
Minotaur Thug CR 3
CE Medium Monstrous Humanoid 
Initiative: +5; Senses: Darkvision 60 ft., Scent 
Defense 
AC: 17, Flat-Footed: 16, Touch: 11 
(+3 armor, +1 dexterity, +3 natural) 
HP: 27 (4d8+9)   DR: None 
Fort: +4, Ref: +5, Will: +4  SR: None 
Resistances: None 
Immunities: None 
Defensive Abilities: None 
Offense 
Base Attack Bonus: +4; Grapple: +8; Space/Reach: 5 ft. / 5 ft. 
Speed: 30 ft. 
Melee: Cutlass +8 (1d6+6 18-20/x2; two-handed) or Gore +8 (1d6+4) or 
Cutlass +8 (1d6+6 18-20/x2; two-handed) and Gore +3 (1d6+4) 
Special Abilities: Powerful Charge 
Tactics 
During Combat: A minotaur thug typically opens combat by charging 
forth and employing its powerful charge ability. Following that it will 
attempt to attack those wearing the least amount of armor, only attacking 
heavily armored opponents if no other options present themselves. 
Morale: Minotaur thugs are a cowardly lot and flee from combat if 
reduced to less than half their total hit points (13 hit points in this case); 
the exception to this rule is if they are lead by a full-blooded minotaur – 
if this is the case then the minotaur thugs only flee if commanded to do 
so. 
Statistics 
STR 18 (+4) DEX 12 (+1) CON 16 (+3) 
INT 7 (-2) WIS 10 (+0) CHA 8 (-1) 
Armor Check Penalty: -1 (-1 armor, -0 shield) 
Feats: Improved Initiative, Power Attack 
Skills: Listen +7 (3 ranks, +0 Wis, +4 racial), Search +4 (2 ranks, -2 Int, 
+4 racial), Spot +6 (2 ranks, +0 Wis, +4 racial) 
Languages: Giant 
SQ: Natural Cunning 
Combat Gear: None 
   Other Gear: Studded leather armor, cutlass (use scimitar stats) 
Ecology 
Environment: Underground 
Organization: Solitary, pair, or crew (10 – 40) 
Treasure: Standard 
Special Abilities 
   Powerful Charge (Ex): A minotaur typically begins a battle by 
charging at an opponent, lowering its head to bring its mighty horns into 
play. In addition to the normal benefits and hazards of a charge, this 
allows the beast to make a single gore attack with a +8 attack bonus that 
deals 2d6+6 points of damage. 
   Natural Cunning (Ex): Although minotaurs are not especially 
intelligent, they possess innate cunning and logical ability. This gives 
them immunity to maze spells, prevents them from ever becoming lost, 
and enables them to track enemies. Further, they are never caught flat-
footed. 
   Skills: Minotaurs have a +4 racial bonus on Search, Spot, and Listen 
checks. 
 
   A man-sized humanoid stands before you; while its body looks like that 
of a heavily muscled and very hair man, its head is that of a bull, 
complete with two large horns. The beast carries a cutlass at its side. 
 
   When minotaurs give birth there is almost always at least one runt in 
the litter; while in most species, the runts are often quickly killed or 
driven off, minotaurs use them. These runts are typically given a small 
amount of combat training and are used as servants by their larger 
brethren. Some of these runts manage to escape their servitude and form 
roving bandit gangs. 
   Minotaur thugs typically stand seven to eight feet tall and often weigh 
upwards of three-hundred pounds. Their bodies are covered in a shaggy 
brown- or copper-colored coat of fur. 
   Minotaur thugs speak Giant, though most are barely capable of 
stringing together a coherent sentence. 

Lore 
   A successful knowledge (nature) check will reveal the following 
information about a minotaur: 
DC 14 This creature resembles a minotaur, though it is much smaller 

in stature. You expect it is a runt. This reveals all monstrous 
humanoid traits. 

DC 19 Minotaurs are capable of deadly charge attacks; you assume 
that this runt is no different. 

 


