Dire Rat
Small Animal

	Hit Dice
	1d8+1 (5 hp)

	Initiative
	+3 (Dex)

	Speed
	40ft, climb 20ft

	AC
	15 (+1 size, +3 Dex, +1 natural), touch 14, flatfooted 12

	B.A. / Grapple
	+0 / -4

	Attack
	Bite +4 melee (1d4 plus disease)

	Space/Rch 
	5x5 / 5ft

	SA
	Disease

	SQ
	Lowlight vision, Scent

	Saves
	Fort +3, Ref +5, Wil +3

	Abilities
	Str 10, Dex 17, Con 12, Int 1, Wis 12, Cha 4

	Skills
	Climb +11, hide +8, listen +4, move silently +4, spot +4, swim +11

	Feats
	Alertness, Weapon finesse*

	Environment
	Any

	Organization
	Solitary or pack (11-20)

	CR
	1/3

	Treasure
	None

	Alignment
	Always N

	Advancement
	2-3 HD (S), 4-6 HD (M)


A dire rat can grow up to 4 feet long and weigh over 50  pounds.

COMBAT:

Disease (Ex):  filth fever – bite, Fortitude save (DC 11), incubation 1d3 days, damage 1d3 Dex and Con.  The DC is Constitution based.

Scent (Ex):  detect opponents within 30 ft by smell (60 ft 

upwind, 15 feet downwind).  Strong scents detected at double ranges, overpowering scents at triple ranges.  If it moves within 5 ft of the source, the creature may pinpoint the source (even if concealed).  May track by scent (DC 10 for fresh trail, +2 / hr old) using Wilderness Lore or a Wisdom check.  

Skills:  Dire rates have a +8 racial bonus on Climb checks and can always choose to take 10 on Climb checks, even if rushed or threatened.

* Dire rats use their Dexterity modifier for Climb and Swim checks.
