Gnome (typical)

Small Humanoid

	Hit Dice
	1d8+1 (5 hp) – warrior

	Initiative
	+0

	Speed
	20ft

	AC
	17 (+1 size, +4 chain shirt, +2 small shield)

	Attacks
	Short sword +2 melee, light crossbow +2

	Damage
	Short sword 1d6-1, crossbow 1d8

	Face/Rch
	5x5 / 5ft

	SA
	Gnome traits, spells

	SQ
	Gnome traits, speak with animals

	Saves
	Fort +3, Ref +0, Wil +0

	Abilities
	Str 8, Dex 10, Con 12, Int 11, Wis 11, Cha 11

	Skills
	Listen +4, Spot +2

	Feats
	Weapon focus (short sword)

	Climate
	Any forest, hills, underground

	Organization
	Company (2-4), squad (11-20 plus 1 leader of 3rd-6th level and 2 3rd level lieutenants), or band (30-50 plus 1 3rd level sergeant per 20 adults, 5 5th level lieutenants, 3 7th level captains, and 2-5 dire badgers) 

	CR
	½

	Treasure
	Standard

	Alignment
	Usually NG

	Advancement
	By class


COMBAT:

Spells:  Gnomes with intelligence of 10+ can cast dancing lights, ghost sound, and prestidigitation each 1/day as a 1st level wizard (spell failure applies).

Speak with animals (Sp): 1/day can use speak with animals as a 1st level druid to communicate with burrowing animals (rabbits, badgers, etc).

Gnome Traits (Ex): Lowlight vision, +2 saves vrs illusions, +1 to hit kobolds and goblinoids, +4 dodge bonus against giants
