Umber Hulk

Large Abberation

	Hit Dice
	8d8+32 (68 hp)

	Initiative
	+1 (Dex)

	Speed
	20ft; burrow 20 ft

	AC
	17 (-1 size, +1 Dex, +7 Natural)

	Attacks
	2 Claws +11 melee, bite +9 melee

	Damage
	Claw 2d6+6, bite 2d8+3

	Face/Rch
	5x5 / 10ft

	SA
	Confusing gaze (DC 15)

	SQ
	Tremorsense

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

	Abilities
	Str 23, Dex 13, Con 19, Int 9, Wis 11, Cha 13

	Skills
	Climb +7, jump +14, listen +11

	Feats
	Multiattack

	Climate
	Any underground

	Organization
	Solitary or cluster (2-4)

	CR
	7

	Treasure
	Standard

	Alignment
	Always CE

	Advancement
	9-12 HD (L); 13-24 HD (H)


Speaks own language

COMBAT:

Confusing gaze (Su):  Confusion as cast by an 8th level sorcerer, 30 feet, Wil negates DC 15.

Tremorsense (Ex):  Umber hulks can automatically sense the location of anything within 60 feet that is in contact with the ground.

