BoneBat
Medium Undead

	Hit Dice
	4d12 (26 hp)

	Initiative
	+1 (dex)

	Speed
	10 ft, fly 90 ft (Average)

	AC
	13 (+1 Dex, +2 natural) touch 11, flatfooted 13

	B.A. / Grapple
	+2 / +2

	Attack
	Claws +3 melee (1d4+1 plus paralysis)

	Full Attack
	Bite +3 melee (1d6+1 plus paralysis) and Claws +1 melee (1d4 plus paralysis)

	Space/Rch 
	5ft / 5ft

	SA
	Paralysis

	SQ
	Undead traits, Darkvision 120 ft, Lowlight Vision, See invisibility, DR 5/blunt

	Saves
	Fort +1, Ref +2, Wil +4

	Abilities
	Str 12, Dex 13, Con --, Int 6, Wis 10, Cha 12

	Skills
	Hide +7, Listen +6, Move Silently +7, Spot +6

	Feats
	Flyby attack, Multi-attack

	Environment
	Any

	Organization
	Flock (2-8)

	CR
	2

	Treasure
	None

	Alignment
	Always NE

	Advancement
	--


Bonebats are undead bats that serve as messengers, guardians, and battle allies to evil clerics and wizards and to powerful undead (such as liches and vampires).  They appear as skeletal giant bats with 5-foot wingspans and dark, empty eye sockets.
COMBAT:
Paralysis (Su):  Fortitude DC 13 or be paralyzed for 1d4+1 rounds.  Elves are immune.  The DC is Charisma based.
See Invisibility (Su):  Bonebats can see invisible creature and objects within 60 feet.

Undead:  Immune to mind-affecting effects, poison, sleep, paralysis, stunning, and disease.  Not subject to critical hits, ability damage, non-lethal damage, energy drain, or death from massive damage.
