Darter

Tiny Beast

	Hit Dice
	1d10+1 (6 hp)

	Initiative
	+4 (Dex)

	Speed
	20 ft

	AC
	16 (+2 size, +4 Dex)

	Attacks
	Needles +6 ranged, or bite +6 melee

	Damage
	Needles 1d3-4 and poison, Bite 1d4-4 and blood drain

	Face/Reach
	2 ½ x 2 ½ / 50 ft 

	SA
	Attach, blood drain, poison

	SQ
	

	Saves
	Fort +3, Ref +6, Wil +1

	Abilities
	Str 3, Dex 19, Con 12, Int 1, Wis 13, Cha 6

	Skills
	Hide +14

	Feats
	Finesse (bite)

	Climate
	Temperate and warm forests + undergound

	Organization
	2-4, 5-12, 12-30

	CR
	½

	Treasure
	None

	Alignment
	Always N

	Advancement
	None


COMBAT:

Blood Drain (Ex): 1d4 Con each full round attached.

Attach (Ex):  if it hits with a melee attack, it automatically attaches and drains each round (automatic).  An attached Darter has AC 12.

Poison (Ex):  Darters’ thin needles are coated with a virulent paralysis poison.  The DC is 15 (despite their HD or Con, and it deals 1d6 Dex / 1d6 Dex damage)

A typical darter has about 16 needles it can fire with a range increment of 10’.  It regenerates 2 per day.

Note:  Darters provoke attacks of opportunity from any opponent that has any reach, and they do not threaten spaces
