC
	12 (+1 size, +1 natural)

	BA/Grapple
	+1 / -3

	Attacks
	Bite +2 melee; or dagger +1 melee

	Damage
	Bite 1d3; or dagger 1d4

	Face/Rch
	5x5 / 5ft

	SA
	Gibber, teamwork

	SQ
	Bunching, immunities, light vulnerability, fire vulnerability

	Saves
	Fort +0, Ref +2, Wil -2

	Abilities
	Str 10, Dex 10, Con 10, Int 5, Wis 7, Cha 2

	Skills
	Spot +1

	Feats
	Weapon focus: bite

	Climate
	Temperate forest and underground

	Organization
	Solitary, horde (20-100), or wave (101-500)

	CR
	1/3

	Treasure
	None

	Alignment
	Always CN

	Advancement
	--


· Gibber (Ex):  continual insane muttering and shrieking can unnerve creatures with fewer than 2 HD.  Wil save DC 10 or be shaken.  Creatures with 2+ HD not shaken but suffer -2 to concentration checks within 200 ft.
· Teamwork (Ex):  For every two giberlings that are grappling a foe, all gibberlings get a +2 competence bonus on attacks against that foe.  Note: 8 gibberlings can grapple a medium opponent.

· Bunching (Ex): Gibberlings swarm over and around each other with ease.  Up to 3 gibberlings can occupy the same 5x5 foot space.

· Immunities (Ex):  Immune to all mind-affecting effects.

· Light Vulnerability (Ex): Daylight, or the daylight spell, effects gibberlings as a slow spell.  No save.

· Fire Vulnerability (Ex): If attacked with fire, must make a Wil save DC 12 or hang back and refuse to advance the next round.
