Gnoll Huntmaster  Level 5 artillery 

Medium Natural Humanoid  xp 200 

Initiative +6       Senses: Perception +11, low-light vision

Hp 50  Bloodied 25  Speed 7

AC 19  Fortitude 16  Reflex 17  Will 14

Alignment: Chaotic Evil  Languages Abyssal, Common

Skills: Intimidate +7,  Stealth +11

Str 16 (+5), Dex 19 (+6), Wis 14 (+4), Con 14 (+4), Int 8 (+1), Cha 7 (+0)

Equipment: leather armor, longbow, handaxe, quiver of 30 arrows

	Attack
	M or R
	Act-w/e/d
	Bon v Def
	Damage

	Handaxe
	M
	St-W
	+9 vs AC
	1d6+3

	Longbow
	R 20/40
	St-w
	+10 vs AC
	1d10+4


Bloodied: gnoll gets +2 damage to melee/ranged if it is bloodied

Pack Attack: +5 damage to ranged or melee if target has 2 adjacent gnoll’s allies

Gnoll Claw Fighter  Level 6 Skirmisher

Medium Natural Humanoid  xp 250 

Initiative +7       Senses: Perception +6, low-light vision

Hp 70  Bloodied 35  Speed 8

AC 20  Fortitude 18 Reflex 16  Will 15

Alignment: Chaotic Evil  Languages Abyssal, Common

Skills: Intimidate +8 

Str 19 (+7), Dex 15 (+5), Wis 12 (+2), Con 14 (+5), Int 9 (+2), Cha 7 (+1)

Equipment: leather armor 

	Attack
	M or R
	Act-w/e/d
	Bon v Def
	Damage

	Claw
	M
	St-W
	+11 vs AC
	1d6+4


Bloodied: gnoll gets +2 damage to melee/ranged if it is bloodied

Pack Attack: +5 damage to ranged or melee if target has 2 adjacent gnoll’s allies

Clawing Charge: if it charges, the gnoll can make 2 claw attacks

Mobile Melee: can move up to 4 squares, attack, move away and not incur opportunity attack

Gnoll Marauder Level 6 Brute

Medium Natural Humanoid  xp 250 

Initiative +5       Senses: Perception +7, low-light vision

Hp 84  Bloodied 42  Speed 7

AC 18  Fortitude 18 Reflex 15  Will 15

Alignment: Chaotic Evil  Languages Abyssal, Common

Skills: Intimidate +8, Stealth +10 

Str 20 (+8), Dex 14 (+5), Wis 14 (+5), Con 14 (+5), Int 9 (+2), Cha 7 (+1)

Equipment: leather armor, light shield, spear 

	Attack
	M or R
	Act-w/e/d
	Bon v Def
	Damage

	Spear
	M
	St-W
	+10 vs AC
	1d8+6

	Quick Bite
	M
	Fr-w
	+7 vs AC
	1d6+2


Bloodied: gnoll gets +2 damage to melee/ranged if it is bloodied

Pack Attack: +5 damage to ranged or melee if target has 2 adjacent gnoll’s allies

Quick Bite: quick bite is a free action it can make when it makes a melee hit on a bloodied target (must attack same target)

Gnoll Demonic Scourge Level 8 Brute (leader)

Medium Natural Humanoid  xp 350 

Initiative +6       Senses: Perception +7, low-light vision

Hp 106  Bloodied 53  Speed 5

AC 20  Fortitude 21 Reflex 18  Will 18

Alignment: Chaotic Evil  Languages Abyssal, Common

Skills: Intimidate +13, Insight +10, Religion +10 

Str 20 (+9), Dex 14 (+6), Wis 12 (+5), Con 16 (+7), Int 13 (+5), Cha 15 (+6)

Equipment: hide armor, heavy flail 

	Attack
	M or R
	Act-w/e/d
	Bon v Def
	Damage

	Heavy Flail
	M
	St-W
	+13 v AC
	2d6+5


Bloodied: gnoll gets +2 damage to melee/ranged if it is bloodied

Pack Attack: +5 damage to ranged or melee if target has 2 adjacent gnoll’s allies

Bloodied Enemy: flail knocks a bloodied enemy prone

Leader of the Pack: aura 5, allies +1 to hit, +2 if Scourge bloodied

Bloodthrist: if it bloodies an enemy in melee, adjacent ally gets free attack

Overwhelming Attack: (encounter): bloodthirst applied to 2 allies

