Taer (Tier 5-6)

N Medium monstrous humanoid (cold)
CR 2


Initiative +2 Senses darkvision 60 foot, scent; Perception +4
Defense  

AC 17; Touch 12 Flat-footed 15 (+2 Dex, +5 natural)

Hit Points: 19 (3d8+6)
Fortitude +8, Reflex +8, Will +3
Immune:  cold
Vulnerability: fire
Offense  

Speed 50 ft (10 squares
Melee Attack: 2 slams +6 (1d4+3) and bite +4 (1d4+1)
Ranged Attack: shortspear +5 (1d6+3) 

Space 5 ft.; Reach 5 ft.
Special Attacks: stench
Tactics  

Before Combat:  None
During Combat:  The taer immediately rush to attack the outsiders in their sacred  space, believing them to be demons
Morale:  The taer fight to the death.
Statistics  

Abilities Str 16, Dex 15, Con 15, Int 6, Wis 12, Cha 6
Base Attack: +3; CMB +6 CMD 18 
Special Qualities: Stench
Feats: Alertness, Multi-attack
Skills:  Climb +5, Perception +4, Stealth +4
Languages Taer communicate through grunts, hooting, and yelling, as well as a body language similar to apes.  A successful DC 15 Sense Motive check interprets their intentions.
Gear:  One of the taer wears an amulet of health
Abilities

Stench (Ex) Taers secrete foul-smelling oil that nearly every form of animal life finds offensive. All living creatures (except taers) within 10 feet of a taer must succeed on a DC 13 Fortitude save or be sickened for 10 rounds. The save DC is Constitution-based.

Creatures that successfully save cannot be affected by the same taer’s stench for 24 hours. A delay poison or neutralize poison spell removes the effect from the sickened creature. Creatures with immunity to poison are unaffected, and creatures resistant to poison receive their normal bonus on their saving throws.
Ujugaro Warriors (Tier 8-9)

N Medium monstrous humanoid (cold)

Male or Female taer barbarian 2

CR 4


Initiative +2 Senses darkvision 60 foot, scent; Perception +5

Defense  

AC 15; Touch 10 Flat-footed 15 (+2 Dex, +5 natural, -2 rage)

Hit Points: 39 (3d8+6 and 2d12+4 plus rage +4)
Fortitude +6, Reflex +5, Will +6
Immune:  cold

Vulnerability: fire
Offense  

Speed 50 ft (10 squares

Melee Attack: 2 slams +10 (1d4+5) and bite +5 (1d4+2)

Ranged Attack: shortspear +8 (1d6+5) 

Space 5 ft.; Reach 5 ft.

Special Attacks: stench, rage (rounds per day)

Tactics  

Before Combat:  None
During Combat:  The taer immediately rage and rush to attack the outsiders in their sacred  space, believing them to be demons
Morale:  The taer fight to the death.

Statistics  

Abilities Str 21, Dex 15, Con 15, Int 6, Wis 12, Cha 6

Base Attack: +5; CMB +8 CMD 20 

Special Qualities: Stench
Feats: Alertness, Multi-attack

Skills:  Climb +6, Perception +5, Stealth +5

Languages Taer communicate through grunts, hooting, and yelling, as well as a body language similar to apes.  A successful DC 15 Sense Motive check interprets their intentions.
Gear:  One of the taer wears an amulet of health
















