SATYR

	 
	Medium Fey

	Hit Dice:
	5d6+5 (22 hp)

	Initiative:
	+1

	Speed:
	40 ft. (8 squares)

	Armor Class:
	15 (+1 Dex, +4 natural), touch 11, flat-footed 14

	Base Attack/Grapple:
	+2/+2

	Attack:
	Head butt +2 melee (1d6) or shortbow +3 ranged (1d6/x3)

	Full Attack:
	Head butt +2 melee (1d6) and dagger –3 melee (1d4/19–20); or shortbow +3 ranged (1d6/x3)

	Space/Reach:
	5 ft./5 ft.

	Special Attacks:
	Pipes

	Special Qualities:
	Damage reduction 5/cold iron, low-light vision

	Saves:
	Fort +2, Ref +5, Will +5

	Abilities:
	Str 10, Dex 13, Con 12, Int 12, Wis 13, Cha 13

	Skills:
	Bluff +9, Diplomacy +3, Disguise +1 (+3 acting), Hide +13, Intimidate +3, Knowledge (nature) +9, Listen +15, Move Silently +13, Perform (wind instruments) +9, Spot +15, Survival +1 (+3 aboveground)

	Feats:
	AlertnessB, Dodge, Mobility

	Alignment:
	Usually chaotic neutral


A satyr’s hair is red or chestnut brown, while its hooves and horns are jet black. A satyr is about as tall and heavy as a half-elf.

Satyrs speak Sylvan, and most also speak Common.

COMBAT

The keen senses of a satyr make it almost impossible to surprise one in the wild. Conversely, with their own natural grace and agility, satyrs can sneak up on travelers who are not carefully watching the surrounding wilderness. Once engaged in battle, an unarmed satyr attacks with a powerful head butt. A satyr expecting trouble is likely to be armed with a bow and a dagger and typically looses arrows from hiding, weakening an enemy before closing. 

Pipes (Su): Satyrs can play a variety of magical tunes on their pan pipes. Usually, only one satyr in a group carries pipes. When it plays, all creatures within a 60-foot spread (except satyrs) must succeed on a DC 13 Will save or be affected by charm person, sleep, or fear (caster level 10th; the satyr chooses the tune and its effect).

In the hands of other beings, these pipes have no special powers. A creature that successfully saves against any of the pipe’s effects cannot be affected by the same set of pipes for 24 hours. The save DC is Charisma-based.

Skills: Satyrs have a +4 racial bonus on Hide, Listen, Move Silently, Perform, and Spot checks.

SHAMBLING MOUND

	 
	Large Plant

	Hit Dice:
	8d8+24 (60 hp)

	Initiative:
	+0

	Speed:
	20 ft. (4 squares), swim 20 ft.

	Armor Class:
	20 (–1 size, +11 natural), touch 9, flat-footed 20

	Base Attack/Grapple:
	+6/+15

	Attack:
	Slam +11 melee (2d6+5)

	Full Attack:
	2 slams +11 melee (2d6+5)

	Space/Reach:
	10 ft./10 ft.

	Special Attacks:
	Improved grab, constrict 2d6+7

	Special Qualities:
	Darkvision 60 ft., immunity to electricity (+1d4 points of con), low-light vision, plant traits, resistance to fire 10

	Saves:
	Fort +9, Ref +2, Will +4

	Abilities:
	Str 21, Dex 10, Con 17, Int 7, Wis 10, Cha 9

	Skills:
	Hide +3*(+12), Listen +8, Move Silently +8

	Feats:
	Iron Will, Power Attack, Weapon Focus (slam)

	Challenge Rating:
	6

	Alignment:
	Usually neutral


DRYAD

	 
	Medium Fey CR 3

	Hit Dice:
	4d6 (14 hp)

	Initiative:
	+4

	Speed:
	30 ft. (6 squares)

	Armor Class:
	17 (+4 Dex, +3 natural), touch 14, flat-footed 13

	Base Attack/Grapple:
	+2/+2

	Attack:
	Dagger +6 melee (1d4/19–20) or masterwork longbow +7 ranged (1d8/x3)

	Full Attack:
	Dagger +6 melee (1d4/19–20) or masterwork longbow +7 ranged (1d8/x3)

	Space/Reach:
	5 ft./5 ft.

	Special Attacks:
	Spell-like abilities

	Special Qualities:
	Damage reduction 5/cold iron, tree dependent, wild empathy

	Saves:
	Fort +3, Ref +8, Will +6

	Abilities:
	Str 10, Dex 19, Con 11, Int 14, Wis 15, Cha 18

	Skills:
	Escape Artist +11, Handle Animal +11, Hide +11, Knowledge (nature) +11, Listen +9, Move Silently +11, Ride +6, Spot +9, Survival +9, Use Rope +4 (+6 with bindings)

	Feats:
	Great Fortitude, Weapon Finesse

	Alignment:
	Usually chaotic good


Spell-Like Abilities: At will—entangle (DC 13), speak with plants, tree shape; 3/day— charm person (DC 13), deep slumber (DC 15), tree stride; 1/day—suggestion (DC 15). Caster level 6th. The save DCs are Wisdom-based.

Tree Dependent (Su): Each dryad is mystically bound to a single, enormous oak tree and must never stray more than 300 yards from it. Any who do become ill and die within 4d6 hours. A dryad’s oak does not radiate magic. 

Wild Empathy (Ex): This power works like the druid’s wild empathy class feature, except that the dryad has a +6 racial bonus on the check.

NYMPH

	Name:
	Medium Fey CR 7

	Hit Dice:
	6d6+6 (27 hp)

	Initiative:
	+3

	Speed:
	30 ft. (6 squares), swim 20 ft.

	Armor Class:
	17 (+3 Dex, +4 deflection), touch 17, flat-footed 14

	Base Attack/Grapple:
	+3/+3

	Attack:
	Dagger +6 melee (1d4/19–20)

	Full Attack:
	Dagger +6 melee (1d4/19–20)

	Space/Reach:
	5 ft./5 ft.

	Special Attacks:
	Blinding beauty, spells, spell-like abilities, stunning glance

	Special Qualities:
	Damage reduction 10/cold iron, low-light vision, unearthly grace, wild empathy

	Saves:
	Fort +7, Ref +12, Will +12

	Abilities:
	Str 10, Dex 17, Con 12, Int 16, Wis 17, Cha 19

	Skills:
	Concentration +10, Diplomacy +6, Escape Artist +12, Handle Animal +13, Heal +12, Hide +12, Listen +12, Move Silently +12, Ride +5, Sense Motive +12, Spot +12, Swim +8, Use Rope +3 (+5 with bindings)

	Feats:
	Combat Casting, Dodge, Weapon Finesse 

	Alignment:
	Usually chaotic good


Blinding Beauty (Su): This ability affects all humanoids within 30 feet of a nymph. Those who look directly at a nymph must succeed on a DC 17 Fortitude save or be blinded permanently as though by the blindness spell. A nymph can suppress or resume this ability as a free action. The save DC is Charisma-based.

Spell-Like Abilities: 1/day—dimension door. Caster level 7th.

Spells: A nymph casts divine spells as a 7th-level druid.

Typical Druid Spells Prepared (6/5/4/3/1, save DC 13 + spell level): 0—cure minor wounds, detect magic, flare, guidance, light, resistance; 1st—calm animal, cure light wounds, entangle, longstrider, speak with animals; 2nd—barkskin, heat metal, lesser restoration, tree shape; 3rd— call lightning, cure moderate wounds, protection from energy; 4th—rusting grasp.

Stunning Glance (Su): As a standard action, a wrathful nymph can stun a creature within 30 feet with a look. The target creature must succeed on a DC 17 Fortitude save or be stunned for 2d4 rounds. The save DC is Charisma-based.

Unearthly Grace (Su): A nymph adds her Charisma modifier as a bonus on all her saving throws, and as a deflection bonus to her Armor Class. (The statistics block already reflects these bonuses).

Wild Empathy (Ex): This power works like the druid’s wild empathy class feature, except that a nymph has a +6 racial bonus on the check.

Skills: A nymph has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. She can always choose to take 10 on a Swim check, even if distracted or endangered. She can use the run action while swimming, provided she swims in a straight line.
SPRITE

GRIG

	 Name:
	Tiny Fey CR1

	Hit Dice:
	1/2 d6+1 (2 hp)

	Initiative:
	+4

	Speed:
	20 ft. (4 squares), fly 40 ft. (poor)

	Armor Class:
	18 (+2 size, +4 Dex, +2 natural), touch 16, flat-footed 16

	Base Attack/Grapple:
	+0/–11

	Attack:
	Short sword +6 melee (1d3–3/19–20) or longbow +6 ranged (1d4–3/x3)

	Full Attack:
	Short sword +6 melee (1d3–3/19–20) or longbow +6 ranged (1d4–3/x3)

	Space/Reach:
	2-1/2 ft./0 ft.

	Special Attacks:
	Spell-like abilities, fiddle

	Special Qualities:
	Damage reduction 5/cold iron, low-light vision, spell resistance 17

	Saves:
	Fort +1, Ref +6, Will +3

	Abilities:
	Str 5, Dex 18, Con 13, Int 10, Wis 13, Cha 14

	Skills:
	Craft (any one) +4, Escape Artist +8, Hide +16, Jump +3, Listen +3, Move Silently +8*, Perform (string instruments) +6, Search +2, Spot +3

	Feats:
	DodgeB, Weapon Finesse

	Alignment:
	Always neutral good


Spell-Like Abilities: 3/day—disguise self, entangle (DC 13), invisibility (self only), pyrotechnics (DC 14), ventriloquism (DC 13). Caster level 9th. The save DCs are Charisma-based.

Fiddle (Su): One grig in each band carries a tiny, grig-sized fiddle. When the fiddler plays, any nonsprite within 30 feet of the instrument must succeed on a DC 12 Will save or be affected as though by irresistible dance for as long as the playing continues. The save DC is Charisma-based.

Skills: Grigs have a +8 racial bonus on Jump checks. *They also have a +5 racial bonus on Move Silently checks in a forest setting.

NIXIE

	 
	Small Fey (Aquatic) CR1

	Hit Dice:
	1d6 (3 hp)

	Initiative:
	+3

	Speed:
	20 ft. (4 squares), swim 30 ft.

	Armor Class:
	14 (+1 size, +3 Dex), touch 14, flat-footed 11

	Base Attack/Grapple:
	+0/–6

	Attack:
	Short sword +4 melee (1d4–2/19–20) or light crossbow +4 ranged (1d6/19–20)

	Full Attack:
	Short sword +4 melee (1d4–2/19–20) or light crossbow +4 ranged (1d6/19–20)

	Space/Reach:
	5 ft./5 ft.

	Special Attacks:
	Charm person

	Special Qualities:
	Amphibious, damage reduction 5/cold iron, low-light vision, spell resistance 16, water breathing, wild empathy

	Saves:
	Fort +0, Ref +5, Will +3

	Abilities:
	Str 7, Dex 16, Con 11, Int 12, Wis 13, Cha 18

	Skills:
	Bluff +8, Craft (any one) +5, Escape Artist +6, Handle Animal +8, Hide +7*, Listen +6, Perform (sing) +7, Search +3, Sense Motive +5, Spot +6, Swim +6

	Feats:
	DodgeB, Weapon Finesse

	Environment:
	Temperate aquatic

	Organization:
	Gang (2–4), band (6–11), or tribe (20–80)

	Challenge Rating:
	1

	Treasure:
	No coins; 50% goods (metal or stone only); 50% items (no scrolls)

	Alignment:
	Always neutral

	Advancement:
	2–3 HD (Small)

	Level Adjustment:
	+3


Most nixies are slim and comely, with lightly scaled, pale green skin and dark green hair. Females often twine shells and pearl strings in their hair and dress in wraps woven from colorful seaweed. Males wear loincloths of the same materials. Nixies prefer not to leave their lakes.

A nixie stands about 4 feet tall and weighs about 45 pounds.

Nixies speak Aquan and Sylvan. Some also speak Common.

Combat

Nixies rely on their charm person ability to deter enemies, entering combat only to protect themselves and their territory.

Charm Person (Sp): A nixie can use charm person three times per day as the spell (caster level 4th). Those affected must succeed on a DC 15 Will save or be charmed for 24 hours. Most charmed creatures are used to perform heavy labor, guard duty, and other onerous tasks for the nixie community. Shortly before the effect wears off, the nixie escorts the charmed creature away and orders it to keep walking. The save DC is Charisma-based.

Amphibious (Ex): Although nixies are aquatic, they can survive indefinitely on land.

Water Breathing (Sp): Once per day a nixie can use water breathing as the spell (caster level 12th). Nixies usually bestow this effect on those they have charmed.

Wild Empathy (Ex): This ability works like the druid’s wild empathy class feature, except that a nixie has a +6 racial bonus on the check.

Skills: A nixie has a +8 racial bonus on any Swim check to perform some special action or avoid a hazard. It can always choose to take 10 on a Swim check, even if distracted or endangered. It can use the run action while swimming, provided it swims in a straight line. *Nixies have a +5 racial bonus on Hide checks when in the

water.

PIXIE

	 
	Small Fey CR 4/5

	Hit Dice:
	1d6 (3 hp)

	Initiative:
	+4

	Speed:
	20 ft. (4 squares), fly 60 ft. (good)

	Armor Class:
	16 (+1 size, +4 Dex, +1 natural), touch 15, flat-footed 12

	Base Attack/Grapple:
	+0/–6

	Attack:
	Short sword +5 melee (1d4–2/19–20) or longbow +5 ranged (1d6–2/3)

	Full Attack:
	Short sword +5 melee (1d4–2/19–20) or longbow +5 ranged (1d6–2)/x3

	Space/Reach:
	5 ft./5 ft.

	Special Attacks:
	Spell-like abilities, special arrows 

	Special Qualities:
	Damage reduction 10/cold iron, greater invisibility, low-light vision, spell resistance 15

	Saves:
	Fort +0, Ref +6, Will +4

	Abilities:
	Str 7, Dex 18, Con 11, Int 16, Wis 15, Cha 16

	Skills:
	Bluff +7, Concentration +4, Escape Artist +8, Hide +8, Listen +8, Move Silently +8, Ride +8, Search +9, Sense Motive +6, Spot +8

	Feats:
	DodgeB, Weapon Finesse

	Environment:
	Temperate forests

	Organization:
	Gang (2–4), band (6–11), or tribe (20–80)

	Challenge Rating:
	4 (5 with irresistible dance)

	Treasure:
	No coins; 50% goods; 50% items

	Alignment:
	Always neutral good

	Advancement:
	2–3 HD (Small)

	Level Adjustment:
	+4 (+6 with irresistible dance)


Pixies wear bright clothing, often including a cap and shoes with curled and pointed toes.

A pixie stands about 2-1/2 feet tall and weighs about 30 pounds.

Pixies speak Sylvan and Common, and may know other languages as well.

Combat

The normally carefree pixies ferociously attack evil creatures and unwanted intruders. They take full advantage of their invisibility and other abilities to harass and drive away opponents.

Greater Invisibility (Su): A pixie remains invisible even when it attacks. This ability is constant, but the pixie can suppress or resume it as a free action.

Spell-Like Abilities: 1/day—lesser confusion (DC 14), dancing lights, detect chaos, detect good, detect evil, detect law, detect thoughts (DC 15), dispel magic, entangle (DC 14), permanent image (DC 19; visual and auditory elements only), polymorph (self only). Caster level 8th. The save DCs are Charisma-based.

One pixie in ten can use irresistible dance (caster level 8th) once per day.

Special Arrows (Ex): Pixies sometimes employ arrows that deal no damage but can erase memory or put a creature to sleep. 

Memory Loss: An opponent struck by this arrow must succeed on a DC 15 Will save or lose all memory. The save DC is Charisma-based and includes a +2 racial bonus. The subject retains skills, languages, and class abilities but forgets everything else until he or she receives a heal spell or memory restoration with limited wish, wish, or miracle.

Sleep: Any opponent struck by this arrow, regardless of Hit Dice, must succeed on a DC 15 Fortitude save or be affected as though by a sleep spell. The save DC is Charisma-based and includes a +2 racial bonus.

Pixies as Characters

A pixie character exchanges its 1 HD of fey for its first class level.

Pixie characters possess the following racial traits.

— –4 Strength, +8 Dexterity, +6 Intelligence, +4 Wisdom, +6 Charisma.

—Small size. +1 bonus to Armor Class, +1 bonus on attack rolls, +4 bonus on Hide checks, –4 penalty on grapple checks, lifting and carrying limits 3/4 those of Medium characters.

—A pixie’s base land speed is 20 feet. It also has a fly speed of 60 feet (good).

—Low-light vision.

—Skills: Pixies have a +2 racial bonus on Listen, Search, and Spot checks.

—Racial Feats: A pixie receives Dodge as a bonus feat.

— +1 natural armor bonus.

—Special Attacks (see above): Spell-like abilities.

—Special Qualities (see above): Damage reduction 10/cold iron, greater invisibility, spell resistance equal to 15 + class levels.

—Automatic Languages: Common, Sylvan. Bonus Languages: Elven, Gnome, Halfling.

—Favored Class: Sorcerer.

—Level adjustment +4 (+6 if the pixie can use irresistible dance).

	
	Awaken Tree, Huge Plant

	Hit Dice:
	8d10+40 (84 hp)

	Initiative:
	–1

	Speed:
	0

	Armor Class:
	13 (–2 size, –1 Dex, +6 natural), touch 7, flat-footed 13

	Base Attack/Grapple:
	+6/+19

	Attack:
	Slam +9 melee (2d6+7)

	Full Attack:
	Slam +9 melee (2d6+7)

	Space/Reach
	15/15

	Special Attacks:
	Improved Grab, Constrict (2d6+7), 

	Special Qualities:
	Construct traits, darkvision 60 ft., low-light vision Hardness 5

	Saves:
	Fort +2, Ref +1, Will –3

	Abilities: 
	Str 20, Dex 8, Con —, Int 6, Wis 8, Cha 15

	Skills:
	—

	Feats:
	—

	Alignment:
	Always neutral


.

