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Arachnoids (Arachnoideus species




Scorpions (Scorpiones species)

Normal Scorpions

Normal

Climate/Terrain

Frequency

Lowlife (Arachnids)

Warm dry wilderness

Subterranean

Common

Swarm

Any

Carnivore

N
1d6(1d6)
T: g

l*
1d8
6(2)

20

1 Sting

1

2 Pincers

1 each

Special Attacks;
Special Defenses;
Immune to;

Extra Vulnerable to;

Poison Sting

0

Charm, Hold, lllusion

Fire
0

NM
10
6
0

5cn

creature will have died by starvation).

Combat

Natural Poisons

Scorpions are eight-legged carnivorous arthropods. They are members of the order
Scorpiones within the class Arachnida. There are about 2000 species of scorpions, found
widely distributed south of about 49° N.

As well as lurking underground (daily), normal scorpions inhabit hot, dry parts of the world,
scorching deserts, temperate woodlands, dark caves, tropical rain forests, and snow-
covered mountains, preferring those places where they can hide easily (e.g. under stones,
in rocky clefts, amid undergrowth, etc,). They attack only if disturbed or threatened, but a
character could easily do this inadvertently while, for example, negotiating a confined
passage, searching through debris or rubble, or even seeking for a secret door. Scorpions
are sometimes put inside chests, boxes, jars ad so on, to act as temporary “traps” for
those attempting to steal the contents (this can be no longer than 4 months—then the

If a scorpion (of any size) gains surprise, it has a +2 bonus to hit for
its first attack with its venomous sting. Different scorpion types have

cost
invective

damage
r / max Save

poisons with different potency. All scorpion species possess

SENED venom. In general, scorpion venom is described as neurotoxic in

2500 sp
5000 sp
15.000 sp
20.000 sp
25.000 sp
30.000 sp
40.000 sp
45.000 sp

1/4 +2
2/15 +1
3/30 +2

4/death +1
5/50 0
6/death 0
8/80 0
9/death 0

nature. One exception to this generalization is Hemiscorpius
lepturus which possesses cytotoxic venom. The neurotoxins consist
of a variety of small proteins that affect neuronal ion channels
responsible for action potentials, which serve to interfere with
neurotransmission in the victim. Scorpions use their venom to kill or
paralyze their prey so that it can be eaten; in general it is fast-
acting, allowing for effective prey capture. The effects of the sting
can be severe.

Normal Scorpion
Normal Scorpion
Buthides Scorpion
Buthides Scorpion
Leierus scorpion
Leierus scorpion
Andrctonus Scorpion
Andrctonus Scorpion

All these poisons have an onset of 1 Round

Not damaging poisons will always do their effect, even if saved.
Any successful save results in minimal damage for 3 rounds

adjusted by reversed constitution adjustments.
a 17 con. Fighter saving against a poison H

would get 5-2(con 17=+2)=3 rounds long 7 damage.

Most of the 1500 or so species of normal scorpions presently
known to exist in the real world deliver stings no more harmful than
a bee sting. However, about 25 species have venom that is
potentially lethal to humans. (It's a wise adventurer who always
checks her boots before she puts them on when adventuring in the
desert.)

Scorpion venoms are optimized for action upon other arthropods and therefore most scorpions are relatively harmless to humans;
stings produce only local effects (such as pain, numbness or swelling). A few scorpion species, however, mostly in the family
Buthidae, can be dangerous to humans. Among the more dangerous are Leiurus quinquestriatus, otherwise ominously known as
the deathstalker (or Real World Israeli yellow scorpion), which has the most potent venom in the family, and members of the genera
Parabuthus, Tityus, Centruroides, and especially Androctonus, which also have powerful venom. The scorpion which is responsible
for the most human deaths is Androctonus australis, or the yellow fat-tailed scorpion. The higher death count is simply due to its
being found more commonly, especially near humans.

560


http://en.wikipedia.org/wiki/Venom_(poison)
http://en.wikipedia.org/wiki/Neurotoxin
http://en.wikipedia.org/w/index.php?title=Hemiscorpius_lepturus&action=edit&redlink=1
http://en.wikipedia.org/w/index.php?title=Hemiscorpius_lepturus&action=edit&redlink=1
http://en.wikipedia.org/wiki/Cytotoxic
http://en.wikipedia.org/wiki/Protein
http://en.wikipedia.org/wiki/Action_potentials
http://en.wikipedia.org/wiki/Human

Human deaths normally occur in the young, elderly, or infirm; scorpions are
generally unable to deliver enough venom to kill healthy adults. Some people,
however, may be allergic to the venom of some species. Depending on the
severity of the allergy, the scorpion’s sting may cause anaphylaxis and death. A
primary symptom of a scorpion sting is humbing at the injection site, sometimes
lasting for several days. Scorpions are generally harmless and timid, and only
voluntarily use their sting for killing prey, defending themselves or in territorial
disputes with other scorpions. Generally, they will run from danger or remain
still.

Scorpions are able to regulate how much venom is injected with each sting
using striated muscles in the stinger. There is also evidence to suggest that
scorpions restrict the use of their venom using it only to subdue large prey, or
prey that struggles. It has been found that scorpions have two types of venom: a
translucent, weaker venom designed to stun only, and opaque, more potent
venom designed to kill heavier threats. This is likely because it is expensive in
terms of energy for a scorpion to produce venom, and because it may take

several days for a scorpion to replenish its venom supply once it has been exhausted.

Scorpions use neither their visual or aural senses to detect their prey. Instead, they use the vibrations of the sand underneath them.
Small sensors on their legs pick up and measure the strength of vibrations; a scorpion uses the minute differences in these
vibrations picked up by each leg to locate its prey. When the scorpion has determined the distance and direction of its prey, it
charges toward it with pincers extended. Normal sized scorpions have a range of 1 foot as the maximum distance a scorpion can
sense vibrations. As a normal scorpion averages about 5 centimeters in length, which means the maximum detection distance is
about six times the scorpion's length. At a distance of about twice its length, the scorpion is almost perfect in determining both
direction and distance to a victim.

Main Prey; Animals, Insects, Main Predator; Bird, Rodents, Spiders.

Scorpion, Large (Buthidus gigantes),

Scorpion, Huge (Leiurus guinquestriatus gigantes),

Scorpion, Giant (Androctonus gargantues)

Climate/Terrain

Frequency

Lowlife (Arachnids)

Warm dry wilderness

Subterranean

Uncommon | Common [ Very Rare

Swarm

Any

Carnivore

N
1d4
M; 3'- 5'

= =
waloowfForrl

4+4*
4d8+4 5d8+5
120'(40" | 150'(507)
19 16 15

5+5*

1 Sting

1 [ 13 | 1d4

3 Pincers

1d4 each | 1d8 each | 1d10 each

Special Defenses;
Immune to;
Extra Vulnerable to;

Poison Sting

o | o | o

Charm, Hold, lllusion

Fire Fire Fire
0

Fl
9

35
0

Large Scorpion

Scorpions are vicious predators that live almost anywhere, including
relatively cold places such as dungeons, though they favor deserts and
warm lands. These creatures are giant versions of the normal 4-inch-long
scorpion found in desert climes.

The giant scorpion has a green carapace and yellowish green legs and
pincers. The segmented tail is black, with a vicious stinger on the end.
Colors range from tan to brown and black, and rumors persist of rare white
scorpions exist underground.

There is a bitter smell associated with the scorpion, which probably comes
from the venom. They make an unnerving scrabbling sound as they travel
across dungeon floors. There are three different species with a clearly

visible different size. These creatures may have similar behavior and attack forms, but can be genetically crossed.
For smaller versions it is easier to use the statistics of corresponding scorpions, as these are actually only truly differentiating in

species and behavior.
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Combat:

Up to a distance of about three times its length, the scorpion will always move to within a few feet of its target before attacking. If it
makes a detection roll (1-90 on percentile dice), and if it rolls a hit against an unarmored foe (AC 10) at the end of its charge, its
pincers have bumped against (but not grasped) its foe, and it may attack normally.

If its prey is farther than three times its length, the scorpion will move in the general direction of its prey up to that distance.
(Generally speaking, the farther away the prey is, the more tentative the scorpion’s movement toward it will be.) In any case, if the
scorpion cannot strike at its prey after it has moved, it pauses for a segment, waiting for another vibration, and reacts to it using the

above guidelines. Since the scorpion uses vibrations, rather than
sight or sound, to track its prey, it is immune to most camouflaging
devices. Invisibility will not even confuse a scorpion, as it attacks
only if its pincers have touched its prey by the end of the charge
toward the prey’s expected location.

Likewise, tunneling underneath the scorpion gives no protection.
The scorpion still realizes a character's presence and can dig the
character out with its large pincers. It seems obvious that a
scorpion is almost impossible to surprise by any attacker who
travels upon or under the ground. The scorpion’s detection ability
should be immune to any attacks which directly affect any of the
senses except touch, as that is the sense a scorpion’s vibration
sensors use. The scorpion’s attack may be slightly affected by
blinding attacks (- 1 or -2 to hit, depending on the success or
failure, respectively, of the initial detection roll), but sonic attacks
should not affect it at all.

If a scorpion is immune to all these things, then what will affect it? It
should be penalized 10% on its detection roll for each leg which is
missing or crippled, as the loss of sensory data from that leg
impairs its ability to locate by vibration. Also, if several adjacent legs
are incapacitated, the scorpion will not be able to accurately detect
the direction of prey which is at a 90° angle to its missing legs.
These ideas about scorpions should make for much more
interesting and creative play. A scorpion is the ideal creature for
demonstrating to a pesky thief or magic-user that invisibility is a
vastly overrated ability. Standing perfectly still or levitating will also
disturb the vibration sense of detecting prey/enemies, but its
sensitive hairs might detect air motion or breathing, in effect the
victim becomes 75% invisible (check each round attempted). Huge Scorpion

The larger scorpions are 95% likely to attack any creature that approaches. The creature has a hard, chitinous carapace that gives it
Armor Class 3. This monster attacks by grabbing prey with its two huge pincers, inflicting 1d10 points of damage each, while it
lashes forward with its tail to sting. Thus, it can fight three opponents at once. If a giant scorpion manages to grab a victim in a
pincer, it will automatically inflict 1d10 points of damage each round until it releases the victim. The victim has but one chance to
escape. If he can make his strength check against the creature, he will escape the claw.
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However, this can be the character's only action that round and it can be tried only once per combat. If the sting is employed against
an untrapped victim, an attack roll is required for a successful attack, but a trapped character is automatically struck by any sting
attack directed at him with no attack roll required. The sting inflicts 1d4 points of damage and the victim must save versus poison or
die the next round (type F). Normal scorpions have enough venom for only one attack, and it takes a week to replenish the poison.
A giant scorpion will use its stinger only against an opponent with an effective means of attack. There is a limit of two stinger attacks
per week for large scorpions, four per week for huge scorpions, and five per week for giant scorpions.

Scorpions are not immune to their own poison. If a scorpion is reduced to 1 or 2 hit points, it will go into a stinging frenzy, stinging
everything in sight, gaining two attempts to hit per round with only the tail. Slain creatures are dragged to the scorpion's burrow to be
eaten. In fact, the saliva liquefies the fleshy parts of the scorpion’s meal. Victims killed and eaten by a giant scorpion are
unrecoverable by magic, unless a wish spell or similar means is used.

Giant Scorpion

Because of the camouflaging (hiding 50% chance) and their ability to remain motionless for long periods of time, scorpions have a
greater chance of surprising the party ( -2 to party’s roll to detect them). Giant scorpions cannot be surprised unless the players can
think of a way to nullify the advantage given by the sensitive hairs, which detect all movement through the air, visible or not, within a
90’ radius. Large and huge scorpions have 30’ and 60’ radii of detection, respectively. A giant scorpion may simply ignore others in
favor of its meal, leading those ignored to think they were still unnoticed. These hairs are sensitive enough to allow the scorpion to
attack invisible opponents with no penalty. In addition, a large, huge, or giant scorpion can attack any flying creature which comes
within range of its pincers, again with no penalty.

One interesting note; All scorpions radiate UV light, No one knows why scorpions glow. Some have suggested that scorpions could
glow to lure their prey, although it seems that insects actually avoid fluorescent scorpions. The glow could warn predators or help
scorpions to recognise each other, although neither possibility has been tested. They seem to radiate this UV light more in sheltered
darker areas, so it may also be linked to their visual sense somehow, it may also be responsible for the Darkvision the creature has.
The creature itself is however invisible in Infravion until it moves, then it will be 50% detectable.

Habitat/Society:

Larger Scorpions live in underground burrows or dungeons. Scorpions do not actually lay eggs. The eggs hatch inside the mother,
and the female gives birth to live young. After they are born, they climb on her back and ride there until they are old enough to fend
for themselves. At the DM’s option, 5% of scorpion encounters can be with a mother scorpion carrying 5d4 young on her back.
Since the young do not eat or have effective attacks, it is possible that adventurers could sell those babies that survive to interested
alchemists or wizards. These beasts eat any living creature that is unfortunate enough to stray too close to their lair. Any treasure
found comes from the bodies of human or demihuman victims that have been dragged here to be consumed. Armor is rarely found
intact, since the scorpion will surely have used its pincers to cut up its prey. As befits a species with cannibalistic tendencies,
scorpions are usually solitary creatures. However, during the colder months of the year, they do congregate in large groups of a
hundred or more individuals. Encounters with these groups probably started the rumor that scorpions live and hunt in swarms.

Ecology:

These bizarre creatures contribute to the ecosystem by feeding on other giant versions of Anthropods such as spiders and ants.
They themselves are prey for purple worms and other huge, subterranean creatures. Alchemists and assassins prize the scorpion's
venom because of its potency. Large and Huge Scorpions, often found in dungeons and wildernesses, are merely smaller (or even
young) versions of the giant scorpion. Colors range from tan to brown to black, and rumors persist of rare white scorpions deep
underground. All attack with pincers and tail stinger. If struck by the stinger, the victim must save versus poison or die the next
round. However, the poison of the large scorpion is weaker than normal (type A, 15/0 points damage), giving the victim a +2 on his
saving throw. Huge scorpions have deadly (type F) poison and can pin a victim in a way similar to the giant scorpion, but with the
huge scorpion, the victim can still fight back. It is not unusual to see scorpions of various sizes fighting with each other.

Senses; Tremorsense 30’, Scent medium, other senses low.

Main Prey; Animals, Insects, Main Predator; Spiders, Dragon.
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Spider, Giant and normal (Arachnid species)
Spiders are aggressive predators, dwelling both above
and below ground. Most listed here are poisonous and
bite prey first, because unconscious victims are easier
to carry to a lair. Spiders have eight legs and eight
eyes. They usually fit into two categories: web-
spinners, which have bulbous abdomens and thin,
sleek legs; and hunting spiders, which have smaller
bodies, larger heads and fangs, and hairy bodies and
legs. Giant spiders are simply huge versions of normal
spider species. All giant spiders can be dangerous,
and many are poisonous. Most are carnivores There is
a Real World Herbivorous spider (Bagheera kiplingii)
which is social, and its members protect its eggs and
spiderlings. A few spiders are social instead of
individual; Real World Anelosimus eximius can form
colonies of up to 50.000 individuals.

Spiders either trapping their prey in webs or jumping at
victims by surprise. However, they are rarely
intelligent, and will often flee from fire. All spiders can
walk on Floor, wall and ceiling with equal ease and
speed.

Spiders are air-breathing chelicerate arthropods that
have two body segments, eight legs, and no chewing
mouth parts. About 40.000 species have been identified, and only a few are interesting or large enough to be listed here. Their
abdomens bear appendages that have been modified into spinnerets that extrude silk from up to six types of silk gland within their
abdomens. Spider silk provided a combination of lightness, strength and elasticity that superior to that of synthetic materials. As a
result of their wide range of behaviors, spiders have become common symbols in art and mythology, symbolizing various
combinations of patience, cruelty and creative powers.

All spiders have the skill to move silently as a thief equal to their HD. Within their webbing this is increased by a further 50%, making
these creatures dangerous silent predators indeed.

There are two major groups in spiders; Mygalomorph’s with fangs pointing straight down (tarantulas and funnel-web spiders) which
could impale a victim of half their size or less on a critical hit. Areneomorph’s with opposing fangs that can be used for pinching and
holding an opponent on a critical hit.(automatic damage next round until freed).

Webbing Strength Creature Webbed Duration to free by Strength Strength Checks

All spiders have webbing which they use i directly as if no web exists none
differently. These are a line, a wall or a mass 1 round

of sticky strands which are difficult to destroy

except with flame. It can be laid on the 2 rounds

ground as alarm or trip wire, or as a 4 rounds

blockade, or as a net, al walkways for the 1 Turn

spider, or as a line shot, or a covering fully, 1d4 Turns

or a surface covering (mostly used to 2d4 Turns 1

strengthen burrows), etc. etc. it literally has )

so many uses that most mages don’t think 2 hours 1 per 2 Hr until succesfull
about, but the creature often does. Even in 4 hours 1 per 4 Hr until succesfull
today (real world) times, scientists are Impossible 0

studying to make use from webbing, like
organic operation threads, bulletproof clothing, special roes, wall strengthening materials etc.

It usually blocks the area affected. Flames (from a torch, for example) will destroy the web in 2 rounds, but all creatures within the
web will be burned for 1d6 damage. If used on a siege weapon it will render it useless. Strength can also break free and the
stronger the easier the web will be broken. See table. Remember this strength also include magical induced strengths. The web can
also be dissolved with acid, but only those with a Strength greater than vinegar. Any being in the web can be killed with a single
stroke of a sharp or pointed weapon, spiderbite or any other sharp pointed attackform. Any fire or acid used against the web will
damage them for half the normal damage done, as if applied directly to them.

Poison

The venom of relatively few common species is dangerous to humans, most giant spiders are however dangerous in their
poison.These poisons are slow working, but may reduce the dexterity of the victim due to muscular numbness and itching. This
poison could be used by other (on weapons) it has to be moist fresh poison. It loses its efficiency rapidly (2d3 hours) exposed to air,
and it corrodes metal slightly, giving it a darker sheen.

Senses

Species that use webs or ambush tactics are extremely sensitive to vibrations in the air, ground (60’), and silk threads (the whole
webbing) that they use as tripwires, while the active hunters have eyesight up to ten times as acute as that of dragonflies. Their
other senses are humanlike.

Spiders have fine hairs growing over their legs. These hairs, called trichobothria, are each set into a pit with nerve endings on all
sides. In this way, the slightest movement in the air shifts the position of the trichobothria, and the spider is able to pinpoint the
source of the movement. This specialized sense allows the spider to “see” around it in areas with little or no light, and makes
sneaking up on one next to impossible unless some magical means of becoming ethereal is used. Invisible creatures cannot escape
detection from a Steeder (or any other spider, for that matter).

Most spiders have 8 eyes, but some have only six or are even blind. These often live in caves.
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Ecology

Most Spiders capture prey by trapping it in sticky
webs, waiting in ambush for it or running it down.
A vegetarian species does exist but only in small
4" form feasting on nectar, but all others are
predators, mostly preying on insects and on other
spiders, but a few large species also take small
mammals, birds and lizards, while the truly giant
varieties even prey upon humanoids. However
the young of many spiders supplement their diet
with nectar and there is statistical evidence that
even adults supplement theirs with pollen.
Spiders' chelicerae are modified into fangs, which
in most cases can inject venom into prey.

Some active hunters also use different tactics for
different prey, and show signs of intelligence by
trying a variety of tactics against difficult prey and
by learning very quickly what tactics to adopt
against unfamiliar prey. Spider's webs vary widely
in size, shape and the amount of sticky thread
used. It now appears that the spiral orb web may
be one of the earliest forms. Orb-web spiders,
although well-known and the most extensively
studied, are a minority of spider species and
spiders that produce other types of web are more
abundant, possibly because their tangled webs
present greater obstacles to predatory wasps.

SPIDER

Habitat/Society

In males spiders the pedipalps (appendages just
below / behind the mouth) are modified as
syringes that inject sperm into females' genitalia.
To avoid being eaten before they can mate, male
spiders identify themselves by a variety of
complex courtship rituals.

Males of most species survive a few matings,
limited mainly by their short life spans, and in a
few species males live for a while in their mates'
webs. However males of a few species impale
themselves on the females' fangs while mating,
perhaps because ensuring that their mates are
well-fed increases the likely number of offspring.
Female spiders weave silk egg-cases, each of which may contain hundreds of eggs; the spiders then hatch as apparently miniature
adults. Females of many species care for their young, for example by carrying them around or by sharing food with them. Social
behavior ranges from precarious toleration, as in the aggressive widow spiders, to co-operative hunting and food-sharing. Although
most spiders live for at most two years, tarantulas and other mygalomorph spiders can live up to 25 years.
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Crab Spider: (Thomisus gigantes)

Giant Spider Crab spider Black Widow spider
Type Lowlife (Arachnid)
Climate/Terrain Any, Tropical Forest, Jungle
Frequency Uncommon Rare
Organization Solitary
Activity Cycle Any,
Diet Carnivore
AL N
INA 1d4(1d4) 1d3(1d3)
Size M: 8 M: 8
IN/WI 1 1
ST/DX 12 11
CO/CH 9 10
Languages 0 0
Spellcaster Limits; 0 0

(6} 7 6

Vv 2
HD 2% 3*
HP 2d8 3d8
MV 120'(40") 60(20")

WB no web 120'(40")

THACO 18 17
Attack s 1 Bite
Damage 1d8 | 2d6
Special Attacks; Poison
Special Defenses; Camouflage | 0
Im mune to; Charm, Hold, lllusion
Extra Vulnerable to; Fire
AM 0
Save as; F1 F2
ML 7 8
XP 25 50
TT uo
Body W eight 25 Lbs | 125LBS

(on 1d6). It clings to walls or ceilings and drops onto its prey. After the first attack, it can be

seen and attacked normally.

These spiders have medium vision, and Tremorsense 60" all other senses are as a

human.

They are called crab spiders because they resemble crabs, with two
front pairs of legs angled outward and bodies that are flattened and
crabs, they can move sideways or

often angular. Also, like
backward. Crab spiders do

not build webs to trap prey,
but are hunters and
ambushers.  With  their
flattened bodies, they hunt
in the along trees and tree
trunks or under foliage.
This is a 5' long spider with
a chameleonlike ability to
blend into its surroundings,
surprising on a roll of 1-4

Any victim of its bite must make a saving throw vs. poison or die in 1d4 turns. However,
the poison is weak, and the victim gains a + 2 bonus to the saving throw roll.

Main Prey; Animals, Insects, Main Predator; Spiders, Dragon, Humanoid.

Black Widow Spider: (Latrodectus terribilis)

This vicious arachnid is 6' long, and has a red "hourglass" mark
on its belly. It usually stays close to it's irregularly and chaotic
webbed lair. The webs are as normal webbing but are treated as
if the strength of the victim is 4 points lower than normal, as their
webbing is extra strong. The webs may also be burned away.
They flee the light and doesn't like open spaces.

The normal sized versions only attack in self-defense, or
accidently (seeing a finger as prey), giant versions however will
hunt humans actively. These creatures hunt by webbing, and
attack only those that have activated their Tremorsense in the
webbing.

These spiders have excellent vision, darkvision and infravision
60’, and Tremorsense 30’ all other senses are as a human.

Any victim of the bite of a black widow spider must make a
saving throw vs. poison or die in 1 turn. Even the normal 2 inch
version has this dangerous poison, but it kills only after 3 Turns
to 3 hours (3d6 turns).

Main Prey; Animals, Insects, Main Predator; Spiders, Dragon
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Wolf or Tarantella spider: (Lycosa tarantulla gigantes)

Giant Spider Tarantella
e Lowlife (Arachnid)
Climate/Terrain Ruins W oods =
Frequency Uncommon
Organization Solitary
ctivity Cycle Any,
Diet Carnivore
L N
NA 1d4(1d4)
Size M: 8'
ST 27
IN 2
| 5
DX 13
CO 14
CH 10
Languages 0
Spellcaster Limits; 0
C 7
\ 2
HD 4
HP 4ds
MV 120'(40")
WB no web
[THACO 18
ttacks 1 Bite
Damage 2d8
Special Attacks; Poison
Magical Dance
Special Defenses; irritating hairs
Im mune to; Charm, Hold, Illusion
Extra Vulnerable to; Fire
M 0 . . i
Save as; F2 A tarantella or wolf Spider is a 7' huge hairy magical Areneomorph spider.
ML 8 They make their lairs of their own webbing, thus creating a silken tube tent.
XP 125 This can be placed underground with trip wires leading several hundred feet
r___ vo outside the lair. They use ambush as their primary method of capturing prey.
EadyAWIEghT 250 Lbs Instantly reacting to triggering of their trip wires, thus often surprising their

intended prey. The first thing they intend to do is make a single bite, hoping
their venom will make the kill easier.
Colorations can differ, ranging from dark-blue to brown- black, tan, or even striped dark and light brown. There are sightings of
mottled specimens. The eight legs, the two chelicerae with their fangs, and the pedipalps are attached to the prosoma. The
chelicerae are two double segment appendages that are located just below the eyes and directly forward of the mouth. The
chelicerae contain the venom glands that vent through the fangs. The fangs are hollow extensions of the chelicerae that inject
venom into prey or animals that the tarantula bites in defense, and they are also used to masticate. These fangs are articulated so
that they can extend downward and outward in preparation to bite or can fold back toward the chelicerae as a pocket knife blade
folds back into its handle. The chelicerae of a tarantula completely contain the venom glands and the muscles that surround them,
and can cause the venom to be forcefully injected into prey. The pedipalpi are two six-segment appendages connected to the thorax
near the mouth and protruding on either side of both chelicerae. In most species of tarantula, the pedipalpi contain sharp jagged
plates used to cut and crush food. As with other spiders, the terminal portion of the pedipalpi of males function as part of its
reproductive system. Male spiders spin a silken platform (sperm web) on the ground onto which they release semen from glands in
their opistoma. Then they insert their pedipalps into the semen, absorb the semen into the pedipalps, and later insert the pedipalps
(one at a time) into the reproductive organ of the female, which is located in her abdomen. The terminal segments of the pedipalps
of male tarantulas are moderately larger in circumference than those of a female tarantula. Male tarantulas have special spinnerets
surrounding the genital opening. Silk for the sperm web of the tarantula is exuded from these special spinnerets. A tarantula has
four pairs of legs and two additional pairs of appendages.
Two or three retractable claws are at the end of each leg. These claws are
used to grip surfaces for climbing. Also on the end of each leg, surrounding
the claws, is a group of hairs. These hairs, called the scopula, help the
tarantula to grip better when climbing surfaces like glass. The fifth pair are
the pedipalps which aid in feeling, gripping prey, and mating in the case of
a mature male. The sixth pair of appendages are the chelicerae and their
attached fangs.

In Infravision the behind of the body is more visible than its legs or body.
This is the same in normal and giant sized versions. The warmer back end
of the body is easily seen in infravision, while its appendages seem colder,
In fact its underside would radiate more heat too, instead of its upperside
carapace hiding the organs
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A tarantula’s blood is unique; an oxygen-transporting protein is present (the copper-based hemocyanin) but not enclosed in blood
cells such as the erythrocytes of mammals. A tarantula’s blood is not true blood but rather a liquid called haemolymph, or
hemolymph. The heart pumps hemolymph to all parts of the body through open passages often referred to as sinuses, and not
through a circular system of blood vessels. If the exoskeleton is breached, loss of hemolymph will kill the tarantula unless the wound
is small enough that the hemolymph can dry and close the wound. This means that large wound, as with hammers, axes, polearms
or sword cuts, on these creatures will mostly lead to the creature’s death in a day or so. However, when the weapon still resides in
the wound, as with arrows, or the wounds are small, as with sword or spear thrusts, the creature will survive.

Predators

Regardless of their fearsome reputation, tarantulas are themselves an object of predation; the most specialized of these predators
are the large members of the wasp family. Their poison paralyses the spider and the wasp then drags it back into its lair before
depositing an egg on the prey's abdomen. The wasp then seals the spider in a burrow and flies off to search for more hosts. The
wasp larva hatches and feeds on the spider's non-essential parts and, as it approaches pupation, it consumes the remainder. In
addition to animals, tarantulas are also considered a delicacy in certain cultures. They are usually roasted over an open fire to
remove the hair and then eaten. The Karakara orcs are well known for this habit.

Besides the normal "hairs" covering the body, Giant Tarantulas (and some smaller versions) also have a dense covering of irritating
hairs called urticating hairs that they sometimes use as protection against enemies. These hairs are usually kicked off the abdomen
by the tarantula, but it is noteworthy that some may simply rub the abdomen against the target. These fine hairs are barbed and
designed to irritate. They can be lethal to even giant animals such as rodents. Some people are extremely sensitive to these hairs,
and develop serious itching and rashes at the site. Exposure of the eyes and respiratory system to urticating hairs should be strictly
avoided. Tarantulas with urticating hairs can kick these hairs off: they are flicked into the air at a target using their back pairs of legs.
Tarantulas also use these hairs for other purposes such as to mark territory or to line their shelters (the latter such practice may
discourage flies from feeding on the spiderlings). Urticating hairs do not grow back, but are replaced with each molt. The intensity,
amount, and flotation of the hairs depend on the species of tarantula. To predators and other kinds of enemies, these hairs can
range from being lethal to simply being a deterrent. With humans, they can cause irritation to eyes, nose, and skin, and more
dangerously, the lungs and airways, if inhaled. The symptoms range from species to species, from person to person, from a burning
itch to a minor rash. In some cases, tarantula hairs have caused permanent damage to human eyes, which ultimately leads to
permanent blindness.

The creature existed already in the Triassic era and could have been the ancestor of all giant spiders.
Normal sized versions of these creatures have a poison that causes extreme discomfort over a period of several days.

Its bite does not kill; instead, it causes the victim (if a
saving throw vs. poison is failed) to have painful
spasms that resemble a frantic dance. This dance has
a magical effect on onlookers. Anyone watching the
dance must make a saving throw vs. spells or start to
dance in the same way. Dancing victims have a
penalty of - 4 on their attack rolls, and attackers gain
+4 on their attack rolls. The effects of the bite last for
2d6 turns. However, dancers will drop from
exhaustion. A character may dance for a number of
rounds equal to his Constitution score. After this
amount of time, a character must make a Constitution
check each round (penalized by 1 for by 1 for each
consecutive round until it ultimately fails.) or become
exhausted for 5 turns, and they will then be helpless
against attacks. Those caught while watching will
dance as long as the original victim. The dancing
victim suffers a -4 penalty to AC and a -10 penalty on
saves, and is denied any AC bonus granted by a
shield. The dancing subject provokes attacks of
opportunity each round on its turn. The effects of the
venom last for 2d6 minutes, or until a neutralize poison
spell is cast on the bitten character. (A dispel magic spell will stop the dance on non bitten victims.) Exhausted characters move at
half speed and take a -6 penalty to Strength and Dexterity. After 1 hour of complete rest, an exhausted character becomes fatigued
(-2 penalty to Strength and Dexterity, cannot run or charge). After 8 hours of complete rest, fatigued characters are no longer
fatigued.

These spiders have good vision, darkvision and infravision 60’, and Tremorsense 30’ all other senses are as a human.
They live mostly alone or in small groups several yards laired away from each other.
Main Prey; Animals, Insects, Main Predator; Spiders, Dragon, Orc (Karakara)
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Funnel-Web Spider: (Atrax veneficus

Funnel-Web Spider
Female Male
Lowlife (Arachnid)

Ruins Woods
rare
Solitary
Any,
Carnivore
N
1d4(1d4)
M: 7-8' M, 8-9'
27 28

4* 5*
4d8 5d8
120'(40")
no web
18 Ji7
1 Bite
2d8

This big aggressive Mygalomorph spider is poisonous, and especially to Primates (i.e.

Apes, Humans, Halfling, Humanoids and Dwarfs and Gnomes), but also works on

Soson giant i_n_sects. I_Elves. are however, (probably due their origin) immgne Fo this po_ison as

Special Defenses; irritating hairs are fameg._ This spider h_un_ts from a dug_tunnel, carpeted W|th_ interior webbing, but

Immune to; Charm, Hold, lllusion with sensitive strands radiating out from this Funnel-web (hence its name)..

Extra Vulnerable to; Fire The male is somewat smaller in width, but has longer legs. The female is more robust.

AM 0

Save as, F2 Combat

ML 8 This spider hunts only from its Funnel-web, which radiates out from the lair about 100

XP 125 1275 feet. The ground is actually covered in near invisible strands, and any touching it will

TT uo alert the spider. This will recognize the motions made on the strands. The victim will

250 Lbs only notice that leaves might cling to its feet a bit more. When the spider senses that
its intended prey is within 80 feet of its lair it will run out of its lair by a small jump and

sprint (1 round only triple speed), with an uncanning accuracy often surprising the victim.

When multiple victims enter the area, the spider might decide not to attack instead and remain hiding. Its lair is so well hidden that is

can be found only at a 10% chance. There are no tracks of the creature.

The creature attacks only with a single bite after which it retreats into its lair, awaiting the effects of the poison. The poison gives of a

scent easily followed by the creature, so it can later trace the victim and drag it back to its lar.

It it rolled a critical hit, the victim is impaled by its teeth and directly drawn tt its lar, droppen down (taking 1d6 falling damage)to die

there and be eaten later. When the teeth are withdrawn from the body the victim will suffer an additional 2 points of bloodloss each

round.

The poison (delta atracotoxin) causes inactivity of sodium ion channels in autonomic and motor neurons and also on the potassium
and calcium ion channels of insects.. The male spiders are the most poisonous and it give severe hypotension in 4 to 10 rounds
after the bite. This excessively low blood pressure can cause dizziness and fainting (Intelligence and Wisdom -8, Initiative -4, Dexterity -4) or
indicate serious heart, endocrine or neurological disorders. Severely low blood pressure can deprive the brain and other vital organs of
oxygen and nutrients, leading to a life-threatening condition called shock. This can be partially prevented by a saving throw vs. poison, with a
penalty of -1 for each Hit Dice the victim is lower than the spider. This poison caused shock may lead to hypoxemia (a lack of oxygen in
arterial blood) or cardiac arrest. This is prevented by a Constitution check. The constitution check must be made each Turn the poison is
active. A victim poisoned, but which succeeded its saving throws will still be dizzy, and near to fainting (with all its effects) for a period of
2d4+2 Turns. The wound can become infected (see infection).

The effect of the poison can be severely weakened with consuming enough caffeine, but the patient must lie on his back with legs up,
keeping the blood at the vital organs. This will reduce the time of the poison to rounds instead of Turns.

The lair is a deep near-vertical shaft (80 degrees angle) with a sideways-directed bend in it. (typically left or right) The first 10’ before this
bend are the creatures active resting area, where it resides when in hunting mode. The strands of webbing end here and are taught. The 15’
or so beyond the bend, are use to sleep, keep eggs , and here the remains of victims can be found (including any treasure). If there are
webbings here they are loose, an d are used as bedding for the creature or its eggs. When the young hatch they lift on the mothers back,
until of about 1 foot size, then they start to set up their own life and lair. Their first prey will typically be largher insects, humanoids will be
eaten when it gained enough Hit Dice. These spiders live for about 10 years and reproduce once a 3 three year period.
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Predators

Regardless of their fearsome reputation, these spiders are themselves an object of predation; the most specialized of these
predators are the large members of the
wasp family. Their poison paralyses the
spider and the wasp then drags it back into
its lair before depositing an egg on the
prey's abdomen. The wasp then seals the
spider in a burrow and flies off to search for
more hosts. The wasp larva hatches and
feeds on the spider's non-essential parts
and, as it approaches pupation, it consumes
the remainder. In addition to animals,
spiders are also considered a delicacy in
certain cultures. They are usually roasted
over an open fire to remove the hair and
then eaten. The Karakara orcs are well
known for this habit.

Besides the normal "hairs" covering the
body, they also have a dense covering of
irritating hairs called urticating hairs that they
sometimes use as protection against
enemies. These hairs are usually kicked off
the abdomen by the spider, but it is
noteworthy that some may simply rub the
abdomen against the target. These fine hairs
are barbed and designed to irritate. They
can be lethal to even giant animals such as
rodents. Some people are extremely
sensitive to these hairs, and develop serious
itching and rashes at the site. Exposure of
the eyes and respiratory system to urticating
hairs should be strictly avoided. Spiders with
urticating hairs can kick these hairs off: they
are flicked into the air at a target using their
back pairs of legs. Spiders also use these
hairs for other purposes such as to mark
territory or to line their shelters (the latter
such practice may discourage flies from feeding on the spiderlings). Urticating hairs do not grow back, but are replaced with each
molt. To predators and other kinds of enemies, these hairs can range from being lethal to simply being a deterrent. With humans,
they can cause irritation to eyes, nose, and skin, and more dangerously, the lungs and airways, if inhaled. The symptoms range
from species to species, from person to person, from a burning itch to a minor rash. In some cases, tarantula hairs have caused
permanent damage to human eyes, which ultimately leads to permanent blindness.

Further the creature is similar to a Tarantula or wolfspider.

These spiders have good vision, darkvision and infravision 60’, and Tremorsense 30’ all other senses are as a human.
They live mostly alone or in small groups several yards laired away from each other.

Main Prey; Animals, Insects, Main Predator; Spiders, Dragon, Orc (Karakara).
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Trapdoor Spider (Ummidia horribiles)

Trapdoor Spider
Lowlife (Arachnid)
Climate/Terrain Tropical Forest, Jungle, Hills
Frequency Rare
Organization Solitary
Activity Cycle Any,
i Carnivore
N
1d3(1d3)
M: 8'
25
1
7
15
10

0

6
2
4+4*
4d8
60'(20)
1 roundsprintg 480'(160')
WB

3

: b1 TR 7
= L . QR & %' ©1999 M. Schmitt
A trapdoor spider is a huge hairy spider that hides in a small lidded burrow

Poison . .
Surprise 15 on 6 under the ground. It uses _small threads of wgbblng and its very gcutg tremor
0 sense to detect approaching targets and their movement and direction. The
Charm, Hold, Ilusion creature thus mostly gains surprise, especially due to its attack sprint of 480’
Fire from its burrow. This creature is able to use this speedy sprint and attack and
0 return in the same round when the total distance from the burrow is less than
F2 180'. All other attacks and movements are resolved as normal. The creature

8
200
uo

325 LBS

can initiate this attack sprint also when it is not within its burrow, but must
have at least rested for 1 Turn to be able to do this. It has very good
eyesight, Tremorsense 60’ and Infravision of 120'. The giant trapdoor spider
is a hunting spider which builds tunnels and surprises prey like a huge spider;

it is brown or golden, with red strips around its legs. On a successful hit roll,
the spider can grab a victim and attempt to drag it into its lair. A victim can get free by making a successful Strength check, at -2
penalty, or be freed by companions, if their Strength totals 20+. The victim can make no attacks.

|A giant trapdoor spider its poison causes an additional 1d6 points of damage if the victim fails a saving throw vs. poison)

Though it does not build webs, it can travel through webs of other spiders, and it can shoot web strands up to 3 feet. The web
strands require normal attack rolls to hit; they cause no damage, but entangle a victim for 1d4 rounds.
Main Prey; Animals, Insects, Main Predator; Spiders, Dragon, Gnoll.
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Wandering (or Running) Hairy Spider (Ctenidae capillus and Phoneutria ferox)

Hairy Spider Large Spider
Type Lowlife (Arachnid)
Climate/Terrain Any non arctic land
common
swarm
Activity Cycle Any,
Diet Omnivore Carnivore
AL NE N

NA 2d10 2d4
Size T; 6" or less S; 2'diameter
ST 13 14

IN 6 1

\ 7 6

DX 18 17

CO 11 10

CH 13 10
Languages 0 0
Spellcaster Limits; 0 0

AC 8 8

AV 2 2

HD 1+1* 1+1*

HP 1d8+1 1ds+1
MV 120'(40") 60'(20)

wB|  90(30) 150'(50")
THACO 20 19
Attacks 1 Bite
Damage 1 1 1
Special Attacks; Poison

W ebbing

Special Defenses; 0
Immune to; Charm, Hold, lllusion
Extra Vulnerable to; Fire

0
; NM
6 5
50 125
0 0
20to40cn

r”lll I;l [FpE] L I|I|:I%|I||||||i||.|||

7

These are the vicious, black, hunting social spiders that are found in
jungles, tombs, caverns, and throughout the Underground regions. Though
spin no webs, they can move readily in the webs of other spiders, and they
are immune to all known spider venoms. Hairy spiders hunt in groups,
swarming over victims to bite. Up to 40 hairy spiders can swarm a human-
sized victim, and bite with a +5 bonus to attack rolls once they are attached.
Hairy spiders are remarkably resistant to crushing damage; rolling or
crashing into walls is ineffective at removing or destroying hairy spiders.
They must be individually struck or torn away. Hairy spiders are sometimes
used as familiars, especially by drown wizards. They can carry small items
and walk on walls and ceilings; they have 60-foot Infravision and are not
afraid of fire. Some (40%) of these spiders can detect invisibility; they have
a 4 in 6 chance, once per round. These familiars are sometimes given
treasure by their masters. These spiders have medium vision, and
Tremorsense 60’ all other senses are as a human. They prey upon rodents
and birds primarily. These are some of the biggest true spiders and have
really impressive defensive display and are actually quite dangerous!
Phoneutria ferox (fierce) is a huge aggressive fast running spider.

Both genus of these spiders use their webbing only to make lairs in corners
or holes.

Victims receive a +2 bonus to saving throws vs. the hairy spiders' weak
poison. If the saving throw fails, the victim's AC and attack rolls are penalized
by 1, and Dexterity is penalized by -3 with respect to Dexterity checks. These
effects begin one round after the bite and last for 1d4+1 rounds.

Main Prey; Animals, Insects, Main Predator; Spiders, Dragon, Bird.

Large Spider (Paratropis enormis)
Large spiders are web-spinners
that build strong, sticky webs, and
often lurk nearby waiting for victims
to get stuck while examining the
beautiful constructions of their own
spinning. Any creature stuck in this
spider’'s web can escape if given
time. This webbing is weaker, and
each creature’s strength against the
webbing is increased by 8.
Meanwhile, of course as many
spiders as possible will attack the
defenseless  victim  during its
struggle to free itself. Entangled
characters can be attacked with a
+4 bonus to hit, and lose all Armor
Class adjustments due to Dexterity. They prey upon rodents and brids
primarily.

These spiders have medium vision, and Tremorsense 30’ all other senses are as a human.

The large spider's poison is Type A, the onset time is 5 rounds. Victims take 15 points of damage at 1/round, or no damage if a
saving throw vs. poison (with a +2 to the roll) is successful.

Main Prey; Animals, Insects, Main Predator; Bird, Spiders, Dragon.
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Huge Spider (Arachnus immensus)

Giant Spider Huge spider | Giant Spider
ye Lowlife (Arachnid)
Climate/Terrain Any non arctic land
Frequency common Uncommon
Organization Pack Nest
ctivity Cycle Any,
Diet Carnivore
L N CE
NA 1d12 1d8
Size M: 6' diameter M: 8-12diameter
ST 17 15
IN 57 6
| 5 4
DX 13 12
co 12 13
CH 13 10
Languages 0
Spellcaster Limits; 0
C 6 4
\% 2 2
HD 2+42¢ 3+3* 4+4
P 2d|8+2 3d8+3 I4d8+4 Huge spiders are hunting spiders that prefer to hide in camouflaged tunnels
Y e lrio\gi)’ 132%?(1‘?0,)) and holes_ anq wait to I_eap as much as 30 feet through the air at
e e T i unsuspecting victims. Their opponents suf_fer a -6 to surprise rolls w_hen
= T attacked in this manner. _The watch spider is a specially bred, huge spider
bamage e I 5 used as a guard anlmal_ln cellars, warehouses, anq some Shadow Elves'
Special Alacks Boron homes. It has_ Low Int_elllgence (5-7) and can be tralr_led to obey a master,
' o Tean not attack beings d95|gnated by the master, and to disable spell casters. If
Spise1-506 starved fo_r long periods, Fhey qft_en eat paralyzed prey.
Special Deferses; ) These spiders have medium vision, and Tremorsense 120’ all other senses
Immune to; Charm, Hold, Illusion are as a human.
Extra Vulnerable to; Fire Huge spiders posses a slightly variant Type A poison. The venom has an
M 0 onset time of 1d2 rounds and causes paralysis for 2d4 turns, unless the
Save as; F1 2 victim makes a successful saving throw vs. poison (with a +1 on the roll).
ML 6 8 Victims take 15 points of damage at 1/round, or no damage if the saving
XP 35 75 J200 throw vs. poison is successful. Then no damage will be inflicted. The Victim
T Uo will still suffer a -2 on initiatives after the onset time for 2d4Turns.
Body Weight 125 LBS 250 Lbs Main Prey; Animals, Insects, Main Predator; Spiders, Dragon

Giant Spider (Arachnus colosseaus)

Most giant spiders are simply much
bigger versions of the web-spinning large
spiders. Mostly they are similar or even
equal in Habitat/Society and Ecology, but
often even in combat and behavior equal
to the giant tarantula, although their
poison is different, as are their statistics.
These spiders have medium vision,
darkvision and infravision 60’, and
Tremorsense 60’ all other senses are as
a human.

Their poison is Type F, which causes
death by neurotoxicity, if the victim fails
the saving throw. If the saving throw was
successful the character suffers only 4
points of damage.

Main Prey; Animals, Main

Predator; Spiders, Dragon

Insects,
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Giant water spider (Agyroneta aguacompanus)

Giant Water Spider Giant marine Spider

Lowlife (Arachnid)

Fresh water Sal water
Common Uncommon

est
Any,
Carnivore

N N
1d10 1d6
M: 8''diameter L; 20'diameter

2-4 2-5
6 7

12 11
14 13

This is a small version giant spider. Similar to the diving bell
spider in the real world. It lives in a burrow in a body of fresh
water, and fills its burrow with bubbles of air. These spiders
drag prey underwater to their lairs, where they can safely
wrap it in cocoons for later repasts. It is faster than a normal
giant spider (movement rate 15), but cannot travel through
webs. It is only semi-intelligent (2-4) and has treasure as a
huge spider.

These spiders have excellent vision, darkvision and
infravision 120", and Tremorsense 60’ all other senses are
as a human.

Its bite causes only 1d4 damage.

Their poison is Type F, which causes death by neurotoxicity,
if the victim fails the saving throw. If the saving throw was
successful the character suffers only 4 points of damage.

150750'

1 Bite

Special Defenses;
Im mune to;
Extra Vulnerable to;

Poison
0
Charm, Hold, lllusion
Fire

as a human. .

Its bite causes only 1d4 damage.

Main Prey; Fish, Amphibians, Animals, Insects, Main
Predator; Giant Frog/Toad, Spiders, Dragon

Giant marine spider (Agyroneta alatonepus)

Giant marine spiders are gargantuan water spiders with 7+7
Hit Dice, which live in burrows near bodies of saltwater
(hence its name). Like their freshwater cousins, they carry
prey to their lairs; though they collect no treasure, their lairs
may contain incidental items from victims. Giant marine
spiders are simply saltwater varieties of the giant water
spider.

It lives in a burrow in a body of fresh water, and fills its
burrow with bubbles of air. These spiders drag prey
underwater to their lairs, where they can safely wrap it in
cocoons for later repasts. It is faster than a normal giant
spider (movement rate 15), but cannot travel through webs.
It is only semi-intelligent (2-4) and has treasure as a huge
spider.

These spiders have excellent vision, darkvision and
infravision 120", and Tremorsense 60’ all other senses are

Their poison is Type F, which causes death by neurotoxicity, if the victim fails the saving throw. If the saving throw was successful
the character suffers only 4 points of damage.

Main Prey; Fish, Amphibians, Animals, Insects, Main Predator; Giant Frog/Toad, Spiders, Dragon

Air Bubble
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Flying spider (Arachnis aeromobilis)

Flying Spider

Lowiife (Arachnid)
Any non arctic land Davania only

Very rare
Nest
Any,
Carnivore
CE
1d8
M: 8-12'diameter

16
6
12
19
11
10
0
0

)
2
343+
3d8+3
90/(30)
90/(30')
58
3HD =17

1 Bite
1d8

Special Defenses;
Im mune to;
Extra Vulnerable to;

Poison
0
Charm, Hold, Illusion
Fire
0

F2
8
75
uo

525 Lbs

Sometimes just called a flying hunting spider, is a giant, winged, hunting
spider. These creatures were created by the ancient mages of the Milenian
Empire and there escape was one of the many reasons the empire took a
decline and ultimately disappeared. Since then these creatures have spread
all over Davania uncontrolled, until the dragons found that these creatures
are deliciously tasting (to them at least). Since then the number of these
flying dangers have dropped considerably, and now their number is so low
that they would happen to be on the endangered species list if there were
one. In total their number is averaged to a few thousand. The do not exist
on any of the larger isles or other continents, as they apparently dislike the

salty air above these waters. This held them confined to the continent of
Davania. If they were ever introduced (by capturing one or their eggs) into
another environment, they would wreak havoc, then become noticed by the dragons and then rapidly decline. This could be done in
a period of no less than 50 years.

Some say that these creatures already exist in other continent, in the gigantic caverns of the shadow elves, but this is unconfirmed
sofar. What the reason is that these creatures remain then underground is unknown.

They are 10 feet in diameter. Its great gossamer wings allow it to fly at the same rate as normal. These spiders can also leap up to
70 feet, and fall any distance without harm upon landing, as long as they use their wings.

These creature can fly with a very sticky webbing line of about 100 feet long, trying to ensnare random (as even this creature is
unable to control the movements of the line in the air due its own movement—it can’t hover in place—or local winds) prey, pulling it
suddenly upward. It will use this attack form on more or less open places; else it could become entangled in trees or bushes. When
this would happen, the creature needs to disengage the line of webbing (this needs one round) and then it can continue. A new line
is made in 1 turn.

These spiders have excellent vision, darkvision and infravision 120’, but all other senses are as a human.

The Flying spider's poison is Type A, the onset time is 5 rounds. Victims take 15 points of damage at 1/round, or no damage if a
saving throw vs. poison (with a +2 to the roll) is successful.

Main Prey; Animals, Insects, Main Predator; Birds, Spiders, Dragon
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Steeder or Spider horse (Arachequus domarus)

Giant Spider Steeder
Type Lowlife (Arachnid)
Climate/Terrain Subterranean
Frequency Uncommon
Organization Solitary
ctivity Cycle Any,
Diet Carnivore
AL N
NA 1d8
Size M; 4'high, 8'-12'long
IN/WI 6
ST/D X/CO/CH 10
Languages 0
Spellcaster Limits; 0
AC 7
AV 2
HD 4+4*
HP 4d8
MV 120'(40")
Load 2000/3000
Leap| 2407120
BM 3
WB no web
THACO 15
Attack s 1 Bite
Damage 2d8
Special Attacks; Poison
Special Defenses; 0
Im mune to; Charm, Hold, lllusion
Extra Vulnerable to; Fire
AM 0
PR ES F4 Steeders have eight eyes. Two of them are rather large and face forward. The
)“(’”F; 125 other six are arranged in a semi-circle, _three on either side, around the top of
T Uo the steeder's cephalothorax. These S|m‘pler eyes are o_nIy used to detect
Body Weight =0 Lis movement, whereas the larger two provide eyesight equivalent to that of a
g - ; . ; -
dwarf (including 60’ Infravision). These spiders have thus excellent vision,

darkvision, and Tremorsense 30’ all other senses are as a human. Steeder spiders have fine hairs growing over their legs. These
hairs, called trichobothria, are each set into a pit with nerve endings on all sides. In this way, the slightest movement in the air shifts
the position of the trichobothria, and the spider is able to pinpoint the source of the movement. This specialized sense allows the
spider to “see” around it in areas with little or no light, and makes sneaking up on one next to impossible unless some magical
means of becoming ethereal is used. Invisible creatures cannot escape detection from a Steeder (or any other spider, for that
matter).

Steeders combine the attributes of several types of spiders. While being predominantly a giant version of the tarantula, they differ
from that species in their leaping ability. Steeders can leap up to 240 feet in any direction from a standing start, once every three
rounds, even while mounted (then half this distance). This, plus their ability to stick to any surface if even one of their eight feet is
touching it, allows them to escape from nearly any deadly situation. Steeders move at half-speed when walking along walls or
ceilings.

Habitat/Society

Dwarves and Humanoids take advantage of the abilities of the creature as steed by constructing elaborate saddles for their mounts
which enable them to remain seated even while the Steeder is bounding through the air or walking upside-down along a cavern
ceiling. The saddles are equipped with numerous straps keeping the rider in place; once strapped in (a process which takes 2 to 4
minutes, depending upon the experience of the rider), it is virtually impossible to dislodge the rider from his Steeder. The saddles do
have a “quick-release” system, allowing the rider to dismount relatively quickly (in one round) if the need arises.

In addition to being used as riding mounts, Steeders serve as a food source for the Humanoids and Dwarves that raise them.
Keeping a full-grown Steeder takes time and effort, and the Humanoids and Dwarves are careful to allow only as many Steeders as
they can use for mounts to survive beyond hatchling stage. The others are slain and eaten. Since female Steeders grow to be larger
than the males (this is true of most spider species), the Dwarves and Humanoids prefer to use females as mounts. A few males are
kept alive at all times to ensure future generations—while also used as riding mounts, They are usually held back from battle. Many
male Steeders end up as beasts of burden, hauling carts back and forth through the streets of a Humanoid/Dwarven city. When
strapped to a cart, the male Steeder is unable to perform the lengthy leaps for which Steeders are renowned.

Steeders breathe through holes in the sides of their abdomens, so they will never willingly enter water, as it is much easier for a
Steeder to drown than a humanoid—it doesn’t do a spider any good to hold its head above water, and it is unable to close off its air-
intake holes. A Steeder immersed in water drowns in 1d3 Rounds.

Combat

A steeder’s first attack in combat is with its front legs; if successful (requiring an attack against AC 10, adjusted for magic and
Dexterity only), the sticky pads on the steeder's feet prevent the prey from escaping. A victim can escape by making a Dexterity or
Strength check at -10. One attempt can be made each round, but the Steeder receives an automatic bite attack for 1d8 hp damage
each round the victim is held. While held, the victim is at -2 to attack and damage rolls. Due to special hairs on the steeder’'s
pedipalps and feet, the creature is able to taste what it touches. Once a Steeder has tasted something good in its forelegs, it usually
won't let go until it has killed its victim.
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Steeders have no poison attack, but this does not mean
that they have no venom. Like all spiders, the Steeder
has venom glands leading to its fangs, and while weak
enough to prevent it from being used in battle, after the
prey has been slain the venom is coated over the victim’'s
body. It begins to dissolve the softer tissues of the prey,
liquefying them so the soupy mixture can be sucked back
up by the Steeder. The process is a slow one, and
Steeders do not like to be interrupted during feeding.
After the victim is dissolved, all that remains are the
harder structures: bones, teeth, exoskeletons, carapaces,
and any clothing, armor, and items carried. These items
might be found in a “wild” steeder's lair; those
domesticated by dwarves and humanoids or other
species tend to have such valuables taken from the lair.
Treasure means nothing to a Steeder in any case.

The rhythmic beating plays a part in the Steeders’
courtship rituals. The male beats on the ground with his
pedipalps, declaring his interest in the female. As he
approaches, he shifts the object of his tapping from the
ground to the female’s carapace, then interlocks his front
legs with hers, rears up, and hooks his legs over her
fangs. Once she’s in position, he transfers sperm from
his pedipalps (placed there earlier, well before the
courtship dance began) to a seminal receptacle in an
epigastric furrow underneath the female’s midsection.
That done, the male scrambles to safety, since he's
performed his function and is now expendable, at least in
the eyes of the female. The Humanoids and Dwarves
take advantage of the preprogrammed courtship rhythm,
known instinctively to all Steeders, to allow them to get
close enough to mount one. Of course, this only works on
the females.

Female Steeders lay clutches of 10-40 eggs of 1 foot
diameter at a time, usually hidden in the backs of their -

burrows. The eggs are webbed together in an egg Sac, which protects them from the elements and small predators. Unlike many
spiders, this is the only time Steeders use webbing. The female guards the egg sac until they hatch (usually about seven weeks),
although sometimes the eggs are taken by Humanoid and used as food. Like many spiders, the Steeder is born with “egg teeth,”
special ridges along its pedipalps (the small leg like appendages on either side of its Mouth) that assist it in cutting its way through
the egg. These are lost during the steeder’s first molt.

It is common after a hatching to devour its brothers and sisters. It is nature’s way to ensure that only the strongest and fastest
Steeders survive. Out of the original batch of eggs, only about half survive the initial feeding frenzy. The newborn spiders stop
fighting only after there are enough dead to feed those still alive. After feeding, the survivors each go their separate ways and seek
out a lair of their own, lest they be attacked by one of their siblings the next time he or she gets hungry.

Steeders continue to grow throughout their lives. Like all arachnids, they have hard exoskeletons which do not grow in size. Instead,
once the creature becomes too large for its exoskeleton, it molts: the exoskeleton splits down the middle and the Steeder shrugs out
of it like a hand pulling out of a glove. The new layer of exoskeleton underneath is somewhat softer (the Steeder drops to AVO for a
full day immediately after molting), but hardens quickly. Steeders molt twice a year for the first two years of life. After that, they
continue to grow but at a slower rate, molting once a year for several years, then every second or third year after that. Male
Steeders live for about 35 years, and Females occasionally reach 50, although this is rare—they are usually slain in battle before
that.

Ecology

Like most spiders, a Steeder can go for Weeks or even months between meals. Due to the Liquefied nature of their food, they can
go for up to a year without water. Humanoids feed captured Slaves to their Steeders every two weeks or so.

Steeders in the wild are solitary creatures and do not form lasting relationships with other beings, not even their mating partners.
(More times than not, the female will attempt to devour the male immediately after mating.) The female will guard her egg sac until
the newborns hatch, but from that point on, they're on their own. A Rider/mount “partnership” must developed slowly over the course
of many years.

It is the simplest way to determine if an encountered Steeder is wild or domesticated—domesticated ones will always be saddled if
they are large enough for battle training. The exceptions to this rule are the males, but they are usually kept confined to prevent their
escape and/or death at the hands of one of the Underground region's many dangers. In a pinch, these control prods (strapped with
leather around the wrist) can be used as a weapon, causing damage as a club. All Spider-riders are considered basically skilled in
their use—this is, in effect, a bonus weapon slot.

Steeders are intelligent creatures, and those go through the years of training that mounts do can be taught to recognize several
hand signals. These usually consist of the following commands: come here, remain where you are, attack that enemy, and fetch that
object.

Body parts from Steeders can be used in the creation of slippers of spider climbing and boots of Striding and springing. They
are not used in creating Cloaks of arachnidia because of the steeder’s lack of a dangerous venom and its inability to travel over or
to produce webs. They are also very edible themselves offering 10 day rations of arachnid meat (tastes like an oily-baked-thru
chicken). Main Prey; Animals, Insects, Main Predator; Spiders, Dragon
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Sword Spider (Tetrablemma gladius)

Sword Spider Gargantuan
Type Lowlife (Arachnid)
Climate/Terrain Any (Jungle prefered) | Any non arctic land
Frequency Very rare
Organization Solitary | Nest
Activity Cycle Any,
Diet Camivore

CE
1 1d6
Size H:12'diameter G; 10'long, 20'diameter
21 18

4

This giant hunting spider is native to jungles, but has been
introduced into the Underground regions by Shadow Elves’
traders. It has a sleek, hairy, black body with brown stripes. Its
legs have bony plates with sharp, raised ridges that cut like
sword blades.

545 7+ 8+8*
HP 5d8+5 7d7+7 8d8+8
MV 60(20) 90/(30)

Against formidable prey, a sword spider leaps horizontally as

cL| 90(30") 30'/10' far as 30 feet, and lands legs forward, impaling its prey. Only
wel 90/(30") 1201407 one attack roll is made for the creature. If the attack is
THACO 15 13 | 11 successful, the victim is struck by a number of legs based on

its size: size S, three legs; size M, four legs; size L, five legs;
size H, six legs; size G, all eight legs. If the spider's leap is
greater than 20 feet, each leg receives a +1 bonus to damage.

2d4
Attack s varies
Damage 2d6 each
Special Attacks; impaling Poison
Special Defenses; 0
Im mune to; Cham, Hold, lllusion
Extra Vulnerable to; Fire

2d8

Any upward attack against the leaping spider receives a -4 to
the attack roll, due to the impaling blades which protect the
spider.

These creatures poison is used only in its digestion and not as
a way of attack.(similar to a Steeder).

These spiders have medium vision, darkvision and infravision
60, and Tremorsense 30’ all other senses are as a human.
Main Prey; Animals, Insects, Main Predator; Spiders, Dragon

X P 300 ] 1025 | 1400

125 LBS 2500 Lbs

Gargantuan Spider (Arachnus supremor)

The gargantuan spider, are actually
two spiders very similar; the Tomb-
and Whisper spider. Both are
hunting spiders with red eyes, a
black body, and two gray stripes
along its abdomen. They usually live
in huge webs in a forest or a cave,
keeping treasure from prey in a small
hole, or in the bole of a tree. It does
not share the whisper spider's
special abilities.

The whisper spider is similar but has
8+8 Hit Dice. It can flatten itself to
become 80% undetectable; it is so
silent that opponents suffer a -5
penalty to surprise rolls. Using its
webbing, it can make a false spider,
a flapping banner, a filmy veil, or any
shape it has ever seen; it uses these
to mislead prey. The spider can
make a web net to trap prey, or it
can shoot web strands up to 2 feet to

bind a foe. Either attack treats the spider's opponent as AC 10 and prevents the spider from making a melee attack that round. A
victim caught by webbing is treated as if caught in a web spell. When bitten, a victim must make a successful saving throw vs.
poison, with a penalty of -2, or fall into a coma for 2d4 turns.

These spiders have medium vision, darkvision and infravision 120", and Tremorsense 60’ all other senses are as a human.

Both spiders have have type F poison, which causes death by neurotoxicity, if the victim fails the saving throw. If the saving throw
was successful the character suffers only 4 points of damage.

Main Prey; Animals, Insects, Main Predator; Spiders, Dragon

580



Giant Jumping Spider (Sandalodes desultor)

Giant Spider Giant Hunting Spider
Type Lowlife (Arachnid)
Climate/Terrain Any,
Frequency Rare
Organization Solitary
Activity Cycle Any,
Diet Carnivore
L N
NA 1D4(2D6)
Size M; 3'
ST 13
IN 1
W I 3
DX 12
co 14
CH 13
Languages 0
Spellcaster Limits; 0
AC 8
AV 1
HD 2
HP 2ds*
MV 120/(40)
Jumping 40 Jumping or hunting spiders are fur-covered spiders the relative size of dogs,
1 round sprimI 360(120) and are used as watch animals and hunters in several primitive cultures of
WB no web humans and Humanoids alike. They may be found in any terrain, arctic to
THACO 17 tropical, and the coloration of the fur of any individual spider will match the color
Attacks 1 Bite of its normal surroundings.
DEEED 1d6 These spiders have excellent vision, darkvision and infravision 120", and
Special Attacks; Webbing Tremorsense 60’ all other senses are as a human.
Surprise 1-3 on 6
Special Defenses; 0 _ Their front eyes are like humans big and focused to produce stereoscopic sight.
Im mune to; Charm, Hold, Illusion . . o X
Extra Vulnerable to: Fire They need this for their secondary movement way; jumping.
gg’lve =, 22 A Hunt_ing spider can mg_ke as many j_umps as it has hit points of 4Q’ (forward,
ML 7 Tame up or sideways, before tiring and needing to walk/run. They can thus jump, then
8 Wild run and after that they can move 120’ each round for 13 rounds before needing
X p 20 to relax and rest. Without jumping running they can move 120'/round or 13
TT U Turns before fatigue sets in. as can be seen these critters are difficult to evade
Body W eight 65 LBS by running away alone. This creature can also follow their prey by scent-

tracking. Use this natural skill by rolling 1d20 below 8 to successfully track a
victim. By doing this each turn, jump or losing sight of prey it is easy to
determine if they lost track of their prey.

In the wild, hunting spiders run (and jump) in small packs (acting similarly like
hunting dogs) to bring down their prey. They do not build webs, but stalk their
prey over almost any terrain, and attack with their non-poisonous jaws. Tracking
skills must be rolled individually if these creatures hunt in a pack. As long as
one is successful in determining where their intended prey did go, all will follow.
When tamed (somehow) or bred and trained, these creatures tend to overeat,
and since they don't
stop eating when
getting food, they
become obese
varieties of the wild
version, their ranges of jumping become halved, and suffer a -2 on their
initiative. (see picture right).

They do use their webbing to entrap a bitten victim. Each round of
successful attack the victim suffers a -1 in Attack, AC, ST, and DX, and
initiative, and saves, however, he also gets a +1 AV due the clogs of
webbing. The spider’s attacks and any stinging or piercing weapon will
not be affected by this extra Armor Value. The character can free himself
in 4 rounds after a successful adjusted Strength check, doing nothing
else. Any other character trying to free the victim must use a cutting
weapon and must make a Dexterity check or bring the victim normal
damage-AV.

These creatures poison is used only in its digestion and not as a way of
attack.

Main Prey; Animals, Insects, Main Predator; Spiders, Dragon
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Giant Sand murderer spider (Sicarius sabulum)

Giant Sand Spider

Climate/Terrain

Frequency
Organization
Activity Cycle

Lowlife (Arachnid)
Near Rocky structures
Temperate to warm
Uncommon
Solitary
Any,
Carnivore
N
1d4(1d4)

M: 6'

17
2
4

15

13

0

6
1
2+1*
2d8
120'(40")
no web
18

1 Bite
1d6

Poison
0
Charm, Hold, Ilusion
Fire
0

F1
7

U

250 Lbs

Sand spiders are carnivorous creatures six feet long, and beige in color with
an orange and black blotch on their stomach. They have 6 eyes instead of
the common eight for most spiders. They inhabit desert or barren regions.
Sand spiders live in Underground burrows, usually near rocky structures and
stones. Pyramids, large statues, rocky crags, and paved roads offer the best
sites. This spider buries itself in the sand and strikes from ambush at prey
that wanders too closely. Sand particles adhere to cuticles on its abdomen,
thus acting as a natural camouflage if uncovered. If disturbed, it will run a
short distance and bury itself again.

They do not build webs, but stalk their prey over almost any terrain, and
attack with their poisonous jaws.

Toxicology studies have demonstrated that the venom is particularly potent,
with a powerful hemolytic/necrotoxic effect, causing blood vessel leakage
and tissue destruction. Envenomations of laboratory animals have yielded
devastating results, with many of the test subjects developing multiorgan

breakdowns. Poison will thus result in a permanent reduction of constitution of -1 unless saved for each bite, which makes this loss
“only” temporary (1d4 days adjust by current constitution adjustment. A negative adjustment is added to the number of days, a
positive is subtracted). A Wish, or Restore spell could suppress the damage to be equal to the non-permanent version, or reduce
the non-permanent version’s duration to hours instead of days).

They do use their webbing to entrap a bitten victim. Each round of successful attack the victim suffers a -1 in Attack, AC, ST, and
DX, and initiative, and saves; however he also gets a +1 AV due the webbing except to the spiders attacks (Any stinging or piercing
weapon included). The character can free himself in after a successful adjusted Strength check, doing nothing else. Any other
character trying to free the victim must use a cutting weapon and must make a Dexterity check or bring the victim normal damage-

AV.
Main Prey; Animals, Insects, Main Predator; Spiders, Dragon
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Huge Wood Spider (Heteropoda sylvanus)

Giant Spider

Huge Wood Spider

Type
Climate/Terrain

Frequency

Lowlife (Arachnid)
Any woodlands
Temperate to warm
Uncommon
group
Any,
Carnivore
N
1d4(4d4)

M; 3'

22
2
8

16

15

11
0
0

6
1
1+3*
1d8+3
120'(40")
no web
18

8 legs
0 (sticky glob)

1 Bite
1d6

Special Defenses;
Im mune to;
Extra Vulnerable to;

Poison
Camouflage
Charm, Hold, lllusion
Fire
0

F1
8
19
U

“falling” damage.

Huge Wood Spiders live in areas of dark tangled woodlands. This variety of
giant spider is 3 feet long and has long legs. It is green with irregular brown
stripes, which allows it to blend in with the surrounding foliage, gaining surprise
1-4 on 1d6.

It has sticky pads on its feet (its own webbing actually) which it can use to cling
to the sides of trees and even the underneath of branches (just like small
spiders are able to do.

While searching for prey, Huge Wood Spiders lurk in the branches of trees,
waiting to leap down (they suffer no falling damage within the first 100’ fallen,
however the passing victim (on any creature) they fall upon will suffer this
damage —each 20’ fallen will count as 10’ for purpose of determining the victims

The sticky pads are also responsible for that the creature gets a +2 to its bite attack for each two legs that have hit successfully, as
these are stuck with the victim. The victim must roll against the normal web strength table, but may add a +3 to his strength in order
to see if his or her attempt to break free from one leg is successful. The victim will also suffer a -1 on its THACO for each leg that is
stuck against the victim. The legs itself bring no damage whatsoever.

These spiders have excellent vision, darkvision and infravision 120", and Tremorsense 60’ all other senses are as a human.

Their bite delivers a mild poison which inflicts an additional 1d8 points of painful damage and makes the victim sluggish for 2d4+2
rounds (both effects negated by a successful saving throw vs. poison +2). Sluggish creatures suffer a -2 on initiative and move at
half speed until the effects wear off.

Main Prey; Animals, Insects, Main Predator; Spiders, Dragon
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Phase Spider (Arachnis aitherius)

Phase spider
Lowlife (Arachnid)
Monster(Conjuration)
Any,
Rare
Webs
Any,
Carnivore
N
1d4
M: 14" diameter
17
7
13
17
16
10
0
Spellcaster Limits; 0
AC 7
2
5+5~k*
5d8+5
60'(20)
150'(50")

Poison
Phasing
Charm, Hold, Ilusion
Fire
0
F2
8
400
E

Body W eight 175 Lbs

Phase spiders flee to the Ethereal plane when
outmatched; there, they gain only a -1 modifier to
initiative and can be attacked every round,
regardless of the initiative result.

In the Ethereal Plane they can move by a form of
Flight as fast as they can move in Webbing
(150'/50%)

These spiders have medium vision, darkvision
and infravision 120’, all other senses are as a
human.

Phase (etherial) spiders are web-spinners with a raised thorax and a human-like
head; they are often confused with Driders.

They have a unique ability to phase in and out of the Prime material plane. They
phase in, attack, and phase out, all in a single round. This gives them a -3
modifier on initiative rolls; if a phase spider wins initiative by more than 4, it
attacks and phases out before its opponent has a chance to strike back. Then
too, a phase spider usually phases into existence behind its chosen victim, so
they get a +4 modifier for attacking from behind.

Phase spiders have Type F poison, which causes
death by neurotoxicity, if the victim fails the
saving throw. If the saving throw was successful
the character suffers only 4 points of damage.
And victims receive a -2 penalty on saving throws
against it.

Main Prey; Animals, Insects, Main Predator;
Spiders, Dragon
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Shroud Spider (Nephytis nocturnis paralysis)

hitp-waiting4oblivion com

Shroud spiders are 6 feet long and black all over, except for their 8 eyes,
which glow with a very faint blue light (visible up to 50’ away in the dark).
These magical creatures are intelligent and very evil. They can only be hit by
magical or silver weapons.

Giant Spider Shroud*
e Lowlife (Arachnid)
Climate/Terrain Any,
Frequency Rare
Organization Solitary
ctivity Cycle Any,
Diet Carnivore
L CE
NA 1d2 (1d3)
Size M; 6'diameter
ST 24
IN 4
| 6
DX 15
CO 10
CH 9
Languages 0
Spellcaster Limits; 0
C 4
\% 1
HD [l
HP 5d8
MV 120'(40")
WB 150'(50")
HACO 15
ttacks 1 Bite
Damage 1d10+ paralysis
ttacks 1 Web Squirt
Damage O+Paralysis
Special Attacks; Paralysis

Numbing web

The spiders bite is poisonous. Any character bitten must save vs. poison or
become paralyzed for 2d4 Turns. The spider uses this attack to take live
victims for its food store.

The webs of the Shroud spider are strong as the webs of any other giant
spider, but it is not very sticky. Instead, anyone touching it (fresh webbing
only of less than 24 hours old) must save vs., TS/Paralyzation or be similarly
paralyzed. Characters remain paralyzed as long as they remain in contact
with the webbing and for 2 rounds there after unless bitten (which the spider
always does if finding a paralyzed prey on its webbing. This paralysis is
caused by the creature’s poison spread automatically over the webbing as it
is created—the spider’s web spinners and poison glands are located against
each other and act as one.

Im mune to; Charm, Hold, Ilusion
Extra Vulnerable to; Fire
M 0
Save as; F5
ML 9
X P 675
T C
Body W eight 185 LBS

will have their strength of the light diminished to a tenth as normal. The radius of such
spells remains the same, yet the strength of this magical light bulb is instead now 100
Watt, only 10 Watt. Thus creating more darkness and more shades for the creature to hide

in.

These spiders have excellent vision, darkvision and infravision 120, and Tremorsense 60’
Tremorsense Web 100% unlimited distance (The web trip wires can lead 500 yards away
from the lair—anyone coming in contact with will be detected), all other senses are as a

human.

This spider was created by Nepthys, an obscure female Immortal from the era of Nithia.
The creature was created from common garden spiders (Areneus species), but where
altered so greatly they became a different species. This is also the reason the creature
can only be found in Thyatis, Ylaruam, Rockhome, Karameikos, Darokin, Vestland,
Soderfjord, and the Isle of Dawn. The reason it was created is unknown.

Main Prey; Humans are its favorite catch Animals, Insects, Main Predator; Spiders,

Dragon

They don't usually make very large (main) webs as these are mostly only as
twice as big in diameter than the spider itself. This main web is often placed,
in such a way as to completely block the passage of a tunnel. The spider
itself has made a passageway somewhere in this web to act on both sides of
the web if need be.

This creature can shoot a single web strand at a single opponent up to 30’
away. Any creature hit by a strand shot, may save at +1 to avoid paralysis.
Shroud spiders also use their web strands as an alarm system in the areas
they live in reaching up to 100 yards afar, or to trap victims in a paralyzing
“shroud” before placing them in a food storage, and sometimes lay simple
traps of web which they renew each day (eating it and excreting a new one)
characters placed in the webbing in the food store remain in a state of
suspended animation until the webbing is removed. They automatically fail
their saving throw against bites. Others freeing the character must save each
round doing so or accidentally touch a webbing and become paralyzed also.
There are confirmations of individual spiders of this race, being able to
generate a special form of Darkness. This darkness is a form of absorbing
light in the webbing, and acts as a normal night darkness (thus not the
Darkness or continual Darkness spells) minimizing vision and dimming light
sources to the minimum. A torch

thus held in the radius will shed
only 5'light instead of 20, a candle
only a feet of 2, while light spells
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Rhagodessa (Rhagodessa camellus)

Giant Spider

Rhagodessa

Lowlife (Arachnid)
Tropical Forest, Jungle, Hills
Rare
Solitary
Night (Dark preferred)
Carnivore
N
1d4(1d6)

M: 8'

20
1
1

16

11

12
0
0

1 round sprint|
WB

CL

CL with load

5
1
4+2*
4d8+2
150'(50")
300'(100)
120'(40")
120'(40")
60'(20")
17

1 Bite
2d8

1lleg
0+ suckers

Special Defenses;
Immune to;
Extra Vulnerable to;

0
0
Charm, Hold, lllusion
Fire
0

F2
9
125
U

185 LBS

A rhagodessa is a giant spider-like carnivore, about the size of a small horse. It
has an oversized head colored yellow and massive jaws (mandibles), and a
dark brown thorax. It has 5 pairs of legs; three pairs of walk legs, one pair of

thin tactile legs used for walking and reconnaissance and the front pair which end in suckers which help the creature grasp its prey,

and are used like arms.

A hit with a front leg does no damage but means that the victim is stuck on with a strength of the creature (20). In the next round of
combat, the victim is pulled to the mandibles and bitten (automatic hit—no hit roll needed for the next rounds until freed).

If harassed while biting prey, a Rhagodessa lifts its victim into the air and scurries away with it. The Rhagodessa can lift up to 700
LBS (7000cn) in this manner. Rhagodessa can climb most sheer surfaces if they are not smooth or slippery. They have more
difficulty climbing when carrying a victim, but can manage even this fear if the surface is rough or cracked. Rhagodessa generally
devour their prey alive at the first opportunity.

Rhagodessae are nocturnal - hunting only in the dark, are normally found in caves, and can climb walls.
These spiders have excellent vision, darkvision and infravision 60’, and Tremorsense 60’, and medium hearing; all other senses are

as a human.

These creatures poison is used only in its digestion and not as a way of attack.

Main Prey; Animals, Insects, Main Predator; Spiders, Dragon
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Spider-spy (Aranea espionatus)

Giant Spider

Spiderspawn

Lowlife (Arachnid)
Forest, Jungle
very rare
webs
any
Carnivore
N
1d4+1
S; "2

Spellcaster Limits;

10
6
6

1

AC

0
1+1*
1d8+1
60'(20")
150'(50")
120'(40")
19

1 Bite
1

Special Attacks;
Special Defenses;
Immune to;

Extra Vulnerable to;

Poison
0
Charm, Hold, lllusion
Fire
0

NM
9
19
0

Spider-spies are enchanted normal spiders of large size, developed by the
Herathian mages (the original species unknown, but it did generate webbing threads
of great length). The spider-spies are one of the more successful Herathian
biological design endeavors. Unlike a regular spider, the webs of a spider-spy are
usually large, gossamer-thin web-lines rather than thick, sprawling affairs. The lines
are only slightly thicker than a human hair and can cover up to one square mile per
hit point of the spider. These webs are not used to trap prey, but to relay messages
to the spider-spy and then to the aranea controlling the spy. Any creature touching
the web alerts the spy. The spider-spy can tell a remarkable amount about the
creature in that single moment. For example, the spider-spy can identify the
creature's exact location, approximate size, and upon physically (skin) contact its
mental state (anxious, despondent, gloating, etc.), general alignment (evil, good, or
neutral), magical abilities, race, sex, and approximate age. It can also determine
whether the creature has Legacies. If the creature touching the web fails a saving
throw vs. magic, the spider-spy also gets an indication of the creature's surface
thoughts, as per the ESP spell.

The Herathians train the spider spies to filter out "noise" contacts, such as when one
of their webs gets broken by a bird, cat, forest ray, etc. Spider-spy controllers are
highly trained and valued individuals in aranean society. Communicating with the
spider-spies is a difficult art requiring at least two language slots. Spider-spies
communicate with their keepers via a soft chittering language, using sounds
produced through their mouths and spinnerets, complemented by signs made with
their legs.

The Red Curse: Spider spies acquire Legacies and require cinnabryl. Their aranean
masters usually supply this metal for them.

Combat:

Spider-spies are trained to flee from combat if at all possible. The spider spies are
too valuable to be risked in combat. If attacked, spider spies will immediately chitter
to alert their caretakers. A spider-spy is usually linked to its controller via an ultra-
thin web strand, so it can also send a silent distress call through this strand. If forced
into combat, spider-spies will bite.

Their poison is weak version Type F, which causes death by neurotoxicity, if the
victim fails the saving throw at+5. Onset time is about five minutes. If the saving
throw succeeds, the victim still takes 8 points of damage. A single spider-spy can
deliver up to three poisonous bites per day.

If more than one spider-spy is forced into combat, one will
attempt to bite while the others hang back and shoot webs at
the attackers. Spider-spy webs are so thin that they are
essentially invisible. The webs can be discovered with a detect
invisibility spell, as it enables the magical enchantment from
the spiderspy in it. But even then they are difficult to find. A
thief (or a person under a Detect Invisible influence) who
suspects that the webs may be in the area can use the
find/remove traps skill to detect the webs (this is 7% + dex
adjustment in percentages for non thieves) .

Habitat/Society:

Spider-spies are found in small groups, always with an aranea
controller nearby. Each group of 2 to 5 spider spies runs one
web network (up to nine square miles). One spy sits at the
center of the web and gathers information. The other spy(s)
travels around the web, repairing breaks and occasionally
checking in with the aranea controller. They rotate positions
frequently.

Ecology:

The spider-spies are not naturally occurring creatures, and
their breeding is carefully controlled. Spider spies feed on a
diet of small warm-blooded creatures and large insects.

These spiders have excellent vision, darkvision and infravision
120", and Tremorsense 60’, all other senses are as a human.
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Plopped (Polypedus corraniensis)

Giant Spider Ploppeds
Type Lowlife (Arachnid)
Climate/Terrain Silver Sierras only
NW Darokin/SW Glantri
Ruins Coran Keep
Frequency Very Rare
Organization Solitary
ctivity Cycle Any
Diet Carnivore
L N
INA 2d6
Size T;9"diameter
ST 17
IN 1
W I 3
DX 15
co 12
CH 13
Languages 0
Spellcaster Limits; 0
AC 9
AV 1
HD 1/2%*
HP 1d4 . ;
i a dspri gg,(gg,) Ploppeds were once Tegenaria (active and agile House spiders) spiders hunting the
roun jﬂ:\npl 28, ) shado_wy corners of the Corran Kee_p in Nc_)rth Western I_Darokin: Subje(_:ted to the
WE 120140") occasional energy pulses fror_n the error-ShleId qf Rheddrian, t_helr genetic structure
THACO 20 changed, apd they grew quite Iarge—_the|r bodies are the size of oranges—and
Attacks 1 Bite ended up with more legs than normal spiders. )
Damage 2d8 Ploppeds have different numbers of legs, from six to twenty (1d8+2)*2=number of
Special Attacks, Poison, Leap legs an individual plopped has. Regardless of the number of legs they possess, they
Special Defenses; Thief Abilities are black and hairy. The creatures were named by the learned Kazakk, who called
Im mune to; Charm, Hiold, llusion them “Polypeds” (many-legged); the other Lightning Zombies simply called them
Extra Vulnerable to; Fire “Ploppeds” for the sound they make when they land (“Plop!”).
AM 0 Ploppeds are very sneaky. They have the following thief abilities; Move Silently;
Save as; \M 40%, Climb Walls; 91%, Hide in Shadows; 28%.
ML 6
XP 7 Combat
TT - L These creatures don't prey upon creatures bigger than rats; they prefer to hide in the
Sty Wi Stoldcn shadowy areas when something large is in the immediate area. However, if startled,

they will make a single attack and then run away (successful or not).
Ploppeds attack by leaping up to 20’ at their prey; when attacking medium or large sized creatures, they leap for the neck or the
face.

If they hit (on an ordinary attack roll), they sting, injecting a paralytic poison. The victim must save vs. poison or be paralyzed after 1
round for 1d6 Turns. Small creatures (3'or less) must save at -4 and will be paralyzed for 1d6x 10 Turns (enough for the Plopped to
feast upon them). Normal Creatures save at normal rates, Large (8'+) at +2.

These spiders have medium vision, darkvision and infravision 60’, and Tremorsense 30, all other senses are as a human.
Main Prey; Insects, Bugs, Beetles, Funghi, Main Predator; Birds, Rats.
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Silk Spider (Arachnis alphatiensis)

An individual Silk Spider is a small, unthreathening creature about 1" in diameter
Giant Spider Silk Spider including legs. The creature’s chitinous covering is a glossy brown (with a white or
Type _ Lowlife (Arachnid) yellow dot on the hind end—giving away sex) and hairless, unlike Mystarean spiders,
Climate/Terrain Alphatia and they have ten legs instead of 8 like normal arachnids from Mystara (The Plopped
Alphatian dimension Il s 5 magical exception to this fact).
S— UC‘;‘:;Q’_\EZL:QC' Silk spiders are social spiders in the right environment, elsewhere they are as
ST Swarm (10'diameten) |nd|V|duaI as most spiders, but then they are a ferven_t prey of ‘Rats.The given statistics
Night are Silk Spiders as they appear in a swarm—they're just a variety of the Insect Swarm.
Carnivore However, they have two special abilities instead of just one.
N First, the Spider swarm can literally swarm over parties of adventurers (or any other
Tswarm victim for that matter), biting and stinging for 2 points of damage per character/creature
T: 1"diameter each round—no saving throw. Rats, Mice, Wererats are fully immune.

11 The creatures’ poison is too weak too affect any creature bigger than 2 feet, and is not
1 used as a way of attack. It will only cause an itching rash or swelling. Only allergic
5 persons could suffer severe pain, or anaphylactic shock—con. check or die in 2d4 Hr.
A character of Alphatian descent (Glantrian Flaems or inhabitants of Alphatia,
Norwold, Bellisarria have a 5% of being allergic, others only 3%)

Second, they can spin a gigantic web over intruders—and this web acts just exactly
like the web spell (but lasts indefinitely—until burned, destroyed or eaten by the
spiders). Swarming silk spiders will sting 60% of the time, and web the remaining 40%
of the time. (01-60 and 61-00). It takes just 2 rounds to cover a small humanoid, 3 a

o medium humanoid, 5 a large Humanoid. The don't attack anything bigger than 9” tall,

2ds or Rats, Mice, Wererats which are fully immune to the webbing.
30'(107) Prey thus covered will be left to attract the specially adapted insects (Use cockroach
1 round sprint 45'(15") statistics, with Move on Webbing as Normal), which will feed on the covered corpses,

na breed and thus be food to the spiders.
120'(40")
18 Silk spiders nest in dry caves and pits, covered totally with their webbing. A single

1 area effect swarm may thus cover a cave area of up to 100'diameter, but swarms tend to cling

special near eachother, so huge caves covered by layers of webbing do exist. They are not
I special native to the world of Mystara, and will die outside the special environments created
Special Defenses; 0 i for them by Alphatian wizards (with magically changed innocent insects as food), so
Eo; Charm, Hold, llusion 4016 s ittle chance of encountering them in the wild outside Alphatian-controlled
Extra Vulnerable to; Fire, Hold Monster territory. On the other hand, there is no telling where an Alphatian wizard will set up
shop.
Silk spiders are prized because of the webs they weave. They can be collected and
processed into very light, very tough, material—lighter and tougher than ordinary silk
Raw Spider Silk (+2 on material saves and -25% weight). This is the prized clothing material in
individual Body Weight 0.3t005cn Alphatia, and commoners may not wear it (even by law here and there, but mostly only
by social inacceptance). Each 10’ x 10’ x 10’ area webbed by the spiders can be
turned into a piece of clothing suitable for an ordinary large gown, or several short tunics or other lesser garments. To collect the
web, a spider keeper must use the Hold Monster spell, which affects these swarms of silk spiders as if they are a single 2 HD
monster. This is the only exception to the Hold immunity these creatures have. The silk will be colored by the magic spell color.
Especially created environmental caves in Alphaltia, Thyatis, Bellisaria, Norwold and Dawn are called Silkspidder farms and may
house up to 100 swarms. Thyatis has illegally stole the use and concept of these spiders from the alphatians and have recreated the
silk spider farms. These are however, partially above ground in large enclosed building with altered climate (by magic), these farms
are seen as a theft by Alphatians, but in Thyatis anybody with enough money will be allowed to wear this fine Silk.
Rats and mice (including Wererats) are immune to the Webbing and poison attacks of these creatures. The webbing refuses to cling
to these creatures and they are immune to the stings of a swarm. They also feed on the spiders and are thus a great pest to
Silkspider farms. Farmers use a single application of the Clothform spell to bond silk permanently (without seem) together, to create
non-clingy rolls of Silk, or later (after cutting in shape to create or repair clothing). This is nondispellable, due to the Alphatian
magical origin of the spider.
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These spiders have excellent vision, darkvision and infravision 120", and Tremorsense 60’ all other senses are as a human.
Main Predator; Rats, Main Prey; specially adapted insects.

Silk Silkspider roll 3" wide 25’ long 10000 sp 400 cn
Panties to beautify female legs, gives ample Warmth, protects from wind, needs holders (Jarretels) to keep from rolling down ,
easily damaged, made from silkspider silk with lace top and sole 50 + (design) gp  1*cn
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Spitting Spider (Arachnis spuo)

Spitting Spider
Lowlife (Arachnid)
Temperate to tropical
abandoned woodlands/muins
Underground
Very Rare
Solitary
Any
Carnivore
N
2d6
L; 5 diameter
20
2
6
18

2+1*
2d8+1
120'/40'
1 roundsprinty 240'/80
17
1 bite
1d8

L i Poison Web spit This 5'-long giant spider is yellow with black spots. The spider has six pearl-
Isr‘rfriclﬁ:ﬁg_fe"ses' = Hgld e white eyes and a tough fluid-filled sac suspended from its thorax, just behind its
' ' ' jaws. This creature makes use of if its prey is surprised or not. If they're

Exira Vunerable to; Fge surprised, the leading PC does not get a saving throw to avoid the web.

F1
7 Combat

35 This creature spits a poisonous web for its main attack, 30’ away and
0 completely encases any medium sized (up to 8’ tall) target it hits, gleuing it to
1500 LBS the floor and to any object within 3' in a web ball of about 10’ diameter..
The spider does not need an attack roll to spray its web accurately. The victim
gets a Dexterity check on 1d20 to avoid the web, but only if he's not surprised by the attack.

Any PC caught in the web must save vs. poison or become paralyzed. If the saving throw is successful, the PC can break free of the
web as with any normal webbing depending on strength. The spider can spit only once every 10 rounds. It uses its bite attack in any
round it can't spit.

This spider follows the PCs, attacking from behind when the PCs least expect it, unless the PCs dispatch it. Making use of its 1
round sprints. It can't spit while sprinting or vice versa. It must wait 10 rounds before sprinting again. It thus must divert its abilities to
different characters at different moments. It will mostly pursue wounded or fleeing victims, but will attempt to hide when coming
against a formidable opponent.

Habitat/Society

These spiders, though living in a group will always act as if solitary, up to the spot as seeing another of their kind combating a victim,
by not intervening until the other spiders is satisfied, fled, incapacitated, or dead. However, a running by victim will be attacked while
the following spider then will release the attack, returning to its other prey (if any).

When Spitting Spiders are in their mating period (every week around full moon), a male will try to approach a female bringing her
some prey in hope of avoiding to get eaten while attempting to mate. The female will lay its eggs in a sac of webbing, hanging it out
of reach of most predators, and leave the location. Three weeks later, from the 1d100 eggs about 25% will open and release a small
spider (1 feet diameter) which will instantly start feeding on any other creature in the area around it (including its other siblings). This
keeps the number of these creatures low, even while its mating is more often than any other spider species.

Ecology

If the PCs kill the spider, they may examine its body if the PCs carefully remove the sac and the jaw, they can use it to "spit" more
poisonous web. This involves holding the sac between the PC's torso and one arm, aiming the jaw with both hands, and squeezing
sharply on the sac. The player must roll as if his PC were using a missile weapon. The sac contains enough fluid for three complete
web-spits.
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Cave Fisher (Arachnoideaus species)

Cave Fisher (Arachnoideus cavernus)

[Arachnid Cave Fisher
Type Lowlife (Arachnid)
Climate/Terrain Subterranean
Frequency Rare
Organization Group
Activity Cycle Night
Diet Carnivore

L N
NA 1d4
Size M; 7' long
ST 19
IN 2-4
W | 8
DX 11
CO 12
CH 8
Languages 0
Spellcaster Limits; 0
AC 4
AV 4
HD 3*
HP 3d10
MV 12(3)
THACO 17 or 15
Attack s 2 pincers
Damage 2d4 each
Special Attacks; Adhesive webline
Special Defenses; 0
Im mune to; Hold, Charm, llusion
Extra Vulnerable to; Fire

M 0
Save as; F4
ML 8
X P 125
TT uo
Body W eight 250 Lbs

reeling its filament in like a fishing line.

Should a tempting target escape the monster's neatly laid traps, the cave
fisher will try another mode of attack. It will spend one round drawing its
filament in and then shoot it at the prey, striking at THACO 14. It will then "reel
in" its prey at a rate of 15 feet per round, using a complex organic winch
housed in an armored protuberance behind its head. A cave fisher can pull in
prey weighing up to 400 pounds (4000 cn weight). It will try to snare its prey
in this manner so long as it remains within the fisher's established territory. In
the event that a “tug of war” breaks out, the fisher has a strength of 19 with its

strand.

The cave fisher is a large arachnoid that has adapted to life below ground. It
combines many of the characteristics of a spider and a lobster.

The cave fisher has a hard, chitinous shell of overlapping plates and eight legs.
The 6 rear legs are used for movement and traction on stony walls and
corridors. Because of these limbs, the fisher has no difficulty in moving up and
down vertical walls. The front pair of legs are equipped with powerful pincers,
which are used for killing and dismembering prey. The most unusual feature of
the cave fisher is its long snout, which can fire a strong, adhesive filament. The
monster can also use its adhesive to anchor itself in place on walls and ledges.
The adhesive on the sucker head also coats the filament, and this filament can
be dissolved by liquids with a high alcohol content or a cave fisher's blood,
which also contains a lot of alcohol. (and as thus could help in removing the
filaments).

Combat:

The cave fisher has two ways of hunting. Its preferred method is to string a
super-strong, highly adhesive filament which extends from its proboscis. This
filament is 60-feet long, and tipped with a powerful adhesive sucker in the
vicinity of its lair. The filaments are thin and strong, making them exceedingly
difficult to detect or cut. There is only a 20% chance of noticing the strand at
10', and no chance at all of seeing them at a greater distance. A detect snares
and pits spell will reveal a strand. The filament is coated with an adhesive
which can only be dissolved by liquids with a high alcohol content (such as the
cave fisher's blood). The filaments can only be cut by +1 or better edged
weapons, and even then it takes 6 rounds- the magical bonus in times to do it.

The fisher's favorite foods are small, flying creatures like bats. Ever
opportunistic, they are constantly trying to vary their diet by trapping a careless
adventurer, foolish goblin, or Orc (provided that they think that they can get
away with it). If more
than one fisher inhabits
a lair, they will frequently
pool their resources to
catch larger prey. Once
the victim is trapped in
the filament, the cave
fisher draws its prey in,
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When the cave fisher's prey is drawn in, the creature kills and
dismembers it with its pincers, cutting it into pieces suitable for
ingestion. Two of the cave fisher's 8 legs end in powerful pincers.
These pincers act as if they are magical weapons of +5
enchantment only for this purpose. In this it can easily cut
through any armor value as strong as banded armor (AV5 or
less) at breaking 2 AV points each round.

Almost as soon as being snared, prey is butchered and eaten.
Any armor is stripped away like a corn husk by the monster's
claws while the prey struggles and screams, then it cuts off the
victim’'s limbs and then cuts it in pieces, devouring even the
bones. The other 6 legs are used by the creature to attach itself
to the rock of its hiding place, cementing itself in place with the
same adhesive that coats its filament.

When the cave fisher captures more prey than it can eat, it
stores the ‘extras’ in a manner similar to a spider's. It wraps the
prey in adhesive filaments, almost always tying down all of a
victim’'s limbs. The fisher then uses its adhesive secretions to
secure the victim to a wall or ledge nearby. When the creature
desires to eat, it simply dissolves the bonds of the victim and
dismembers the prey (this can lead to some interesting rescue
scenarios). The cave fisher can survive on very little food, even a
few bats a day if need be, but when there is a surplus available it
can consume up to 200 Ibs. of meat per day. The filaments, the
adhesive secretion, and the dissolving secretion are all
discharged through the creature’s proboscis.

The filaments are stored in the organic winch behind the
creature’s head; the two secretions are stored in frontal cavities.
Once removed from a cavity, the adhesive hardens within one
turn. The dissolving secretion takes one round to work.

This creature has no poison glands, though it is arachnid.

Habitat/Society:

Cave fishers prefer living on ledges and caves located above
well-traveled paths, sharing their lairs with others of their kind.
No more than four cave fishers will be found in one lair. Their
filaments are always strung before their lair, and they attempt to
kill anything they trap, often storing food for future use.

Their territories are very small, and never larger than about 300
feet to either side of the lair. If the local animals learn to avoid a
cave fisher's abode, it will dissolve its bindings and crawl on to a
new area where the prey is less wary.




Anything man-sized or smaller is considered fair game by the cave fisher
and Halflings are thought to be tasty treats. A single cave fisher would
never attack a large, well armed party for the sake of a single meal. Still,
they are cunning, and a group of the monsters might reel in their
filaments and attempt an ambush if they thought they could get away
with it. If hunting in one area becomes scarce, the cave fisher will simply
find a new area to hunt, where the small game is more plentiful and
careless.

Like all predators, the cave fisher is interested in survival. This means a
steady supply of food and a mate. The cave fisher preys primarily on
small flying game, and in the subterranean world this frequently means a
diet of bats. It is not the top predator in its ecological niche, and has
learned caution in dealing with other monsters. The cave fisher is
sufficiently intelligent to know the dangers of preying on large, well-
organized groups, who might grow tired of its depredations and hunt it to
extinction. The monster instinctively picks the easiest route for survival,
and relies on stealth and cunning to trap its prey and avoid being eaten
itself.

Cave fishers can live over 100 years. Once every 20 years, the female
makes a high-pitched keening sound (above human or demi-human
hearing) that brings all males within a 5 to 20 mile radius underground.
The female mates with the first male to arrive, then kills him, rejecting
the overtures of all others. Three days later, she lays a group of 5 to 9
eggs inside her mate’s body and moves to a new spot. The eggs hatch
within a month, and the young live for a short time on the carcass of their
father. Three weeks after they are born, the young cave fishers are half
grown, and they leave to establish lairs of their own. These half-grown
cave fishers do half damage and 1+1 HD, but their armor class and
movement remain the same. The young cave fishers reach full growth
roughly one year after they are born.

Ecology:

The filaments of the cave fisher are highly prized by many thieves'
guilds, for they can be made into thin and very strong rope which is
nearly invisible. The filaments are wound onto reels and then specially
treated to dilute the adhesive. The resulting strands can be made into
ropes, while the diluted adhesive is turned into a special solution, which
when applied to gloves and boots, greatly increases traction for climbing
(but hinders greatly in loose sand/soil due clogging).

A cave fisher's ledge or niche is usually covered with the bones and
belongings of its victims. . Although the cave fisher does not collect treasure, its lair is often strewn with the possessions of its
former victims. Cave-fisher lairs may have a large pile of equipment and treasure lying directly beneath them on a tunnel floor. Being
semi intelligent, the cave fisher is able to reason that this seems to attract prey, but it is not capable of more detailed planning.
Cave-fisher eggs 10 days old or less are greatly prized because of their high alcohol content (65alcohol points each egg, losing 10
alcohol points per hour in warmth or after 10 days (whichever comes first) to a minimum remaining of 10 AP.) though they also
contain other drug like substances. A single sip of the liquid found within the cave-fisher egg is enough to intoxicate a man for hours,
bringing great delusions and hallucinations (save vs. poison or be confused for 1d4 hours; victim is merely slowed if he saves).
Drinking an entire egg would be enough to kill a man (save vs. poison or die in 10d4 rounds). These fresh eggs bring 50-100 gp
each in large cities. Neither the cave fisher’s blood nor eggs older than 10 days have this property due to rapid spoilage or lack of
life of the creature.

Senses;

The creature is blind. The great membranes that appear to
be the cave fisher's eyes are actually ears. The ‘eyes’ of a
cave fisher are actually multiple ears that allow it to capture
its prey in the darkness with a high degree of accuracy.
Because of this method of locating its prey, the cave fisher
receives a bonus to hit when striking particularly noisy
prey. Give the cave fisher a +2 bonus to hit against
characters in metal armor or those who are talking. Give
the fisher +1 to hit against characters performing less noisy
actions such as carrying bags of coins or walking on hard
ground. A thief (or an elf or Halfling without metallic armor,
attempting to surprise) may go unnoticed by a cave fisher if
he can move silently; if he fails this roll, the cave fisher still
has a -2 to hit due to the character’'s assumedly reduced
noise. Tapping on the ground with a pole ahead of the party may induce a cave fisher to catch the pole instead (treat as AC 10). The
cave fisher's ears may hear sounds both below and above the human hearing range. Cave fishers often use this skill to catch bats
flying nearby. If a cave fisher is presented with a number of different sounds associated with prey, it will fire at the loudest first; thus,
it would choose an ogre in nailed boots over a nearby barefoot Halfling. Casting a silence 15' radius spell on a cave fisher causes it
to freeze, making claw attacks at -4 to hit if it is attacked’ the creature’s other senses are as a human.

Although the blood of the creature is highly alcoholic, it can’t be used as a Drink It rapidly coagulates into a brown gunk. This gunk,
however, can be used in the creation of potions of Resist Cold or Surviival. They however also give the imbiber +8 Alcohol Points.
Main Predator; Spider, Hulkers, Main Prey; Bats, Insects, basically any organic matter.
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Kalin (Arachnoideus aureatus)

Kalin are large
Arachnoidea Kalin insectoid  creatures
Type Lowlife (Arachnid) that appear to be a
Climate/Terrain Desertunderground monstrous mix  of
Frequency Uncommon spider and ant, but is
Organization Solitary or mated pair a relative to the
gice“t‘”‘y Cydlz Caﬁ:iq\x)re cavefisher.  Mottled
~ ™ brqun to  yellow
-~ 1d6 chlt_lnous plates cover
Size L: 10'bng their _ long bodl_es.
ST 6 Oversized,  glowing
IN 2.4 eyes jut out over
w 5.7 tremendous
DX 15 mandibles that look to
co 14 be able to snap a
CH 9 small horse in half. Its
Languages 0 sharp-edged forward
Spellcaster Limits; 0 limbs can make
AC 5 deadly slashing
AV 2 attacks, and the Kalin
HD 7 are equally at home
HP 7d8 on  horizontal  or
MV 180760° vertical surfaces.
CL 85% 90%30"
ILIACH & Combat:
gttacks 2 pincers Each Kalin can emit a
amage 1d10 each X X
e T stlpky‘ strand, like a
Damage 2d6 spider's W(_ab, from its
Special Attacks Surprise Grapple abdome_‘n in order to
Special Defenses; 0 lower itself from a
Immune to; Hold, Cham, Illusion cave ceiling to the
Extra Vulnerable to; Fire ground below. Kalin often use this ability to surprise foes (-2 to opponents' surprise
AM 0 rolls). Kalin that strike from above with surprise and hit cause double damage in the
Save as; F4 first round of combat.
ML 1 A Kalin attacks three times per round. Its two slashing limbs attack like swords,
XP 650 causing 1d10 points of damage with every hit. Its crushing mandibles deliver 2d6
TT 0 points of damage. In addition, if the bite hits, the Kalin grapples its victim and holds it
Body W eight 175 LBS\ tight (causing only 1d6 points of crushing damage per round). The next round, the

grappled victim is hit automatically by both slashing limbs and the crushing attack. A
grappled individual can break free of the mandibles by making a successful open doors roll (creatures without a Strength rating save
vs. breath weapon). If the victim doesn't break free, the slashing and crushing attacks hit again automatically each round, until the
victim escapes or is killed.

A Kalin ignores attacks made against it in favor of dealing with a victim grappled by its mandibles. However, if reduced to less than
half its total hit points, a Kalin releases a grappled creature in order to defend itself.

Habitat/Society:

In the wild, Kalin live in subterranean tunnels and caves as nomadic, solitary predators. As they are only slightly less aggressive
than wall walkers (see Wall Walker), only a few live in close proximity to each other. Mating season occurs in the late summer or fall.
At this time, a mated pair will establish a nest and prepare to lay eggs. Kalin females lay eggs once per year, averaging 10 offspring
per season. Eggs hatch three months after being laid, and the male remains with the eggs throughout their incubation period. After
the eggs hatch, the parents and offspring go their separate ways. Kalin reach maturity in about six months' time and live to be about
five years old.

Ecology:

Kalin compete for food and living space with wall walkers. Kalin eat meat, hunting giant beetles, spiders, tunnel worms, and the
occasional humanoid.

Some primitive cave-dwelling cultures use the chitinous plates of the Kalin to fashion crude armor, weapons, and tools They rarely
kill Kalin for this purpose, but instead will search the nearby tunnels for wild Kalin that have expired.

Main Predator; Spider, Hulkers, Main Prey; Bats, Insects, basically any organic matter.

Kalin Riders

Some of these primitive cultures tame Kalin and use them for mounts (these are often Kobolds or Gnomes). "Tame" is a relative
term: The Kalin are difficult to handle and must usually be separated from other mounts and each other to avoid trouble. A special
saddle and tack are necessary for the rider, if the Kalin is to be ridden up walls and across ceilings.

Kalin riders are ferocious opponents. They are trained to fight in cooperation with their mounts; a Kalin and its ride can both attack
the same foe in the same round of combat trained riders also receive the Kalin damage bonus whet dropping from above with
surprise. Elite units may have other bonuses (+1 to +3 to hit) due, to their extremely aggressive attack style.
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Wall-walker (Arachnoideus subterraneous

Arachnoid ea

Wallwalker

Type Lowlife (Arachnid)
Climate/Terrain Desertunderground
Frequency Uncommon
Organization Hive
ctivity Cycle Any
Diet Carnivore
L LE
NA 1-2 (4-16)
Size M; 51ong
ST 16
IN 5-7
| 5-7
DX 14
CO 11
CH 8
Languages 0
Spellcaster Limits; 0
© 5
\% 4
HD 6+*
HP 6d8
MV 90730’
CL 90% 120740’
THACO 13
Attack s 2 pincers
Damage 2d12 each
Attack s and 1 Bite
Damage 2d8
ttacks or 1 stinger
Damage special
Special Attacks; Paralization
Special Defenses; Create Shadow
Camouflage
Im mune to; Hold, Cham, lllusion
Fire
Extra Vulnerable to;
M 0
Save as; F4
ML 11
X P 775
TT 0
Body W eight 275LBS

Wall-walkers, subterranean predators that live in underground caverns and
passages, are named for their climbing ability. They combine many of the
characteristics of spiders and large reptiles. Wall-walkers have a reptile’s armored
scales, a spider’s eight clawed legs, sharp fangs, and a stinging tail.

Wall-walkers communicate among themselves via sounds made by rubbing their legs
together. No intelligent creatures have yet learned to communicate with them or
figured out how to interpret the scraping sounds they make, like claws on slate.

Combat:

With its Shadow creating and camouflage (like a chameleon) powers, a Wall-walker
can blend into the scenery. Its scales take on the texture and color of any nearby
rock surfaces, ruined walls, or fungi. These predators use their highly developed
senses to track and stalk victims. Wall-walkers hunt alone or in pairs. They use their
climbing skills to best advantage, following prey from overhead or along a side wall.
When a Wall-walker has an opportunity to attack with surprise while on the wall or
ceiling, the prey has a -2 penalty to its surprise roll.

When operating as a pair, the Wall-walkers strike in separate rounds. This is to make
best use of their surprise bonus and stinger attacks. When alone, a Wall-walker
usually waits until its prey is separated from any companions before attacking. A
Wall-walker typically attacks by leaping forward, spinning around, and stabbing with
its stinger. A successful hit causes no appreciable damage, put the victim must make]
la saving throw vs. poison or be paralyzed for 1d6 rounds. If the saving throw is
successful or the stinger misses, the victim can strike at the rear of the Wall-walker
with a +2 bonus. If the saving throw is failed, and the Wall-walker is not otherwise
engaged, it will move very close and stare into the eyes of a paralyzed victim, moving
its mandibles back and forth in a threatening manner, its gaze displaying intelligence
and malevolence.

After its initial stinger attack, the wall-walker usually abandons its stinger attack in
favor of its claw / claw / bite routine. Its claws each inflict 2d6 points of damage; its
bite inflicts 2d4 points. If faced by a foe it cannot defeat a wallwalker will flee to find
other, more easily bested prey

Habitat/Society:

Wall-walkers build hives inside the walls of caverns. They use their powerful claws to
scoop out rock and dirt, which then is deposited in great heaps at the base of the
wall. They range far and wide through the Underground tunnels, seeking prey to
feast upon and bring back to their hives. Wall-walkers can be encountered not only in
the larger caverns, but in the tunnels connecting the caverns to each other as well.
All of the Underground is their hunting ground, and they consider almost everything
that passes near them to be prey

A Wall-walker delights in frightening and playing with it prey
before moving in for the kill, and it uses all of its power to
accomplish this.

Ecology:

The Wall-walker constantly looks for a steady supply, of
food, and it takes great pains to protect its hive and it's
young from other predators. Its one closest competitor is the
Kalin. If a Wall-walker and Kalin come within sight of each
other, a terrible battle usually breaks out. In fact, a pair of
/ Wall-walkers will go out of their way to attack a nearby
4 Kalin. The scaly hide of the Wall-walker can be used to craft
armor and weapons. In many ways, the scaly hide of a wall-
walker is superior to many other hides due its toughness
! and relatively light weight. It grants AV4 and weighs only
i 300 cn if properly prepared. It has a durability of about a
decade.

Main Predator; Spider, Hulkers, Main Prey; Bats, Insects,
basically any organic matter.
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Solopugid (Solofugus species)
Large Solopugid (Solifugus terrestris and S. grandis, and S.supremis)

Solofugus Large
Type Towlfe (Arachnid)
Climate/Terrain Desert
Frequency Rare | Very Rare
Organization Group
Activity Cycle Day | Any
i Camivore
N N
1d6 1d6
S; l'long | M; 7' long
15 18
1 1
4 5
19 18
13
10
0
s 0
6
1
3+3* 5+5*
3d8+3 5d8+5
90'(30")
Sprint2d10 r 240'/80'
7 | 15

s = - #" oy . "-;,

Large Solopugid (Solifugus terrestris)

2 pincers " n " " rr—
£ ) Variously known as false spiders, camel spiders, or sun spiders, the solifugids are

TBie arachnid in nature. They have powerful, hooked beaks and 10 legs, the first pair
304 | 404 ending in sucker-like clamps.

Grip There live three basic versions on Mystara (the large actually exists in two appearance
forms); all with the same behavior and their only difference is their appearance, size
Hold, Charm, lllusion [ and other statistics (as given in the tables). Therefore use this single explanation to all

Fire three versions and then imply these on the statistics as given in the tables.

Combat
When in combat, a solifugid will attempt to attack with each of its 2 front legs. Should
either score a hit, no damage will be done but the character struck will be caught in the
grip of the solifugid. On each melee round thereafter, the beak attack will gain +3 on its
to-hit roll; note that only the beak can do actual damage (the amount indicated),
This  bonus  will
continue for as long
as a character is
held; the only way to
break the grip is to
sever a limb by
roling a 5 or more
above the normal
number needed to
hit.
Solifugae are the
subject of many
urban legends and
exaggerations about
their size, speed,
behavior, appetite,
and lethality. They
are not especially
large, the biggest
having a leg span of
perhaps 12 feet.
They are fast on
land compared to
other invertebrates,
the fastest can run
perhaps 240'/80’ (16

- H kilometers/hour-10
" v =il by’ §
-:F Fars ST W & 'I WL d © | mph), nearly as fast
Huge Solopugid (Solifugus grandis) as the fastest
human sprinter.

Members of this order of Arachnida apparently have no venom and do not spin webs.
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Solofugus

Giant

Type
Climate/Terrain

Lowlife (Arachnid)

Desert

Rare

Group

Night

Carnivore

N
1d4
M; 7'long

18
1
5

22

15

6+6*
6d8+6
120(40")
240'/80'
14

2 pincers
0

1 Bite
5d4

Special Attacks;
Special Defenses;
Im mune to;

Extra Vulnerable to;

Grip
0

Hold, Cham), musion

Fire

0
F4
9
650
UOx4
88cn

Habitat/Society
Due to their bizarre appearance many
people are startled or even afraid of them.
This fear was sufficient to drive a family
from their home when one was
discovered in a soldier's house near the
Sind/Darokin border.

It is widely rumored among mercenaries
all over the Know World and the Savage
Coast that Solifugae will feed on living
human flesh. The story goes that the
creature will inject some anaesthetizing
venom into the exposed skin of its
sleeping victim, then feed voraciously,
leaving the victim to awaken with a gaping
wound. Solifugae, however, do not
produce such an anaesthetic, and they do
not attack prey larger than themselves
unless threatened. Other stories include
tales of them leaping into the air,
disemboweling camels, screaming, and
running alongside moving chariots all of
these tales are dubious at best.

Ecology
The greatest threat they pose to humans,
however, is their bite in self-defense when

il ;
t_.-_.} ¢

Giant Solopugid (Solifugus sumpremis)

one tries to handle them. There is essentially no chance of death directly caused by the bite, but, due to the strong muscles of their
chelicerae, they can produce a proportionately large, ragged wound that is prone to infection.
Main Prey; Insects, Bugs, Beetles, Funghi, Main Prey; bird, Dragon, Spider.
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Multipeds (Myriapoda species)

=

-
E 3
F__ =
%
-
-

Multipeds or Myriapoda are of arthropods containing millipedes, centipedes, and others. The group contains 13.000 species, all of
which are terrestrial. Although their name suggests they have myriad (10.000) legs, myriapods range from having over 750 legs
(llacme plenipes) to having fewer than ten legs.

The fossil record of myriapods reaches back into the late Silurian, although molecular evidence suggests a diversification in the
Cambrian Period, and Cambrian fossils exist which resemble myriapods.

Myriapods have a single pair of antennae and, in most cases, simple eyes. The mouthparts lie on the underside of the head, with an
"epistome" and labrum forming the upper lip, and a pair of maxillae forming the lower lip. A pair of mandibles lies inside the mouth.
Myriapods breathe through spiracles that connect to a tracheal system similar to that of insects. There is a long tubular heart that
extends through much of the body, but usually few, if any, blood vessels.

Malpighian tubules excrete nitrogenous waste into the digestive system, which typically consists of a simple tube. Although the
ventral nerve cord has a ganglion in each segment, the brain is relatively poorly developed.

During mating, male myriapods produce a packet of sperm, or spermatophore, which they must transfer to the female externally;
this process is often complex and highly developed. The female lays eggs which hatch as much shortened versions of the adults,
with only a few segments and as few as three pairs of legs. The young add additional segments and limbs as they repeatedly molt
to reach the adult form.

Myriapods are most abundant in moist forests, where they fulfill an important role in breaking down decaying plant material,
although a few live in grasslands, semi-arid habitats or even deserts. The majority are detritivorous, with the exception of
centipedes, which are chiefly nocturnal predators. Pauropodans and symphylans are small, sometimes microscopic animals that
resemble centipedes superficially and live in soils. Millipedes differ from the other groups in having their body segments fused into
pairs, giving the appearance that each segment bears two pairs of legs, while the other three groups have a single pair of legs on
each body segment.

Although not generally considered dangerous to humans, many myriapods produce noxious secretions (often containing
benzoquinones) which can cause temporary blistering and discolouration of the skin.

Centipedes

Centipedes make up the order Chilopoda. They are fast,
predatory and venomous, hunting mostly at night. There are
around 3.300 species, ranging from the diminutive Nannarup
hoffmani (less than half an inch in length to the giant
Scolopendra gigantea, which may exceed 30 centimeters
(12in). The giant centipedes belong to this order, often
Tenebres species.

ok

Scolopendra cingulata, a centipede
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Scutigerella immaculata, a symphylan

Pauropoda is another small group of small myriapods. They
are typically 0.5-2.0 mm long and live in the soil on all
continents except Antarctica. Over 700 species have been
described. They are believed to be the sister group to
millipedes, and have the dorsal tergites fused across pairs of
segments, similar to the more complete fusion of segments
seen in millipedes.

Arthropleuridea

Millipedes

Most millipedes are slower than centipedes, and feed on leaf
litter and detritus. They are distinguished by the fusion of each
pair of body segments into a single unit, giving the appearance
of having two pairs of legs per segment. Around 8,000 species
have been described, which may represent less than a tenth of
the true global millipede diversity. One species, lllacme
plenipes has the greatest number of legs of any animal, with
750. The name "millipede" is a compound word formed from
the Latin roots milli ("thousand”) and ped (“foot"), although
millipedes typically have between 36 and 400 legs. Pill
millipedes are much shorter, and are capable of rolling up into
a ball, like pillbugs.

Symphyla

About 200 species of symphylans are known worldwide. They
resemble centipedes but are smaller and translucent. Many
spend their lives as soil in fauna, but some live arboreally.
Juveniles have six pairs of legs, but, over a lifetime of several
years, add an additional pair at each molt so that the adult
instead has twelve pairs of legs. The Carrion Crawlers and Rot
Grubs belong to this order as species of Segmentuus, or
Larvaeus. These Multipeds already had a differtation between
the front legs and the hind legs and in these species, this is
further increased.

Pauropoda
B
) - ;:‘ B fj’:’({'/

7

Arthropleurids were ancient myriapods that are now extinct. The most famous members are from the genus Arthropleura, which was
a giant, probably herbivorous, animal that could be up to 10 ft long. Arthropleuridea may be a division of the millipedes. The Tunnel
worm is the only surviving—albeit rare—species of this order. In earlier times these creatures would be easy numerous as normal

and giant centipedes nowadays.
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Giant Centipede (Tenebres gigantes)

Giant

Climate/Terrain
Frequency
Organization
Activity Cycle

Lowlife Insect

Any

Common

solitary

Any

Camivore

N
2d12
T;1'2'long

Languages
Spellcaster Limits;

14
1

0
1/2*
1d4

150'(50)

20

1 Bite
Pain

Special Defenses;
Im mune to;

Extra Vulnerable to;

Poison
0

Cold 100%

Acid 25%(sv for 50%)

Electricity 50% (sv for 100%)

Charm, Hold, lllusion

Fire

0

NM
4
6

special;

15cn

Giant centipedes are loathsome, crawling arthropods (living above and
underwater variations do exist) that arouse almost universal disgust from all
intelligent creatures (even other monsters). They are endemic to most regions.
One of the things that make the centipede so repulsive is its resemblance to the
worm. Its long body is divided into many segments from which protrude many
tiny feet. Hence the name "centipede" (or hundred-footed). The giant centipede is
so named because it is over 1-foot long. The body is plated with a chitinous shell
and it moves with a slight undulating motion. The creature has the added benefit
of protective coloration, and varies in color depending on the terrain it inhabits.
Those that favor rocky areas are gray; those that live underground are black,
while centipedes of the forest are brown or red.

Combat:
When hunting, centipedes use their natural coloration to remain unseen until they

can drop on their prey from above or crawl out of hiding in pursuit of food. They attack by biting their foes and injecting a paralytic
poison. The poison can paralyze a victim for 2d6 hours, but is so weak that victims are permitted a +4 bonus to their saving throw.
Due to its small size, the giant centipede is less likely to resist attacks and receives a -1 penalty to all its saving throws. Although a
single giant centipede rarely constitutes a serious threat to a man, these creatures frequently travel in groups. When more than one
centipede is encountered, the monsters will fight independently, even to the point of fighting among themselves over fallen victims.

Habitat/Society:

The centipede behaves like most other insects, roving from place to place in search of food; it has no set territory or dwelling. The
centipede simply goes where its hunger leads it. It is an aggressive and hungry carnivore that must eat at least once a day to
survive. Hungry centipedes often resort to cannibalism. These creatures existed already in the Permian era up to today, and in
effect are living fossils.

Ecology:

Giant centipedes have several

natural advantages,

poison and protective coloration, allowing them to compete with
other small predators for game. Their poison bestows certain
immunity from being hunted, but hungry and skilled animals such
as coyotes and large predatory birds hunt them effectively in lean
times.

Their preferred targets are small mammals that are easily
overcome by their weak poison. If they are very hungry, however,
they have been known to attack anything that moves, including
humans. It is immune to Mind-influencing effects like Charm, Hold,
lllusion, and has Infravision 60’ Senses. Tremorsense 30’, (other
senses human).

Main Prey; Insects, Main Predator; Spider, Insects.
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including Natural Poisons
COSt damage
Type | invective r/ max source
P | 30.000 sp| Paralysis 2d6 Hr |Giant Centipede

All these poisons have an onset of 1d4 Rounds
Not damaging poisons will always do their effect, even if saved.
any successful save results in minimal damage for 3 rounds
adjusted by reversed constitution adjustments.
a 17 con. Fighter saving against a poison H would
get 5-2(con 17=+2)=3 rounds long 7 damage.




Huge Centipedes (Tenebres gigantes arborum

Centiped Huge Megalo
e Lowlife Insect
Climate/Terrain Any Any
Frequency Common Very Rare
Organization solitary solitary
ctivity Cycle Any
Diet Carnivore
L N N
NA 5d6 1d4
Size T;6"to 1'long] L; 5- 8'long
ST 15 16
IN 1 1
| 1 1
DX 8 7 - - - - "
o " 12 The;e are |dent|cal to giant centipedes save that they_ are only 6 tp 12 |nches long.
- 9 8 Thel_r poison is Weak_er_than that of their larger cousins an_d a failed saving throw
L anguages 0 0 will immobilize the victim for pnly 1d6 hours. Huge centipedes make_thelr own
e e L 0 0 saves at normal man Igvel. Mice and other Ia_rge insects are the favorite prey of
T 5 = huge cent!p_edes. They in turn are hunted by giant centipedes. Senses; Infrav_|5|on
Vi 1 ) 30, Darl_<V|S|on, Tremorsense 30’ other senses human)._ '_I'hese creatures existed
i 1 - alre_-ady in the_ Permian era up to today, and_ in effect_are ||V|n_g fossﬂ_s.
e 1ds 38 Main Prey; Mice, Insects, Main Predator; Giant Centipede, Bird, Spider, Insects.
P 210(709 180(60) Megalo-centipede (Tenebres megalum)
cw 210/70'90% | 180'/60'90%
HACO 20 17
ttacks 1 Bite 1 Bite
Damage Pain 1d3
Special Attacks; Poison Poison
Special Defenses; 0 0
Im mune to; Cold 100%
Acid 25% (sv for 50%)
Electricity 50% (sv for 100%)
Charm, Hold, Illusion
Extra Vulnerable to; Fire
M 0 0
Save as; NM F2
ML 4 6
X P 13 50
T 0 special;
Body W eight 6cn 5LBS
The Megalo-centipede, because of its great
size, is no longer classed as an irritant but is a
threat to human and animal alike. Its acidic
poison is far more potent than that of its
weaker cousins. The victims of a Megalo-
centipede bite receive no bonuses on their

saving throws and failure indicates death. If the
target successfully resists the poison, the acid
burns the victim's skin, inflicting 2d4 points of
damage. The Megalo-centipede is more
intelligent than its smaller cousins and it is a far
more cunning hunter, although they still do not

cooperate with each other. In the wilderness the Megalo-centipede preys on
animals the size of deer. In the subterranean environment, it attacks man-
sized or smaller creatures, including orcs, goblins, or humans. The Megalo-
centipede receives no penalties to its own saving throws. Senses;
Darkvision, Infravision 60’, Tremorsense 30’ other senses human). These
creatures existed already in the Permian era up to today, and in effect are
living fossils.

Main Prey; Insects, Main Predator; Spider, Insects.

Natural Poisons _
COSt damage
Type | invective r / max source
P | 30.000 sp| Paralysis 1d6 Hr |Huge Centipede
J | 45.000 sp 9/90 Megalo Centipede

All these poisons have an onset of 1d4 Rounds
Not damaging poisons will always do their effect, even if saved.
any successful save results in minimal damage for 3 rounds
adjusted by reversed constitution adjustments.
a 17 con. Fighter saving against a poison H would

601 [ 9et 5-2(con 17=+2)=3 rounds long 7 damage.




Tunnel Worm (Anthropleurides subterraneum)

Centipede

Tunnel Worm

Type
Climate/Terrain
Frequency

Lowlife Insect

Any subterranean

Rare

Swarm

Any

Carnivore

N
1d6
G; 10'- 30'Ing

16
1
1
6

18

0
9+3*
9d10+3
60'(20')
11

1 Bite
2d4

Special Attacks;
Special Defenses;
Immune to;

Extra Vulnerable to;

Poison
0

Cold 100%

Acid 25%(sv for 50%)

Electricity 50% (sv for 100%)

Charm, Hold, lllusion

Fire

0

F5
8
1750

special;

Body Weight

180 LBS

This cousin of the giant
centipede feeds upon
and lays its eggs in
carrion. A tunnel worm
attacks by lunging out
of its hidden burrow to
strike with a +2 bonus
to the attack roll.
Success indicates the
tunnel worm has seized
its prey in its
mandibles, but no
damage is inflicted until
the worm chews
through the victim's
armor. It takes one
round for the worm to
chew through leather or
worse (AV0-2), two
rounds  for  armor
tougher than leather
but no tougher than
chain mail (AV3-4), and
three rounds for armor
tougher than chain mail
(AV4). Once the armor
is breached, the worm
automatically inflicts
2d8 points of damage
each round. If the worm
suffers 15 or more
points of fire damage or
loses 60% of its hit
points, it drops its
victim and retreats to its lair. Tunnel worm lairs often have treasure from
earlier victims. Tunnelworms have but a single poison attack. This is released
when it first tastes flesh/blood by a gland at the back of its mouth. It feels that
it ejected this poison, which will infect any wounds existing, then it will retreat
and let the poison do its work, or attack a second prey. This gland is only filled

COS amage
Type | invective r/ max source
F | 25.000 sp 5/50 | Tunnel Worm

All these poisons have an onset of 1d4 Rounds

Not damaging poisons will always do their effect, even if saved.
any successful save results in minimal damage for 3 rounds
adjusted by reversed constitution adjustments.

a 17 con. Fighter saving against a poison H would

get 5-2(con 17=+2)=3 rounds long 7 damage.

after it has eaten at least 8 hp of fles/blood/insect matter. The gland is filled
indefinetly after its last 8 hp+ meal, until its first flesh attack. The poison has
no effect on spiders and scorpions.

It is panicking when it smells Oozes, slimes or Puddings arriving within 30 feet.
It can squeeze itself through tunnels existing (it never digs it's own tunnels —
except when laying eggs, and then still it is extremely hard to do this, the
female often dies by exhaustion while preparing the nest—thus leaving it's
own body as first food, instead a killed prey) Senses; Infravision 60’
Darkvision, Tremorsense 30’ other senses human).

Main Prey; Insects, Main Predator; Slimes, oozes, Spider, Insects.
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Stegocentipede (Anthropleurides terriblis)

Centipede Stegocentiped e
Type Lowlife Insect
Climate/Terrain Any
Frequency Very Rare
Organization solitary
Activity Cycle Any
Diet Carnivore
AL N
NA 1
Size L; 181ong
ST 19
IN/WI 1
DX 7
CO 12
CH 8
Languages 0
Spellcaster Limits; 0
AC 6
AV 6
HD 9*
HP 9d8
MV 150'(50)
THACO 11
Attack s 1Bite
Damage 2d4
Attack s 1 Sting
Damage 3d4
Special Attacks; Poison
Special Defenses; 0
Im mune to; Cold 100%
Acid 25%(sv for 50%)
Electricity 50% (sv for 100%)
Charm, Hold, lllusion

Extra Vulnerable to; Fire

M 0
Save as; F5
ML 8
X P 1600
TT special;
Body W eight 5775 cn
It is probable that stegocentipedes developed on
some far removed parallel world or were the
creation of some insane genetic manipulator. It

could also be a natural mutation of some now extinct ancestors, or a non-natural mutation (probably the Great Rain of Fire
3000BC). In either case, it is fortunate that these monsters are infrequently encountered. Although stegocentipedes are adaptable to
both temperate and tropical conditions, they find nearly any habitat suitable. They tend to—luckily—create offspring only once every
5 years at 5% success.

The Creature is clearly an endangered species, which will become extinct in a few hundred years.
The chitinous plates running along the stegocentipede's spine give ENatural Poisons:

it armor value of 6. Its greater weight and legless tail portion make it oS Tamage
move somewhat slower than others of its Kind. The monster hunts
continually, rushing prey and seizing it in its huge mandibles.
Poison is injected with each bite, and saving throws are applicable.
The rear portion of the Stegocentipede ends in a thinner tail.
Senses; Infravision 60’, Darkvision, Tremorsense 30’ other senses

Type | invective r / max source
F 75.000 sp 5/50 Stegocentipede

All these poisons have an onset of 1d4 Rounds

Not damaging poisons will always do their effect, even if saved.

human) any successful save results in minimal damage for 3 rounds
Main Prey; rodents, Main Predator; Spider, Insects. adjusted by reversed constitution adjustments.

' ' ' ’ a 17 con. Fighter saving against a poison H would
Mashers (Chilognathus giganticus) get 5-2(con 17=+2)=3 rounds long 7 damage.

See under Lowlife; Worms
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Carrion Crawler (Segmentuus scavensus)

Carrion Crawler Normal
Grub  JAdult
Type Lowlife; Insect
Climate/Terrain Subterranean/Forest
Frequency Common
Organization Solitary
Activity Cycle Any
Diet Carnivore; Scavenger
N
1d6
S;1-6° | L;8-10long
10
1
9
10
0
0
9 7 (head 3)
0 1 (Head 4)
172 3+1*
1d4(1/1.5"
120°

20

8 Tentacles
0

1 Bite

1d2
Paralysis
Special Defenses; Illusions
Immunities Hold, Charm
Special Weaknesses Fire (sv-2)
0
NM |
12
5 75
na B
300cn/hp 3600cn

Description

The crawler looks like a cross between a giant
green cutworm and a cephalopod. It is a 9'-long, 3'-high many legged worm-like centipede. It can move equally well on a floor, wall,
or ceiling. Its small mouth is surrounded by eight tentacles, each 2' long, which can paralyze on a successful hit unless a saving
throw vs. paralysis is made. A tentacle hit does no actual damage.

The monster's head, which is covered with a tough hide plate that gives it AC 3, AV4, sprouts eight slender, writhing tentacles. The
rest of its body is soft and fleshy like a caterpillar’'s, not well protected and has an AC 7, and AV of 1.

As a result of their diet, Carrion Crawlers (and grubs) exude a constant rank, fetid odor stench of decay; this odor often gives others
warning of the creature’s approach. The DM should allow a +2 modifier to the Surprise rolls when encountering a Carrion Crawler.
Regularly spaced holes on its side are called spiracles, and they are the means by with the Carrion Crawler breathes. There are
eighteen in all, nine on a side. The creature has thick yellow blood.

Taxonomy

Carrion Crawlers defy standard taxonomic classification. They are not insects, despite their many similarities to insects while in the
larval stage. The closest approximation in the taxonomic system used by human cultures would be the phylum anthropoda, class
Myriapoda, Order Symphyla putting the Carrion Crawler in the same general category as centipedes and millipedes.

There are differences, of course, primarily the Carrion Crawler's lack of antennae (present in all earthly myriapods) and the
presence of eight paralytic tentacles, also, most myriapods have their multiple legs spaced more or less evenly along their body
lengths, while the Carrion Crawler’s legs are bunched up in two sets of twelve at the front and rear thirds of the creature’s body.

The reason that the Carrion Crawler differs so much from terrestrial creatures is that it is not native to the planet. It is instead
believed to be native to the home world of the lllithids, or mind flayers, wherever that might be (DM; the not so long ago exploded 5"
planet of the system of Mystara). Carrion Crawlers not only share the same habitat as the lllithids but also bear a ring of tentacles
around the mouth much like the mind flayers (Mind flayers only have four of these tentacles which lack a paralytic enzyme.). Most
worlds inhabited by lllithids also house Carrion Crawlers; it is believed the mind flayers actively raise them as they do amorphs,
Funghi, and other dangerous creatures. But the creature found a niche in Mystara’s nature and filled it, spreading to most dungeons
worldwide.
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Combat:

As the name implies, a Carrion Crawler prefers a diet of dead, decaying flesh, but if carrion is unavailable the creature has no
qualms against attacking living beings.

Like many arthropods, Carrion Crawlers can walk along walls and ceilings at their full movement rate, using its many clawed feet for
traction. They also can walk backwards at full speed, a useful ability when they crawled into a narrow dead-end tunnel. It will react to
sound of intended pray by racing toward the sound, its multiple legs rippling in a wavelike unison with an almost hypnotic rhythm.

A Carrion Crawler's primary attack are lashes with its eight 2' long tentacles, each of which is covered in a sticky secretion that
causes paralysis, for 2d6 turns in those touched by even one of its appendages. A save versus paralyzation is allowed to escape
these effects, or it can be magically cured. A paralyzed creature is actually caught by instant muscle stiffness. And may easily fall
down, hurting itself (breaking a nose, arm or similar) as if falling 10’ or less. This muscular stiffness does not include organ muscles,
or sensory organs. The victim will be mentally aware of all things around him or her, even up to the effect of being eaten alive. The
monster will always attack with all of its tentacles. As might be expected, Carrion Crawlers are immune to the effects of their own
tentacles and those of others of their own race.

They eat paralyzed creatures with their bite which inflicts 1d2 points of damage each round. Carrion Crawlers are non-intelligent,
and will continue to attack as long as any of their opponents are unparalyzed. Groups of crawlers attacking together will not fight in
unison, but will each concentrate on paralyzing as many victims as they can. When seeking out prey, they rely primarily on their
keen senses of sight and smell.

A carrion always goes after a single opponent at a time, never splitting its attacks between two or more foes. This means that the
poor victim might have to roll eight successive saving throws vs. paralysation each round to prevent being paralyzed up to 12 turns
(2 Hours).

A Carrion Crawler often rears up on its hind most twelve legs when attacking medium or larger creatures. This puts its body at about
the same height as a human, making successful attacks for it more likely. Once the prey has been slain, it often carries the corpse
slung under its upper body; holding it tightly with its twelve front legs, while walking back to its lair on its hind legs. Otherwise, the
Carrion Crawler walks on all twenty-four legs; keeping its flexible body relatively flat (it stands about 4 feet high when doing so.).
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Senses

Carrion Crawlers habitually wave their glistening tentacles slowly back and forth as if responding to a secret breeze, even when not
attacking, for the tentacles are important sensory appendages, housing the creature’s senses of touch, taste and smell. In this
aspect, they serve the same role as an insect’s antennae.

Carrion Crawlers also have keen senses of sight and hearing. They have two, Large shiny multifaceted eyes well-equipped to pick
up movement. The eyes also grant the creature’s infravision to a range of 30 feet. Tiny hairs on their legs and body sense sound
vibrations, providing the creature an acute sense of hearing. The Carrion Crawler relies predominantly upon its senses of sight and
smell.

Clever travelers have been known to fool an approaching Carrion Crawler with a sight and smell illusion, thus gaining time to make
good their escape. For an illusion to be effective against such a creature it should have both visual and olfactory components.

They do not follow a prey beyond their sensory range, unless the prey bears a heavy scent (like carnage or adventurers-hey!! Since
when do adventurers regularly bathe—Hey man, they literally STINK!!). Tremorsense 30’, Scent High, other senses low. Carrion
Crawlers make no vocalizations; usually the only sound they make is the scratching of their claws on stone. They are, however,
making squeaking noises in their mating and battles between other carrion crawlers. Sometimes they may let out a squeak when
wounded.

It is immune to Mind-influencing effects like Charm, Hold.

Habitat/Society:

The Carrion Crawler is a scavenger of subterranean areas, feeding primarily upon carrion, eating the remains of slain animals. But
they are also willing to go after fresh meat. They will attack small parties of travelers, paralyzing their prey, and will eat paralyzed
victims in three turns except when being attacked. Being basically mindless, a Carrion Crawler attacks its enemies one at a time
until they all have been paralyzed or fled the scene. Once no longer confronted with mobile enemies, the Carrion Crawler chooses a
victim and begins eating, inflicting 1d2 point of damage per round with its sharp mandibles. A Carrion Crawler does not bite in
combat. It paralyzes its prey first so that it can devour its helpless victim without interruption.

Carrion Crawlers will sometimes live with a mate or in a small group numbering no more than 6. This does not mean that they
cooperate in hunting, but merely share the same space and compete fiercely for the same food. If 2 crawlers have made a kill or
discovered carrion, they will often fight over the food, sometimes killing one another in the process.

Even if its prey is proving to be more difficult than the Carrion Crawler had anticipated, and it is severely wounded and even if there
are already potential meals lying helplessly paralyzed on the stone floor, the thought of snatching one up and fleeing back to its lair
never occurres to the creature. As long there still is an enemy to overcome, it will overcome it, or die trying. Its morale is
unbreakable (12) at all times. The creature thus never checks morale, and fights to the death.

Most Carrion Crawlers know through experience that their sides are their weak spots and continuously moves head-first towards the
prey/attackers on their side, imagining the same to them..

Lair

Carrion Crawlers keep permanent underground lairs, venturing out every few days to search for food. When they discover a meal,
they usually drag it back to the lair so they can devour it in relative safety. The two main exceptions to this policy are when the meal
is too big to drag away (as when stumbling upon the corpse of a purple worm or alike) or when the flesh is so rotten that it falls apart
when moved. In the latter case, the Carrion Crawler devours its meal in place; in the former, it usually attempts to bite off a large
chunk of flesh and drag that portion back to its lair for consumption.

Since Carrion Crawlers customarily drag their prey back to their lairs, a crawlers den is apt to include all sorts of incidental
treasures, as typified by treasure B. Coins, gems and metallic objects are likely to be found intact (if scattered about), but most
organic items (including those made of cloth or leather) are often partially eaten or rotten away.

Although normally solitary creatures, several Carrion Crawlers can be found in the same area and even share the same lair, so long
as food remains plentiful. No more than six of these monsters have ever been encountered together, and even this is highly
unusual.

Even when encountered in numbers, Carrion Crawlers do not cooperate; each attacks its own opponents and moves on until all
potential prey has been paralyzed or fled. In the event of a single victim and two or more Carrion Crawlers, the Carrion Crawlers
immediately attack each other as soon as the prey has been immobilized, often fighting to the death. Since Carrion Crawlers cannot
paralyze each other and their mandibles inflict only 1d2 points of damage, a battle between two Carrion Crawlers can take quite
some time. If the intended prey is lucky, the effects of the paralysation may wear off, allowing a chance to make a break for it while
the would-be devourers hash out until one wins.

Ecology:

Carrion Crawlers are much-feared denizens of the underground world. They live in lairs, venturing out in search of carrion or food
every few days. Some underground inhabitants such as goblins and trolls will make use of Carrion Crawlers by leaving the bodies of
dead foes out in designated areas. This keeps the creatures at a good distance from their own homes and encourages them to
"patrol" certain areas. Some orcs have been known to chain live prisoners near the lairs of these fearsome monsters.

The Carrion Crawler provides the same useful, if disagreeable, function that jackals, vultures, and crows perform. Like so many
other predators Carrion Crawlers instinctively prey on the weak, sick, and foolish. In the long run, this has a beneficial effect on the
prey, strengthening its gene pool. The Carrion Crawler also works wonders in over-crowded caverns, quickly eliminating population
problems among the weaker monsters. Thus, the life cycle of the crawler is inextricably linked to those of its prey—when the prey
flourishes so does the crawler.
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These creature travel long distances to find prey, and are thus not bound by their dungeon. They will cross even great expanses of
desert or other dry areas as well as lakes, rivers or even oceans (floating on the water—feeding itself with passing-by fish.) Yes a
Carrion Crawler does not sink in water but will float (for about 2 days after death when rotting processes destroy the floating
capabilities of these creatures.)

Reproduction
During the mating process, males deposit sticky blobs of

spermatophore (usually around 20) along the surfaces they
travel. Each blob is a small oval about as big as a fist. If and
when a female Carrion Crawler comes across such a blob, she
picks it up in her tentacles and stores it in a special set of buccal
pouches inside her mouth.

The process of storing spermathophores triggers egg production
in the female. For the next several days, her body starts
generating about a hundred leathery eggs, which are temporarily
stored in her bloated abdomen. During this time, she hunts for an
appropriate corpse of sufficient size to lay her eggs, providing
their offspring with a ready source of food when they hatch.

When one has been found, she ejects the eggs through the
genital orifice between the third and fourth pairs of her front legs,
grasping each egg with her tentacles and placing them into
position upon the carrion. The eggs are then fertilized by the
sperm cells she’s been storing inside her buccal cavities. The
entire egg-laying process takes the better part of a day.

That is the extent of the parental care the female provides for her
young, for the eggs are immediately abandoned after being laid
and it is not uncommon for eggs or grubs to later be eaten by the
female who laid them or any other Carrion Crawler that discovers
them.

The female dies a few weeks after leaving her clutch of eggs,
exhausted from the effort. Immediately after laying her clutch of
eggs and for the remainder of the relative short lifespan left to her, her movement rate drops to 30'/10’and she suffers a -2 attack
penalty. Males live longer, having mated with as many females as possible. These monsters exist on the most basic instinctual
level, having no more intelligence than earthworms or most insects.

The carrion (any dead animal body) is covered in what appeared to be moist, juicy pustules, each the size of a small wineskin. Once
the pustules begin bursting open one week later, however, their true nature becomes apparent, as wriggling larvae crawl forth.

Each larvae looks like a large caterpillar, with a soft, pliant body about a foot long, an inchworm’s knobby pseudolegs bunched
together at the front and the rear, a large head equipped with oversized black eyes and a complex mouth.

Newborn Carrion Crawler larvae bite for a single point of damage, having ¥2 HD and strike with a THACO of 20. Their soft bodies
having an AC of 9.

The grubs still wet with the muck of their eggs, begin burrowing into the corpse of the carrion, devouring its flesh. Wet sounds
emerge from the once silent cavern as the grubs chew their way deep into the corrupted flesh.

Even a large creature, with scores of the hungry larvae, each focused on the single, all-consuming task of sating their ravenous
hunger, will be devoured the beast in less than a week.

The hook horror was a massive creature, but ... they devoured the beast in less than a week.




Then they began devouring each other. When the larvae chew their way out of their eggs (about a week after being laid), the
newborn grubs immediately devour the adjacent carrion and often each other, falling into a feeding frenzy to rival those of sharks.
Those grubs that avoid being eaten by their siblings are often devoured by an adult, for Carrion Crawlers enjoy the taste of their own
young. As a result, few survive to adulthood.

Shedding

along the rock floor of the tunnel

Larvae Grubs begin life about 1 foot long Each molting takes about a day.

Only the toughest and fiercest of the grubs endure the cannibalistic frenzy inside the carrion. Carrion Crawlers molt in the manner of
many insects and reptiles, shedding the outer layer of skin as their bodies grow. Grubs begin life about 1 foot long and molt every
month or so, adding approximately 6 inches with each molting. Each shedding of skin takes about a day. The grub goes through
several molts, wriggling and squirming out of its old skin. Emerging a larger version of its previous self, as it had after each of its
previous molts. The process of molting makes the grub ravenously hungry. Wriggling and inching its way down the underground
corridors, seeking food—any food, living or dead.

The creature’s tenth mold gives its flexible body a length of nearly six feet long when fully extended. When a Carrion Crawler grub
reaches a length of about 6 feet, it metamorphosizes into its adult form. This process takes 5 to 7 days, after which it rips out of its
old grub and emerges as a small adult. The adult form looks rather like a cross between a giant green gutworm and a cephalopod,
for the creature sports the eight flailing tentacles arranged in a horseshoe shape over its sharp mandibles that make the Carrion
Crawler so distinctive. Instead of the soft caterpillar-like pseudo legs of the grub form, the adult has twelve sets of insect like legs,
six pairs towards the front of the body and six pairs towards the rear.

The adult Carrion Crawler continues to grow, molting each month (and adding another 12 inches-1 foot) with each molt until
reaching its full size of 9 feet long. Carrion Crawlers have a lifespan of about 2 years of which about half of which is spent as a full-
sized.

Uses

Severed tentacles can be sold to an alchemist, for when properly boiled, the essence thus distilled can be fashioned into a potion
protecting the imbiber from all forms of paralysis (including that of ghouls, ghasts, and various other undead creatures) for 1d10+2
Turns. Optionally, an alchemist can craft a potion that paralyzes the drinker for 2d6 turns. This is often the unintended result of a
poorly made batch of the potion mentioned above.

The discarded molts are not eaten by other carrion crawlers, as they contain dead skin, and refuse collected (smelling strongly like
terpentine), and slowly collapse together. They are a certain way to determine if there are active crawlers in the area. These Molts
turn from clear whitish, to yellowish then brown in a week orso. These molts can be used as a base to create paints, due to the
terpentine contents.

Finally, Carrion Crawler tentacle essence can be used to fashion a gummy ointment that, if spread lavishly over a pair of gloves,
allows the wearer to paralyze other living beings for 1d8 turns by touch. The ointment generally wears of after 1d4+1 uses or 1d4+2
Hours, whichever comes first. Of course, those foolish enough to try applying the ointment directly on their own hands usually end
up paralyzed themselves.

The Carrion Crawler is driven by two urges: food and reproduction. It has absolutely no interest in the collection of treasure.

Main Predator; Carrion crawlers, Umber Hulk, Dragon, Giant Ants. Main Prey; any animal.
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Large Carrion Crawler (Segmentuus scavensis Enormus)

Climate/Terrain
Frequency
(Organization
Activity Cycle
Diet

Towlite, Insect

Subterranean/Forest

Uncommon

Solitary

Any

Carnivore; Scavenger

N
1d4
L; 15'-20'long

11
1
9

11
0
0

7 (head 3)
1 (Head 4)
6+1*
6d8+1

T20(40°)
371
15

8 Tentacles
1

1 Bite
1d3

Special Defenses;
Im munities
Special W eaknes ses

Paralysis
None
Electricity
Fire (sv-2)

F1
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This giant version of the Centipede appears more like a centipede.

This creature is further the same as normal Carrion Crawlers, but have adapted
themselves so they are bigger and have a tougher skin and with it a better AV. These
creatures are extremely rare, and up to recently unheard of instead inside several of
the Escher-Tessarects. Created by the Artist-Mage Escher of the continent Alphatia.
This mage made extensive use of Tessarect dungeons—where gravity is laid down
on all 6 inside surfaces of a cube—and filled these with adapted versions of Carrion
Crawlers created from centipedes, caterpillars and bugs. These creatures however
regularly did escape as gravity is not important to them, and could easily exit these
dungeons.

All carrion crawler grubs of any sub-species look similar until metamorphosing into its
adult form. Use basic Carrion crawler grubs statistics.
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Huge and Giant Carrion Crawler (Segmentuus scavensis Terraxs & S's. Maximus)

uge
Towlite, Insect
Climate/Terrain Subterranean/Forest
Frequency Rare
Organization Solitary
Activity Cycle Any
Diet Carnivore; Scavenger
N
1d3
G;30' long
12
5
9
12
0
0
4 (head 0)
4(Head 8)
9+1*
9d8+1
120'(40")
371
12
8 Tentacles
1
1 Bite
1d4
Paralysis
Special Defenses; None
Im munities Electricity
Special W eaknes ses Fire (sv-2)

F3

The Huge version of the Centipede appears
more like more like a caterpillar.

This creatures is further the same as normal
Carrion Crawlers, but have adapted themselves so they are bigger and have a tougher skin and with it a better AV. These creatures
are extremely rare, and up to recently unheard of instead and could have been created by the Artist-Mage Escher of the continent
Alphatia. This mage made extensive use of Tessarect dungeons—where gravity is laid down on all 6 inside surfaces of a cube—and
filled these with adapted versions of Carrion Crawlers created from centipedes, caterpillars and bugs. These creatures however
regularly did escape as gravity is not important to them, and
could easily exit these dungeons. All carrion crawler grubs of
any species look similar until metamorphosing into its adult
form. Use basic Carrion crawler grubs statistics.
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Armored Carrion Crawlers (Segmentuus escherii)

Type TowTite, Tnsect
Climate/Terrain Subterranean/Forest
Frequency | Very Rare
Organization Solitary special

ctivity Cycle Any
Diet Camivore; Scavenger
AL N N
NA 1d2 1
Size L;8-107ong JL; 15-20'long
ST 11 12
IN/WI 1 1
DX,CH 9 9
CO 11 11
Languages 0 0
Spellcaster Limits 0 0

© 7 (head 3) 4 (head 0)
AV 1 (Head 4) 4(Head 8)
HD 3+1* 9+1*
HP 3d8+1 9d8+1
MV 120'(40') 120'(40")

BR 371 31

THACO 15 12
Attack s 1 Bite 1 Bite
Damage 1d6 2d6
Special Attacks; Paralysis Paralysis
Special Defenses; None None
Im munities Electricity Electricity
Special W eaknes ses Fire (sv-2) Fire (sv-2)
MR 0 0
Save as; F5 F12
ML 7 8
XP 75 1750
TT B B
Body W eight 4000cn 8000cn

These creatures are somewhat different to the
normal carrion crawlers, in it that they have no
paralyzing tentacles, but a sharp beak with
paralyzing effect instead. They have been
adapted so they have a tougher skin and with it a
better AV. These creatures are extremely rare,
and up to recently unheard of instead inside
several of the Escher-Tessarects. Created by the
Artist-Mage Escher of the continent Alphatia. This
mage made extensive use of Tessarect
dungeons—where gravity is laid down on all 6
inside surfaces of a cube—and filled these with
adapted versions of Carrion Crawlers created
from centipedes, caterpillars and bugs. These
creatures however regularly did escape as gravity
is not important to them, and could easily exit
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these dungeons. These creatures have evolved in such a
way they can walk and transport themselves at double speed
(not against walls or ceilings) by rolling. They also hide their
tentacles under their beak. All carrion crawler grubs of any
species look similar until metamorphosing into its adult form.
Use basic Carrion crawler grubs statistics.

(Editor; The use of this Escher art is not an infringement of
any rights, it is more a sign of respect towards Escher for his
brilliant art. This document is for personal use only, for the
D&D game, and may therefore never be sold for profit in any
form. This art remains property of Escher.)



Rot Grub (Tenebrio

Type Cowlte, nsect
Climate/Terrain Any Land (Refuse)
Frequency Uncommon
(Organization Swam
ctivity Cycle Any Land (Refuse)
Diet Carnivore; Scavenger
L N
NA 5d4
Size T; 1/2"-2"
ST 1
IN/WI 1
DX,CH 3
CO 9
Languages 0
Spellcaster Limits 0
C 9
\% 0
HD 1/8*
HP 1
MV 973
BR 371
THACO nil
Attack s 0
Damage 0

Skin Breach tunneling
nil

Im munities 0
Special W eaknes ses Fire
MR 0
Save as; NM
ML 3
X P 6
TT 0
Body W eight lcn

These maggot-like creatures
live in refuse. They are related
to carrion Crawlers, but are a
much more primitive and
smaller form of creature. They
are disgusting little creatures
that resemble maggots. They
would be considered
inconsequential if not for their
horrifying attack form. Rot
grubs’ color ranges from
maggot white to dung brown,
often affected by the amount of
blood in their prey. They are
differentiated  from  normal
maggots (larval stages of flies

and similar) by the two tiny
antennae nubs on their heads. Their size ranges from % inch to two inches long with
some unusual specimen getting as long as three inches. Most of the time (75%), rot
grubs are mistaken for regular worms or maggots.

Combat

These small creatures will visciously burrow into any living (or dead) flesh that touches
them, for they greatly enjoy such a fare to dine upon. The attack is automatically
successful—NO attack roll is necessary provided they are touched by bare skin. If
there is any question of whether or not bare skin has been exposed to a rot grub,
multiply the would-be victim’s Armor Class-Armor value by 10 (not counting Shields).
This is the chance, rolled on percentile dice (1d100%) that the rot grub touches bare
skin The victim must immediately apply flame or acid to the wound (1d6 points of
damage per application) or have a single Cure Disease spell cast upon him. The fire
treatment kills 2d10 rot grubs per infected application area, while a cure disease kills
them all. Unless these measures are taken, the rot grubs burrow to their host’s heart
(following the deliciously tasting blood vessels) and kills him in 1d3 Turns (or better
1d30 minutes).
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The most insidious aspect of the rotgrubs is the anaesthetic secretions that they use on their victims. Often this dulls the burrowed
area, making the victim completely unaware that he has been invaded. Victims must make Wisdom checks in order to realize that
something is gravely wrong. This roll can be made every round, but time is of the essence!! Within, the Rot grubs are deep enough
that they cannot be affected by the flames or acid. The anaestetic is used by Healers to lessen pain by operations, while assassins
use it to apply another malign effect.

Habitat/Society

Rot grub eggs are small, green-white rubbery spheres a little less than the size of your smallest fingernail. A rot grub will preferably
burrow to the warm heart of a man or any larger, living, and blooded creature in a very short time. Rot grubs do this in order to enter
pupal stage. Rot grubs need flesh soaked in blood and rich in oxygen, such as that of the heart, to feed, for only in such an
environment can the creature be protected can the eggs be fertilized.

They burrow there by instinct and lay a cluster of from six to a dozen eggs even if no other rot grub is present to fertilize the clutch.
Experiments have shown that all grubs can lay eggs, and all can fertilize the eggs of others, although apparently not their own. Rot
Grubs are true hermaphrodites, and have male and female reproductive organs. However they cannot fertilize their own eggs.
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One Adult Rot grub lays a clutch of these, and if another rot grub comes into contact with the host creature, it will also burrow to the
heart, locate the eggs by the scent and burrowing tube left by its predecessor, and exude a red, viscous fluid from its mouth as it
rolls the eggs about and examines them. This fluid penetrates the outer skin of the eggs. If the second rot grub arrives within twenty
minutes of the laying of the eggs, successful fertilization occurs. Otherwise, the eggs die.

The Rot grub larvae burrow inside any corpse by instinct to survive and grow to an adult grub, which will burst out the corpse,
devour it.

Fertilized eggs and Rot

grub larvae can survive for
very long periods (up to
200 years) in carrion, even
entombed corpses, or
anywhere that affords
protection from crushing,
air, water, and extremes of
temperature. They cease
to move and function, and
thus cease to require food,
air, or like sustenance.

Rot Grubs and their larvae
are occasionally found in
heaps of offal or dung.
They are seldom found in
ceilings, floors or walls
(feasting on vegetable
matter) but this is possible.
Rot grubs rarely cease to
move and are a mottled
brown, tawny, and white
grub. The rot grub feeds
on living flesh. With
rasping, razor-sharp teeth
they also burrow through
offal, dung, dead flesh,
and even such organic
matter as loam or large
plants. When burrowing,
either for safety or to Kkill
prey, a grub can cut away
large gobbets of material
and pass them rapidly, by
muscular contortion,
straight through its body,
expelling them with some
force. It works with great
speed, and it is this faculty
that makes the rot grub so
dangerous to man.

Rot grubs will eat into
carrion, or into anything
organic their mouths can
reach, including undead
flesh as well as living.
Sometimes, undead such
as ghouls, ghasts, wights,
zombies carry rot grubs,
though the little beasts
have apparently no effect
on these undead hosts
(other than eating enough
matter away to start their
metamorphosis, but rarely

enough to affect that undead).

“And so it was with Amurathor, who like many of us believed that rot grubs shunned the taint of undead flesh. Yet it took but four of
these little creatures to turn his enchanted and rotting body, reanimated by his sorcery into existence as a lich, into the skeleton
which stands by the entryway to this hall—stripped of all matter but the very bone itself in a matter of an hour.”

In jungle or swamp areas, rot grubs can be found in heaps of rotting plants (yes they also eat vegetable matter, but prefer flesh)
anyone who is so foolish as to walk barefoot in such areas gets what he or she deserves!

As mentioned earlier, rot grubs are fond of living flesh, though they have been known to eat dead flesh, plants and other things best
left not mentioned. Still, if they have the choice, they will always prefer living tissue (this increases their chance to survive their
metamorphosis).
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These creatures lack both treasure and intellect to collect treasure. Still, on a rare (1%) chance, rot grubs are encountered while still
inside a recently killed victim. In such rare cases, the chance of treasure is handled under treasure types P, Q, R, S, T, U, or V.
(DM; Choose one randomly!!).

Ecology

Uses

Rot grubs are often sought for assassins. Placing one or
two of these creatures on a sleeping victim ensures a
quick, quiet death. Furthermore, unless a physician
knows what too look for, the cause of death cannot be
determined, or will be noted just as a rot grub infestation.
What is worse, however, is that certain mostly
subterranean races, such as lllithid, Troll, and troglodytes
savor rot grubs as delicacies, eating them as one would
eat meal worms. Alchemists have tried to devise a
means of extracting the juices from rot grubs in hopes of
coming up with a workable anaesthetic. Thus far all
attempts have been unsuccessful. There are rumors that
rot grubs are used as spell components in certain harm
causing spells, usually the reverse versions of healing
and restorative spells, or in Detect Life.

Rot grubs are too indiscriminate in the carnage to have
allies, but other creatures sometimes make use of them.
Kobolds brave and stupid enough to hunt these creatures
sometimes keep them in small, ceramic containers that
they hurl at intruders. Bugbears keep pits filled with
rotgrubs to dispose of corpses and make their traps more
deadly. Other humanoids sometimes lure swarms of rot grubs into hotly contested dungeons, relying on the victim’'s screams to
serve as a crude alarm system.

Rot grubs can squeeze through any opening that is greater than half its diameter (0.25 inch)

Hibernation

The rot grub before puppet stage can wait without food for a very long time for a live host (at least two centuries). In such a
suspended state does the rot grub lie until vibration (Most senses humanlike, but high Scent and Tremorsense 120’), the actual
movement of their ‘home’ meat, or contact with warm, living flesh awakens it. It is thus possible to leave one with your most
treasured magical devices and wealth in your vaults. A mundane defense, perhaps, but practical. No thief can resist opening a box.
Lurking within the rotting flesh of a slain adventurer, a rot grub poses a deadly threat to those who venture into ancient crypts and
abandoned dungeons. Some claim that they are Thanatos’ spawn and that these ever-hungry worms seek only to cause pain and
death in the Death god’s name. Orcs abandon dungeons that rot grubs infest, while gnolls capture rot grubs and use them to
torment captives in bizarre rites to their god Yeenoghu.

Rot grub swarms

When a large number of rot grubs eggs are fertilized it is very possible that the rot grubs together will form something akin to a
swarm of moving, crawling, mass of maggots. All individually hunting for the scent and vibrations to feast upon. A single rot grub
swarm can consist of ten thousand individual maggots. This swarm is capable of bringing down several victims, and then several
enter the decaying body to enter lay their eggs. Unless the body is burned 3d4 newly rot grubs will burst from it in a month or so.

Giant ants, centipedes, Carrion Crawlers, Spiders and many other predators include rot grub in their diet. Rot Grubs have been
known to consume one another in feeding frenzies, and are a favorite food of adult Carrion Crawlers. Few of the grubs reach
maturity, but those who do have eaten voraciously and will achieve their full size (2 to 3 inches) in a single year. Then they will
search for a warm-blooded victim, enter it, and start their puppet stage and metamorphose into an adult Rot grub. When they reach
maturity, the mating cycle begins again.

Senses, Tremorsense 60’, Scent and Touch High, Detect life 30, other senses Human.

Main predator; Spiders, Rot grubs, Carrion Crawlers, lizards, Main prey; any creature of natural AV 6 or lower.

Uncommon and unconfirmed knowledge:

A menace in underground regions for untold years, rot grubs are held in check by the same hunger that makes them a threat. The
inhabitants of dungeons vigilantly guard against rot grub infestations, squashing them before they become a great threat. When an
infestation rages out of control, the survivors flee elsewhere, while the grubs gorge themselves on those left behind. When food runs
short, the grubs die out, and only a few hardy specimens survive to find a new hunting ground.

Rumors persist of vast Underground regions caverns filled with undulating seas of rot grubs. Supposedly, the grubs in these living
seas feed on the decaying flesh of a forgotten god, worm or giant being. Some sages say that these creatures were created in an
attempt to get rid of undead.And indeed where rotgrubs are, physical undead soon dissapear.
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Insects (Insectum Species)

Insects (from Latin Insectum, "cut into
sections”) are a class within the
arthropods that have a chitinous
exoskeleton, a three-part body (head,
thorax, and abdomen), three pairs of
jointed legs, compound eyes, and two
antennae. They are among the most
diverse group of animals on the planet
and include more than a million
described species and represent more
than half of all known living organisms.
The numbers of extant species is
estimated at between six and ten
million, and potentially represent over
90% of the differing metazoan life
forms on Earth. Insects may be found
in nearly all environments, although
only a small number of species occur in
the oceans, a habitat dominated by
another arthropod group, the
crustaceans.

The life cycles of insects vary but most
hatch from eggs. Insect growth is
constrained by the inelastic
exoskeleton and development involves
a series of molts. The immature stages N
can differ from the adults in structure,
habit and habitat and can include a
passive pupal stage in those groups
that undergo complete metamorphosis.
Insects that undergo incomplete
metamorphosis lack a pupal stage and
adults develop through a series of

nymphal stages. The higher level

relationship of the hexapoda is unclear. Fossilized insects of enormous size have been found from the Paleozoic Era, including giant

i F e

Insects typically move about by walking, flying or occasionally swimming.
Because it allows for rapid yet stable movement, many insects adopt a
tripedal gait in which they walk with their legs touching the ground in
alternating triangles. Insects are the only invertebrates to have evolved flight.
Many insects spend at least part of their life underwater, with larval
adaptations that include gills and some adult insects are aquatic and have
adaptations for swimming. Some species, like water striders, are capable of
walking on the surface of water.

Insects are mostly solitary, but some insects, such as certain bees, ants, and
termites are social and live in large, well-organized colonies. Some insects,
like earwigs, show maternal care, guarding their eggs and young. Insects can
communicate with each other in a variety of ways (chemical, Light, Sound or
even tactile). Male moths can sense the pheromones of female moths over
distances of many kilometers. Other species communicate with sounds:
crickets stridulate, or rub their wings together, to attract a mate and repel other
males. Lampyridae in the beetle order Coleoptera communicate with light.
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dragonflies with wingspans of 22—28 inch. The most diverse insect groups appear to have coevolved with flowering plants.
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Senses

Many insects possess very sensitive and/or specialized organs of perception. Some
insects such as bees can perceive ultraviolet wavelengths (dark vision), or see by
infravision, while the antennae of male moths can detect the pheromones of female
moths over distances of many kilometers. There is a pronounced tendency for there
to be a trade-off between visual acuity and chemical or tactile acuity, such that most
insects with well-developed eyes have reduced or simple antennae, and vice-versa.
There are a variety of different mechanisms by which insects perceive sound, while
the patterns are not universal, insects can generally hear sound if they can produce
it. Different insect species can have varying hearing, though most insects can hear
only a narrow range of frequencies related to the frequency of the sounds they can
produce. Certain predatory and parasitic insects can detect the characteristic sounds
made by their prey or hosts, respectively. For instance, some nocturnal moths can
perceive the ultrasonic emissions of bats, which help them avoid predation. Insects
that feed on blood have special sensory structures that can detect infrared emissions,
and use them to home in on their hosts.

Aside from the normal sort of generalized five senses humans have, insects can
have specialized sensory organs to detect light, shape, color, movement, ultraviolet
radiation, heat, polarized light, touch, sound, internal pressure, water pressure, air
pressure, and humidity. In a magical universe, it would not be illogical for some
insects to have developed sensors for magic detection. Not all insects have all of
these varied detectors, of course, but the array at the normal insect's disposal is
sufficient to render most normal concealment methods useless. Some insects, such
as army ants, are nearly or totally blind, and thus use their sense of smell to detect
prey. This nullifies magical concealment spells such as blur and the various invisibility
spells, to say nothing of ordinary camouflage. Sensors that detect sound or
movement (ground pressure) can be equally effective.’” Blinding’ the insect can be a

difficult job. The sensors can be found anywhere on an insect, particularly on the
antennae, foot pads, and mouth feelers, and insects go in heavily for redundancy. The male bee’s main purpose in life is to mate
with the queen; each of his two antennae contains 30.000 sense organs specializing in merely detecting the odor of the queen bee.
To damage an insect's sense capability enough for you to make a getaway, you need to inflict enough damage to kill the insect, in
which case escape is unnecessary. Never underestimate the powers of an insect’s sense organs. The infamous killer bees of South
America have been known to chase fleeing humans into darkened buildings.

In the D&D game, similar talents would make a mockery of the cover provided by a darkness, or Silence 15’ radius spell. Social
insects (ants, bees, wasps, and termites) coordinate their attacks by the spreading of chemical scents, or pheromones, that can be
detected and understood by all insects in the battle area. This last insect talent does have a possible counter. If you can hit an
attacking force of social insects with a strong enough wind, as with a gust of wind spell, you may be able to blow away sufficient
pheromones to totally disorganize the attackers. On the other hand, the DM may well rule that the wind merely spreads the scent
farther, summoning even more insects to the attack.

Next to a pure diviner, the illusionist will be the specialist wizard most helpless in the face of an insect attack. With the multiplicity of
sensory organs an insect has, each organ constantly testing the environment, an illusion of an object familiar to the insect has
virtually no chance of succeeding. Hallucinatory forest and hallucinatory terrain are thus useless as cover, as are illusory walls, pits,
etc. Needless to say, illusions of spells like fireball will not even be recognized, much less believed, and the same goes for most
illusory monsters that won't ‘check out’ under a sensory test. lllusions that do real damage require more levels of the caster than
most illusionists who face giant insects will have. If the bugs want you, they’ll always be able to find you.

Numbers
Some insects display a rudimentary sense of numbers, such as the solitary wasps that prey upon a single species. The mother
wasp lays her eggs in individual cells and provides each egg with a number of live caterpillars on which the young feed when
hatched. Some species of wasp always provide five, others twelve, and others as high as twenty-four caterpillars per cell. The
number of caterpillars is different among species, but always the same for each sex of larva. The male solitary wasp is smaller than
the female, so the mother of one species supplies him with only five caterpillars;
the larger female receives ten caterpillars in her cell.

Bioluminescence

A few insects are bioluminescent. The most familiar group are the fireflies, beetles
of the family Lampyridae. Some species are able to control this light generation to
produce flashes. The function varies with some species using them to attract
mates, while others use them to lure prey. Cave dwelling larvae of Arachnocampa
(Mycetophilidae, Fungus gnats) glow to lure small flying insects into sticky strands
of silk. Some fireflies of the genus Photuris mimic the flashing of female Photinus
species to attract males of that species, which are then captured and devoured.
The colors of emitted light vary from dull blue (Mycetophilidae) to the familiar
greens and the rare reds (Phengodidae).

Light and Dark

Most insects, except some species of cave dwelling crickets, are able to perceive
light and dark. Many species have acute vision capable of detecting minute
movements. The eyes include simple eyes or ocelli as well as compound eyes of
varying sizes. Many species are able to detect light in the infrared (infravision),
ultraviolet (Darkvision) and the visible light wavelengths. Color vision has been
demonstrated in many species existed from at least the Devonian period between
416 and 359 million years ago.
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Sound
Insects were the earliest organisms to produce and sense sounds. Insects make sounds mostly by mechanical action of
appendages. Cicades make the loudest sounds.

Underwater

Some species in Hemiptera, such as the corixids (water boatmen), are known to communicate via underwater sounds. Most insects
are also able to sense vibrations transmitted through surfaces. For example, an insect is caught in a spider web and struggles to
escape. The vibrations it produces are sensed by the spider, who is alerted to its presence. Through these vibrations, the spider can
tell where on the web the insect is located, as well as how big it is.

Chemical

In addition to the use of sound for communication, a wide range of insects have evolved chemical means for communication. These
chemicals, termed semiochemicals, are often derived from plant metabolites include those meant to attract, repel and provide other
kinds of information. Pheromones, a type of semiochemical, are used for attracting mates of the opposite sex, for aggregating on
specific individuals of both sexes, for deterring other individuals from approaching, to mark a trail, and to trigger aggression in
nearby individuals. The use of scents is especially well known to have developed in social insects.

Underwater

A large number of insects live either parts or the whole of their lives underwater. In many of the more primitive orders of insect, the
immature stages are spent in an aquatic environment. Some groups of insects, like certain water beetles, have aquatic adults as
well

Social behavior

Social insects, such as termites, ants and many bees and wasps, are the most
familiar species of eusocial animal. They live together in large well-organized
colonies that may be so tightly integrated and genetically similar that the
colonies of some species are sometimes considered superorganisms. It is
sometimes argued that the various species of honey bee are the only
invertebrates (and indeed one of the few non-human groups) to have evolved a
system of abstract symbolic communication where a behavior is used to
represent and convey specific information about something in the environment.
In this communication system, called dance language, the angle at which a bee
dances represents a direction relative to the sun, and the length of the dance
represents the distance to be flown.

Predators/Prey

Insects are prey for a variety of organisms, including terrestrial vertebrates. The
earliest vertebrates on land existed 400 million years ago and were large
amphibious piscivores, through gradual evolutionary change; insectivory was
the next diet type to evolve.

Insects were among the earliest terrestrial herbivores and acted as major
selection agents on plants. Plants evolved chemical defenses against this
herbivory and the insects in turn evolved mechanisms to deal with plant toxins.
Many insects make use of these toxins to protect themselves from their
predators. Such insects often advertise their toxicity using warning colors. This
successful evolutionary pattern has also been utilized by mimics. Over time, this
has led to complex groups of coevolved species. Conversely, some interactions
between plants and insects, like pollination, are beneficial to both organisms.
Coevolution has led to the development of very specific mutualisms in such systems.

Humans

Humans regard certain insects as pests and attempt to control
those using insecticides and a host of other techniques. Some
insects damage crops by feeding on sap, leaves or fruits, a
few bite humans and livestock, alive and dead, to feed on
blood and some are capable of transmitting diseases to
humans, pets and livestock. Many other insects are
considered ecologically beneficial and a few provide direct
economic benefit. Silkworms (larva of specific species
caterpillars) and bees have been domesticated by humans for
the production of silk and honey, respectively.

Insects commonly regarded as pests include those that are
parasitic (mosquitoes, lice, bed bugs), transmit diseases
(mosquitoes, flies), damage structures (termites), or destroy
agricultural goods (locusts, weevils).
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Although pest insects attract the most attention, many insects
are beneficial to the environment and to humans. Some insects,
like wasps, bees, butterflies, and ants, pollinate flowering plants.
Pollination is a mutualistic relationship between plants and
insects. As insects gather nectar from different plants of the
same species, they also spread pollen from plants on which
they have previously fed. This greatly increases plants' ability to
cross-pollinate, which maintains and possibly even improves
their evolutionary fitness. This ultimately affects humans since
ensuring healthy crops is critical to agriculture. A serious
environmental problem is the decline of populations of pollinator
insects, and a number of species of insects are now cultured
primarily for pollination management in order to have sufficient
pollinators in the field, orchard or greenhouse at bloom time.
Insects also produce useful substances such as honey, wax,
lacquer and silk. Honey bees have been cultured by humans for
thousands of years for honey, although contracting for crop
pollination is becoming more significant for beekeepers. The
silkworm has greatly affected human history, as silk-driven trade
established relationships between China and the rest of the
world.

Insectivorous insects, or insects which feed on other insects, are beneficial to humans because they eat insects that could cause
damage to agriculture and human structures. Many insects, especially beetles, are scavengers that feed on dead animals and fallen
trees and thereby recycle biological materials into forms found useful by other organisms. Insects are responsible for much of the
process by which topsoil is created.

Legends

The ancient Nithian religion
considered dung beetles sacred,
and represented them as beetle-
shaped amulets, or scarabs. Dung
beetles have been wused in
countries by them as an agent of
biological pest control to reduce
the populations of pestilent flies
and parasitc worms.  This
resulting in a 90% reduction in
bush flies as well as improved soil
fertility and quality.

Insects are also used in medicine,
for example fly larvae (maggots)
were formerly used to treat
wounds to prevent or stop
gangrene, as they would only
consume dead flesh. This
treatment is finding modern usage
in some hospitals. Adult insects,
such as crickets, and insect larvae
of various kinds are also
commonly used as fishing bait.

Scarab beetles held religious and
cultural symbolism in Nithia,
Traldar, Thyatis, Traladara and
some shamanistic cultures. The Ochalean regard cicadas as symbols of rebirth or immortality. In Milenian literature, the epic poem
of Gilgamesh has allusions to Odonata which signify the impossibility of immortality. Amongst the Chameleonmen, honey ants and
witchery grubs served as personal clan totems. In the case of the 'San' bush-men of the great Davania continent, it is the praying
mantis which holds much cultural significance including creation and Zen-like patience in waiting.

Fire

Most insects will be extra vulnerable to fire. This means that any fiery weapon or spell will give double
damage to the creature. The heat alone is often enough to disperse the creatures, and smoke will often
have a blight effect, and calming the creatures. When this is not the case it will be mentioned in the
description.
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When compared to the body of a vertebrate animal, the insectoid exoskeleton provides a much greater surface area for muscles to
connect. Insects are often equipped with a vast amount of muscles per body area than any vertebrate animal, and those muscles
can store up energy like a taut bow, you have a very impressive combination indeed, Consider these facts from the weird realm of
real life. A flea can leap a distance of 130 times its own length, an ant can carry fifty times its own weight, and a bee’s ability for
hauling is equivalent to a grown man lugging around a 30-ton truck. Impressive enough. Now consider the implications in a fantasy
game. Even when under the influence of gravity, their strengths could be much higher than humans.

Given the carrying power of ants, one of the D&D games, two-footers ought to be able to physically drag away a human, even one
in armor. If ants try to block the characters’ entry into their nest by building a barricade, they will finish the job far sooner than
anyone would expect. If even one ant gets past your front battle line (an easy thing in a poorly lighted dungeon setting), it could
disrupt the party’s defensive formation by yanking characters off their feet.

If a normal-sized bee or wasp can carry loads equivalent to a man carrying a 30- ton truck, then a man-sized bee or wasp should in
this matter (though limited by gravity) be able to carry 3000LBS. Canoes, carriages, coaches, chariots, rafts, small sailboats, sedan
chairs, small wagons and keelboats—a giant ant or bee can carry them all. Needless to say, they could also carry off all but the
largest animals and monsters, to say nothing of player characters.

Since bees die right after they sting, the giant bees in a fantasy world might have developed an alternative attack: carrying foes as
high in the air as they can fly, then dropping them. It seems right that since stinging ends a bee’s life; more emphasis should be put
on making the sting a weapon of last resort.

Combining the hardness of the exoskeleton with insect strength produces deadly combinations. The jaws of the most powerful
‘normal’ beetles can bore into zinc, copper, tin, and lead. Scaling up, the giant slicer and water beetles should be able to destroy
with one bite any metallic weapon or suit of armor, thus negating AV (at least the nonmagical ones). A magically trained force of
these beetles might be able to bore into virtually any castle or stone building. In the case of wooden structures, of course, you can
substitute giant termites. | leave to your imagination the consequences of a giant water beetle boring its way into the hull of array of
varied sense organs, many of them stored in the antennae.

Inherent toughness
One of the secrets of insect adaptability is the fact that many species are resistant to some of the things that make life difficult for

everyone else, such as cold weather and poison. Those insects that live in arctic conditions can survive for at least two months
when the temperature is -20°F. The secret is that their blood is 20% glycerol, giving them natural antifreeze.

In cold regions, any native insects encountered should have a saving-throw bonus of at least +1 against any cold based attacks
such as cone of cold.

Similarly, many insects are virtually poison proof, particularly those who eat poisonous prey. The preying mantis has been known to
eat even the black widow spider without coming to harm. One entomologist took a dead wasp (already a poisonous creature) and
fed it to a mantis after liberally coating the dinner with a variety of poisons, including arsenic. The mantis gobbled down the poisoned
prey, suffering no harm whatsoever. A giant one should be similarly immune to poisons of all kinds. Insects have also proven
resistant to heat, vacuum, and even nuclear radiation (up to 300.000 réntgens are required to kill most adult insects, while a mere
1000 rontgens will kill a grown man). Game players, beware! In short, the average insect is a very tough, scary customer for its size.
A giant one, even by itself, should be able to wreak unimaginable havoc with a party of adventurers. No need for you DM’s out there
to spread the word to your players, of course; they'll find out about it soon enough—the hard way. ;)
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Praying Mantis, Gargantuan (Archimantis gargantua)

Insect Giant Preying M antis

e Lowlife Insect
Climate/Terrain Forest Jungle, Hills
Frequency Very Rare
Organization Solitary

ctivity Cycle Any
Diet Carnivore

L N
NA 1d2
Size [ I T ] I I N
ST 26
IN 4

| 5
DX 9
CO 10
CH 14
Languages 0
Spellcaster Limits; 0

C 3

\ 0
HD 2* | 3* | 4% | 5| 6% ] 7* | 8* 9* | 10* | 11* | 12*
HP 2d8]3d8|4d8|5d8|6d8] 7d8 | 8d8 | 9d8 | 10d8|11d8] 12d8
MV 150'(50")

HACO 19 1817161514 13 [ 12 ] 11 [ 10] 9
ttacks 2Claws
Damage 1d2 each (continuos)

ttacks 1 Bite
Damage 1d4
Special Attacks; Bloodloss
Special Defenses; 0
Im mune to; Charm, Hold, lllusion, Poison
Extra Vulnerable to; Fire, Cold

M 0
Save as; F1 F2 ] F3 F4 F5 | F6
ML 7
XP 25 | 50 |125[300|500] 850 J1200] 1600] 1750 |1900] 2175
T nil
Body W eight 20LBS/hp

The gargantuan praying mantis grabs prey that
inadvertently comes too close, with its front spiny
arms. Besides its two claws, it bites with its
strong mandibles, removing and chewing flesh
with each unerring strike. It always has initiative
+6 in its initial attack. The others however are
resolved as normal.

They have keen eyesight in darkness and
brightness, but prefer to hunt in light. They move
silent (75% chance) if approaching prey, they can
see from afar, they however always attack the
fattest, slowest and most colorful dresses
creature , and intend to strike from surprise
(mimicking trees and bushes by its camouflage)
its AC is adjusted by these bushes accordingly of
course.

The initial hit will lift the prey from the ground
making it Prone. Thereafter it bites each round
literally eating the hit points of the character
away. He will suffer 1hp continuous bloodloss for
each 25% he is damaged after the bite, even
when the creature is killed or gone. The wound is
rife for infections. And needs regeneration or a
Heal/Cure All spell to cure the hit points lost by
feeding. The hit points lost by bleeding can be
restored by healing however.

This creature would be on the endangered
species list if there were one. As only a few
hundred exist on Mystara on the continent
Davania only. They are (until recently) not found
anywhere in the Hollow World, but some
Immortal might decide otherwise and place them
on one of the large jungles islands along the
equator.

It is rumored that these creatures were also
created by the great wizard Gargantua, who was
extremely fixed to alter size from many creatures,
yet this is not proven, and Gargantuia himself has
forgotten it if he did this work. However, these
creatures were never encountered before 955AC.

Senses; infravision 60’, darkvision, vision high other
senses low.

Main Prey; Any animal of smaller than 75% of its
own size, Main Predator; Dragon, Humanoid.



Ankheq (Archimantis ex-agro-horridus)

€9

Young

Shedding

Lowlife (Insect)
Temperate & Tropical
Plains & Forest
Rare
Brood

Any

Omnivore
N

75% of 2d6 eggs
3 6'
1

1
between sizes
between sizes

na

3
0,5 1
8 9

9

7 CI

5 (underside 3) 4(underside 2)

7
1

3* 4* 5* 6* 7* 8* l* 2*
3d8| 4d8| 5d8| 6d8| 7d8| 8d8| 1d8 2d8

120740'
60'/20'

as former HD
as former HD
60'/20'
0

7] 16] 51413 2] 19 ]

18

1 Bite

3d6 1d4

Special Attacks;
Special Attacks;
Special Defenses;

Immune to;
Extra Vulnerable to;

Enzyme Digestion
1d4/r

Acid squirt 30"

8d4 2d8

0
Charm, Hiold, lllusion
Fire, Smoke
0

F3 | F4 NM

8 8 4

F2
4

1200 13

as former D

The Ankheg is a burrowing monster usually found
in forests or choice agricultural land. Because of
its fondness for fresh meat, the Ankheg is a threat
to any creature unfortunate enough to encounter
it.

The Ankheg resembles an enormous many-
legged worm, or a praying mantis. The tough
chitinous hardened shell of the Ankheg appears
in a variety of colors, ranging from yellow to
brown to gray;




The soft underside appears in various shades between red and pink. Like the praying mantis, the Ankheg has two sets of two legs
each and one set of forelegs which it uses for digging and in combat. The Ankheg also uses its forelegs to hold small prey while
attacking with its mandibles. Its six legs end in sharp hooks suitable for burrowing and grasping, and its powerful mandibles are
capable of snapping a small tree in half with a single bite. The Ankheg has glistening black eyes, a small mouth lined with tiny rows
of chitinous teeth, and two sensitive antennae that can detect movement of man-sized creatures up to 300 feet away (Tremorsense)

Combat:

A favorite tactic employed by the Ankheg involves burrowing 5 to 10’ under the earth’s surface and lying in wait until it detects a
potential victim passing overhead. Usually, the Ankheg burrows close enough to the surface to allow its antennae to poke up
through the softened soil. It then burrows up beneath the victim and attempts to grab him in its mandibles, crushing and grinding for
3d6 points of damage per round while secreting acidic digestive enzymes to cause an additional 1d4 points of damage per round
until the victim is dissolved or flushed away (whichever happens first).

The Ankheg can squirt a 2’ diameter stream of acidic enzymes once every six hours to a distance of 30 feet. However, since it is
unable to digest food for six hours after it squirts enzymes, it uses this attack technique only when desperate. A victim struck by the
stream of acidic enzymes suffers 8d4 points of damage (half damage if the victim rolls a successful saving throw vs. poison) and
thereafter 1d4 points of damage per round until the victim is dissolved or flushed away (whichever happens first).

Habitat/Society:

The Ankheg uses its mandibles to continuously dig winding tunnels 30-40 feet deep in the rich soil of forests or farmlands. The
hollowed end of a tunnel serves as a temporary lair for sleeping, eating, or hibernating. When an Ankheg exhausts the food supply
in a particular forest or field, it moves on to another.

Autumn is mating season for Ankheg. After the male fertilizes the female, the female kills him and deposits 2d6 fertilized eggs in his
body. Within a few weeks, about 75% of the eggs hatch and begin feeding. In a year, the young Ankheg resemble adults and can
function independently. Young Ankheg have 2 Hit Dice and an AV4 overall and an AV 2 for their undersides; they bite for 1d4 points
of damage (with an additional 1d4 points of damage from enzyme secretions), and spit for 4d4 points of damage to a distance of 30
feet. In every year thereafter, the Ankheg functions with full adult capabilities and gains an additional Hit Die by shedding until it
reaches 8 Hit Dice.

Shedding between HD

Beginning in its second year of life, the Ankheg sheds its chitinous shell for the first time, just before the onset of winter. As the
Ankheg grows each year, it sheds its hard shell for another, larger shell (and HD); it starts hiding in a deep tunnel. It is at this time of
year—usually in the fall—that the Ankheg is most vulnerable. The Ankheg sheds the shell in a day or two; thereafter, it takes 1 to 2
weeks for the new shell to reach the hardened consistency of the former.

One week after this, the shell has hardened to its normal consistency. During this two week molting period, the Ankheg is very
sluggish as its body struggles to cope with and adapt to the rebuilding of its exoskeleton. During this time, the sluggish Ankheg is
exceptionally vulnerable. Its overall (including underside) AV is reduced to 1. Additionally, it moves at only half its normal speed, its
mandible attack inflicts only 1d10 points of damage. The Ankheg cannot use its acidic spit at this time as well. In the process of
revitalizing its exoskeleton, the Ankheg refrains from digging, as this may cause damage to or otherwise deform its impressionable
armor. As a result, no figure is given for underground movement during this period.

To protect itself from predators or other Ankheg (who may attempt to evict the shedding creature from its lair, or feed upon it in its
weakened state), the Ankheg secretes an odor which is repulsive to these possible predators. This odor (which is the result of the
anhkheg’s shell-hardening enzyme) smells vaguely like rotting fruit to humans. Because of this aroma, most other creatures (except
for some mammals and the most desperate predatory insects) avoid the Ankheg during this period. Though the aroma discourages
most creatures, it can also pinpoint the anhkheg’s location for human hunters and desperately hungry predators.

The size of the Ankheg varies with age and health, and is directly related to the number of hit dice the individual creature possesses.
The anhkheg’s hit dice are almost directly proportionate to the creature’s age. For the first six months following birth, the Ankheg
has 1 HD; in the second six months, the creature has 2 HD. For every year of age following, the Ankheg gains another hit die until it
reaches 8 HD, at which point the creature no longer grows. Ankheg usually do not live any longer than 10 to 12 years; these giant
insects grow quickly and, as a result, live a relatively short time.
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Hibernating
In climates where winters are particularly severe, the Ankheg hibernates through the cold season. Within a month after the first

snowfall, the Ankheg the Ankheg fashions a lair deep within the warm earth where it remains dormant until spring. During this time,
the Ankheg does not need to eat or burrow; instead, it lives off the supply of protein and nutrition it has built up in its system (stored
in its shell) over the fall (part of the reason that the Ankheg is most active in its predation in the autumn). In this stage of existence,
the creature can remain underground without detection for the entire cold season, returning to the surface once more when the first
signs of spring present themselves. Though the anhkheg’s metabolism is reduced, its antennae remain functional, able to alert it to
the approach of an intruder. A disturbed Ankheg fully awakens in 1d4 rounds, after which time it can attack and move normally. The
Ankheg does not secrete aromatic fluid during this time and is thus relatively safe from detection. In climates where winter is not a
serious factor, the Ankheg remains active throughout the year.
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Reproduction
In addition to activity in preparation for hibernation, autumn is also the mating season for the Ankheg. In the late fall of each year,

the male Ankheg seeks out a female partner. This search is facilitated by the female’s secretion of an odor which attracts the male
Ankheg, drugging the insect with its aroma. In its dazed and sluggish state, the male fertilizes the eggs, and is immediately slain by
the female.

Dragging the male into a widened, deadened tunnel, the female cracks the male’s underside with its sharp ovipositor and plants the
eggs in its body. The female Ankheg lays 2d6 eggs in a single laying, 75% of which are fertile and will hatch successfully. These
eggs, which are gray in color and about 2' across, hatch within one month, usually before the female adult begins hibernation.
During the winter months, the newborn Ankheg (known as .nymphs.) feed off the corpse of the male and grow as described earlier.
Within the first three to four months of life, the newborn Ankheg take on the appearance and abilities of the adult.

Within the first year, young Ankheg are able to bite for 1d4 hp damage, with an additional 1d4 hp damage per turn from digestive
enzymes. They can also spit, and their digestive acid does 2d8 hp, damage, with adult ranges- In addition, the adolescent
anhkheg’'s AV is lower for the first year; thereafter, AC is as stated.

Senses

The anhkheg’'s antennae are extremely sensitive to
vibration, a sense that fully replaces hearing (the
Ankheg is otherwise deaf). So sensitive is this sense
that the Ankheg is capable of detecting the approach
of a man-sized creature from as far away as 300.; it
can detect smaller-than-man-sized creatures from as
far as 100’, and creatures larger than man-sized from
as far away as 500'.

As an added advantage, the Ankheg has superior
eyesight due to its compound eye structure, though
such vision is quite nearsighted. The hundreds of
small, black lenses in its eyes allow the creature to see
with great clarity in gloom or at night with 60’
Darkvision (this sense as normal can't be used
underground in full darkness, however). Above
ground, in full daylight, the anhkheg’s eyesight allows
it a visual range of only 120'.

- T.
Burrowing
In burrowing, the Ankheg utilizes its mandibles for

-

T,

digging, breaking down larger minerals with its
digestive enzymes and moving the earth with its
forelegs The Ankheg eats as it digs, disposing of the
minerals by pushing them aside or by digesting them.
For the most part, an Ankheg burrows continually; the 1
creature seldom stays in one place, unless .
hibernating, nesting, or waiting for prey. At all other

times, the Ankheg digs through an entire area at a :._1'_,3"
variety of depths and angles before moving on to -
another place. As a result, it is not uncommon for an

Ankheg to take up temporary residence in a farmer’s field or in a forest bed until it has cleaned the area of most of its nutrient-
enriched soil. An Ankheg seldom burrows below a depth of 40’; below this level, it starts to meet with hard-packed soil that is both
difficult to move through and distasteful to the creature; furthermore, below this point, the water table of the land makes movement
difficult, if not impossible.

Nest/Lair

Because of the anhkheg’s nomadic nature, the creature’s lair usually consists of no more than a series of labyrinthine tunnels some
of which may have collapsed, others of which are still in use. For the most part, the Ankheg does not lair in any one particular
habitat, except when nesting or going into hibernation. In these cases, the Ankheg usually converts a dead-end tunnel into a small
lair by widening the corridor to accommodate its purpose. Nesting lairs are fairly large constructs, being 10-12’ in height, 20-25’
wide, and 60-80" in length (room must be allotted for the male anhkheg’'s body in addition to the female and her young). A
hibernation lair is usually much smaller; being roughly the same size as the Ankheg itself (this allows the Ankheg insulation against
the cold by providing the earth as a buffer). Ankheg tunnels resemble a maze in their random design; although these corridors wind
in relatively straight paths, they change depth, intersect with other tunnels, and often end abruptly. There are usually only one or two
entrances into the tunnels, though others sometimes appear when the Ankheg bursts up from beneath the surface to surprise its
prey. The tunnels are generally only as wide and tall as the Ankheg itself, about 3-6’ wide and 4-10' high. Because of the terrain in
which they are built, these tunnels are often very unstable and are prone to collapse. Consequently, characters investigating these
passages should be cautious; one wrong turn, and they could wind up with an early burial.
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Ecology:

Although the Ankheg is generally an unintelligent creature, it
does have some physical advantages and a few instinctive bits
of cunning that aid it in its predation. Ankheg burrows through
the earth, preferring soil rich in minerals and organic material. o
For the most part, this diet of vegetation and some mineral
provides the bulk of the anhkheg's nutrition. Still, the insect
supplements its diet with regular helpings of fresh meat (usually
livestock, though sometimes humans and other accessible
beings). Although the anhkheg’s mandibles are not capable of
tearing meat, the Ankheg is able to break down its meals with
the aid of a strong digestive fluid -a fluid which it also uses in
combat.

Treasure

Treasure in the Ankheg lair is usually incidental, being left behind
by the anhkheg’s victims and generally ignored by the insect
which, because of its animal intelligence, has no desire or use
for treasure. As a result, there is no such thing as an anhkheg’s
“hoard”. Monies and magic left behind by victims usually remain
with the victim’s remains—that is, those items which have
managed to survive the effect of the anhkheg's digestive
enzymes. All belongings on a victim’'s body must save vs. acid in
order to survive the anhkheg’s acidic secretion; those that do not
are simply devoured along with the victim. Any surviving
accoutrements or treasures are discarded by the Ankheg; these
will often be found at various points in the Ankheg tunnels. Items
found are usually at the point at which the victim was consumed.

Because of its unique composition, the anhkheg's body provides
a number of .natural treasures. For example, the hard, chitinous
shell of the creature makes extremely good armor. If Dried and
cured and preserved properly (otherwise, the shell withers and dissolves with time (-1AV/year)), the shell maintains its Armor Value,
depending on which area of its body is used. This armor is equal to scale mail in weight and encumbrance, though it offers better
protection.

Though a hungry Ankheg can be fatal to a farmer, it can be quite beneficial to the farmland. Its tunnel system laces the soil with
passages for air and water, while the anhkheg’s waste products add rich nutrients. The Ankheg will eat decayed organic matter in
the earth, but it prefers fresh meat.

The anhkheg’s eyes (and the fluid therein) are useful to alchemists and magic-users in the creation of sight-related magic potions
and items. Likewise, the anhkheg’s digestive acid can be salvaged and utilized as a regular acid. This chemical maintains its
properties for up to six months after the anhkheg'’s death, delivering 1d4 hp damage and limited as listed in the rules regarding acid
in the DMG, pages 64-65 and 80-81. This chemical can only be carried in a glass container and is highly susceptible to breakage as
a result. There is a secondary enzyme sac located in the creature’s head, very similar to a small, acid-resistant bladder. Recovering
this fluid from the Ankheg requires very adept hands, as it is very easy to break this sac accidentally. Failure to successfully remove
the sac without breakage results in damage to the handler. Aside from this, the anhkheg’'s mandibles make reasonably good axe-
heads, and its legs (if cured and preserved) may be used as maces and other concussive weaponry. By removing out the meat
inside and replacing it with some substance to provide weight (sand, metal, etc.), these appendages can be formed into weapons
delivering the same damage as their counterparts.

All but the fiercest predators avoid Ankheg.
Main predator, Worms, Dragon, Umber Hulk, Giant wasp-Hornet. Main prey; any small to large size.

A Story about Ankheg

“We're ruined, your wizardship!” shouted a farmer, his voice echoing from the smoke-stained rafters. “Our lands are infested, and it's
not even safe to go near the fields, let alone grow crops on them!” The angry, frightened crowd echoed his sentiments as a roar of
shouting broke out across the meeting hall. It was a sea of chaos.

| closed my eyes and prayed for internal peace. Why me? | thought. Baron van Kirwak IV owned these lands; he should be here,
taking command and solving this problem. | was a mere sage tied to a petty nobleman in the baron’s service, hardly the wizard
everyone took me for. Now | regretted putting “experience with exotic animals” down on my resume. All | had actually done at the
academy was change the papers in the cages of the alchemical laboratory animals.

My eyes opened and patience fled. “I will have order!” | shouted as | stood up at the desk that had been set up for me at the front of
the village hall. ."Silence here! Let's have but one speaker at a time!” | wished that | had a spell or two to cast, just to impress the
crowd, but | had none, of course. Nonetheless, my voice seemed to do the job well enough.

“Alright, your wizardship!” screeched a withered, old man as he stepped forward. “Theres something in our fields, and if we don’t
have a harvest to show the baron, he’'s going to kick us off our lands. Then where will we go?” The crowd murmured its concern
over the question. “l was sent here by the baron to find out what sort of beast has been plaguing you,” | told him. “Then, perhaps, we
can deal with the beast. Now, this thing...” “It's a big thing! Looks like some sort of giant insect, it does,” interrupted an old woman
from the side of the room. “We saw it spring up out of the ground and fall upon one of our dogs, out for a run. Bit the poor thing in
two!” ".Yes, but what did it look like? The monster, | mean. . “It was brown on top and pink on its underbelly, " said a farmer leaning
on a crutch. “I saw it the night we tried to Kill it. We looked for its tunnels, like a giant mole’s, near the edge of one of the fields.
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There were about fifteen of us, and we weren’t thinking about being too quiet, as everybody with sense knows bugs don't hear,
Suddenly, the ground shook a little bit, and right ahead of us, the earth opened up! The monster had us! It looked bigger than a
horse, easy, and it caught us off guard. The only thing | could think about was running, and | ain’t ashamed to say it, either! | dove to
the side, towards the woods, and | heard the thing make a horrible hissing sound. Then something wet hit my leg, and it felt like fire!
| crawled away. | could see some of the others were still on their feet, and were throwing pitchforks and the like at it. Bounced off,
every one of them. Then the monster killed two of our dogs and scared the rest of em across the country, and the rest of us took off
for home.”

| looked at the man’s leg wound. From what little | could see of the wound, | judged it to be a burn. A light dawned upon me. “This
monster,” | asked suddenly. “Did it look like a praying mantis?” “Nope,” said the farmer. “Looked like a horn-headed devil!” ”.Did not!”
cried another farmer. “It was like a praying mantis, only a hundred times bigger!” “.You was too far away to see it!” shouted the
injured farmer. The hall was instantly filled with heated abuse. In the turmoil, | picked up enough conversation to confirm what | had
first suspected. | got to my feet and waved my arms. “Silence! SILENCE, IN THE BARONS NAME! | have the answer! | know what
monster has been bothering you!”

You could have heard a needle drop. | lowered my arms. “.What you have in your fields is a beast called an Ankheg." | remembered
when such a monster had been captured and brought in for study at the academy. It was big, ugly, and powerful, but stupid; we had
eyed it nervously as it slammed itself against the sides of its force-walled cage. My hands grew clammy at the memory.

“They look like and are related to the praying mantis” | continued, “but they are of monstrous size and dig tunnels through the soil.
They use the substances found in the earth as their food. But, when one of them is greatly disturbed, it can vomit an acid from its
stomach that can dissolve rock”. | looked at the farmer with the bandaged leg. “You are already aware of this weapon, of course.
Though they feed upon soil, anhkheg’s would prefer to get live meat. Your cattle, your dogs, or your children and yourselves”.

That got a rise out of them. | continued when the cries of alarm died down. “You were wrong in thinking that the Ankheg could not
sense your coming. Ankheg sense all vibrations in the earth around them. They can detect a footfall from a field away. The lot of you
going to track it down would have been easy for it to detect. As for killing it...an Ankheg has a tough shell, and it takes enormous
force to break through it. It's as thick as plate armor. If you can kill one, you could even make a strong shield from the chitin. You'd
have to treat it in chemicals and preservatives, of course. The point is that an Ankheg was built to take what it wants, from
whomever it wants. But,”l raised a finger as | spoke. “It does have a few weaknesses. All insects hate smoke, and anhkhegs are no
exception. If you had a large cage trap; you could put it near one of the openings of the monsters tunnels. After blocking the other
exits, you could start huge, smoky fires in several of the exits themselves. To avoid the smoke, the monster would move down the
tunnel leading right into your trap. Once captured, you could put the Ankheg to sleep by pouring a volatile liquid, such as turpentine,
onto or near the beast. The Ankheg we had studied at the academy was captured in much the same way"”.

The farmers looked glum at that, however. “We don’t have any turpentine, your wizardship,” one called. “We could build the trap, but
what would we do if it broke free? What if we missed a tunnel exit and the monster came back for us?” "We can’t even wound the
ankee-thing,” another farmer shouted. “You said yourself that we couldn't break its skin!” “And what if it spit at us again?” shouted
the farmer with the wounded leg. “It could kill the lot of us!” "I aint a-gonna look for no ankee”s tunnels!” shouted someone else.
“Why doncha just burn the thing with your magic, your wizardship?”

It took half a minute to still the crowd again. “The baron believes that you can deal with this crisis on your own,” | lied, not saying that
the baron was too busy counting his loot from his recent adventuring, and cared little for concerns at home. “I was ordered to save
my powers, and | must obey”

“But, there are other options which you might try”. | was remembering more and more of that particular lecture in the academy, so
long ago, when the Ankheg was brought in. “They depend upon what condition the beast is in. To take up these options, however,
you must be willing to part with some of your cattle or goats, to feed the monster for a few days or weeks. This is...” The immediate
uproar revealed the town’s opinion. “And what good would that do?” shouted the man with the wounded leg.

“It would keep the creature where it is, so that it doesn’t roam the area! With the Ankheg satisfied for a short time, you can bring
about its destruction, which you surely must, if the Ankheg is a female”. The crowd began to fall quiet. “You see, there’s but one
Ankheg out there, now. Would you care to deal with a dozen?”
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Clearly an Ankegh. Picture from Movie Man In Black, where the creature is intelligent (sort of), this is not so on Mystara.

Silence fell like a rock. “You mean it might breed?” asked the brawny youth, his face pale. “If you have a female, indeed it might,” |
told him. “In the late fall of each year, each Ankheg seeks out a partner and mates. Soon after, the female kills the male and starts
preparing a nest, usually a widened dead-end of a tunnel. But the female’s attacks on creatures passing nearby become more
intense, because she isn't gathering food just for herself. The food is for her brood”. The audience shivered. | had them, now, and |
enjoyed it. “When the female lays her grey, melon sized eggs in the body of the male, she burrows into the side of the nesting lair to
secure a place for the winter. The eggs hatch shortly after they're laid, and the young mature rapidly. The newborn anhkhegs feed
upon the male for the duration of the snows; in the spring, the young feed on the rotting food that has been stored over the winter by
the mother. The mother cares nothing for her young once they've passed that first season, and as soon as she can, the mother
chases them from the nest. In short, if that is a female, you must keep the mother from roaming and wreaking even greater havoc
on the countryside!”

The crowd was silent and white-faced. They waited for me to continue. “You cannot take chances with the monster now. There are
two alternatives open. The first one is to stay away from the field where it is, but occasionally send herd animals out onto the
pasture, to keep the monster fed so that it doesn’t wander. Then, about a month after the first snowfall, when the ground is frozen
deep, you locate one of its tunnels. The Ankheg will be hibernating until spring, so you can go down into the tunnels and dispatch
the beast and any eggs at your leisure. In hibernation, an Ankheg is helpless and hard to awaken, even if attacked. It will be hard to
chop through the anhkheg’s shell or carve off its legs and head, though picks and shovels might chop into it well enough. Long
knives would be slow, but...” “What about lumber saws?” asked the youth suddenly. He was uncommonly quick. “Yes! Any lumber
saws you have will do the job,” | said, recalling some bit of lore from a ranger who visited the academy. “You'll have to work fast,
and saw at it with all your might. When the Ankheg is bereft of most of its important body parts, cover it with any flammable liquid,
like oil or alcohol, and light it up. Get away from it, as the heat of the fire will awaken the Ankheg if it's not totally cut into little pieces.
But, provided you soaked the beast in fluid, the fire should finish off what you started”.

“Why can't we just cut it up and not worry about the fire?” asked the farmer with the leg bandage. | glanced knowingly in his
direction. “There usually isn't enough room in the hibernation chamber to get all the way around the Ankheg. Never leave a
monster’s fate to chance”.

“Mister Wizard!” started the old woman who had spoken up earlier; “The winters around here aren'’t really cold at all, and the ground
only freezes down to about a hands span. Is that gonna be enough to put that thing out there to sleep, huh? Oh, the best-laid plans
of mice and men. . “I questioned the old woman about the weather, then sighed. “From what you say, | fear that it would be hard to
predict when or if the Ankheg would hibernate. | have heard that some do not if the snows are light”. Everyone’s face fell at that.
Arguments broke out across the room as the farmers tried to decide what to do next, “Listen to me!” | shouted above the rising buzz.
“You have one final option!” Immediately, to my relief, the noise began to subside. This was indeed their last option, aside from
hiring adventurers to destroy the Ankheg, which would cost very last copper piece these wretched people had.
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“Before it settles in for a
coming winter, whether it
is male or female, and
whether it hibernates or
not, an Ankheg must shed
its old skin, in order to
grow larger for the next
season. This period is
when it's most vulnerable.
As soon as it has shed its
old shell, the Ankheg
secretes a smell
distasteful to predatory
monsters and other
anhkhegs. It does this so
that its natural enemies
stay away from it while its
shell is soft”. | could see
questions  forming  on
several lips, and | wanted
to answer them before the
onlookers could interrupt.
“Having fed itself upon live
meat for a time, the
Ankheg must rest, lose its
old shell, and strictly avoid
any activity which could
deform or damage the
impressionable new
armor. For nearly a full
week after it sheds, the
shell has the toughness of
a freshly tanned side of
pigskin. In an underground
environment, the shell
dries much more slowly
than it would in the air.
Furthermore, the animal is
sluggish as its body
struggles to rebuild itself.
Most of its energy is used
up in the process of
hardening its shell, making
it slow to react. It cannot
use its acidic spit, as its
stomach contents are
being digested to give it its
needed energy. You must
set up a watch on the field
to keep track of the beast’s
activities, and regularly
give it some sort of animal
to keep it happy. When it
doesn't show for a couple
days, even after animals
are released on the field,
see if you can detect the
smell it gives off to keep
others like it away”.

One old woman cocked her head, eyeing me thoughtfully. “Sire, a question. This smell it makes, you can smell it through the soil
itself?” "I nodded. “Yes. It is quite strong”. She squinted her eyes. “And what does it smell like?” | remembered the odor from school
and wrinkled my nose. “It's very pungent, rather like rotting fruit”. The old woman broke into a toothless grin. “| was down by the field
this morning, and | smelled rotting fruit real strong, but I didn't know where it was coming from. And we ain’t seen that ankee for
three or four days now!”

You could feel the atmosphere change as she spoke. “That may be the sign,” | said. “If so, you're in luck. All you need is the
courage to enter its tunnels and slay the vermin. It is in your hands!” My voice was drowned out by a large cheer, then by loud,
excited planning and talking. Within minutes, the hall was empty as the heartened crowd evaporated to go Ankheg-hunting, save for
myself. | reflected that | had accomplished my mission, but at a price the baron would not be pleased to pay. If they conquered the
Ankheg, his subjects would see less use for a baron who refused to deal with monsters personally. If this kept up . . . | thought of the
brawny youth with the quick mind and outspoken manner. Would | someday serve him, instead? | collected my things. It was then
that | noticed one other person in the hall with me- a girl about eight years old. “Aren’t you going to kill the Ankheg, too?” | asked her
jokingly. “Nope!” she said, her disgust obvious, “I hate bugs!”
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Ant Lion, Giant (Euroleon nostras Horribles)

Ant Lion

Type Lowlife; Insect
Temperate and warm desert, forest,
hill, plains, and underground (dry)

Frequency Rare

Organization Solitary or nest (pair +1d4 young)
Activity Cycle Day
Diet Carnivore
L N
1d3, Vpit
M: 13'
20
IN/WI 1
DX 9
cCO 13

11
0
Spellcaster Limits; 0

AC 2
AV 2
HD g*
HP 8d8+8
MV 90'(30)
BR 12'(4)
THACO 12

Attack s 1 Bite

Damage 5d4+1(negates 4 AV points)

Special Attacks; Pit Trap

Special Defenses; Hidden Under sand

Im mune to; Charm, Hold, lllusion

Extra Vulnerable to; Fire

AM 0

Save as; F4

ML 7

X P 1200

TT 1d10 coins; 50% goods; 50% items
150 LBS

Giant ant lions are huge viscious insects inhabiting areas of sand and
gravel where giant ants and similar large insects are common. Typical
habitats are desert fringes, badlands, and areas of rocky terrain. The ant
lion resembles a cross between a mole and a giant ant. Its body, gray or
sandy brown in color, is covered completely by a leathery exoskeleton
with patches of coarse black bristles that are sensitive to movement and
odor. It has deep-set beady eyes, rows of jagged teeth capable of both
tearing and grinding, and six thick legs with sharp claws and flat bristles.
The claws are used for digging while the bristles sweep away the loose
solil..

Combat

The ant lion seldom stalks or pursues prey. It's most prominent features
are its mandibles, silvery gray and razor-edged, extending three feet
from its mouth. A single barb centered on the inner ridge of each
mandible is used to impale and hold prey. The ant lion builds tapering
pits in loose sand and waits for prey to fall in. Once the ant lion hits, all

additional attacks are automatic and need no further hit roll.
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An average-sized larva digs a pit about 10’
feet deep and 30 to 60’ wide at the edge.
Having marked out the chosen site by a
circular groove, the antlion larva starts to crawl
backwards, using its abdomen as a plough to
shovel up the soil. By the aid of one front leg it

places consecutive heaps of loosened particles upon its head, then with a smart jerk throws each little pile clear of the scene of
operations. Proceeding thus it gradually works its way from the circumference towards the center. As it slowly moves round and
round, the pit gradually gets deeper and deeper, until the slope angle reaches the angle of repose (that is, the steepest angle the
sand can maintain, where it is on the verge of collapse from slight disturbance). When the pit is completed, the larva settles down at
the bottom, buried in the soil, covering beneath a layer of sand, gravel or stones, with only the jaws projecting above the surface,
often in a wide-opened position on either side of the very tip of the cone, waiting patiently for victims.

Antlion larvae are capable of capturing and killing a variety of insects and other

Since the sides of the pit consist of loose sand at its angle of repose they
afford an insecure foothold to any small insects that inadvertently venture
over the edge, such as giant ants or beetles, but also any other creature—
including humans or humanoids. About 50% of the time, the entrance to
the pit looks like a funnel lined with sand. A creature coming within three
feet of the edge of the entrance has a 20% chance of slipping into the
loose soil and sand, and sliding into the pit. A creature entering the pit has
a 50% per round of sliding to the bottom. A character tasking precautions
when approaching or entering the pit, such as securing himself to a tree or
large rock with a rope, will not slip into the pit.

Slipping to the bottom, the prey is immediately seized by the lurking
antlion; or if it attempts to scramble again up the treacherous walls of the
pit, it is speedily checked in its efforts and brought down by showers of
loose sand which are thrown at it from below by the larva. By throwing up
loose sand from the bottom of the pit, the larva also undermines the sides
of the pit, causing them to collapse and bring the prey with them. Thus it
does not matter whether the larva actually strikes the prey with the sand
showers.

A hit indicates the ant lion has closed its jaws and will not release its prey
until it or the prey is dead. The antlion impales its victim with its barbed
mandibles, and will not release until either it or the prey is dead. Thus,

?a_u_:h rc_>und after Fhe 30% chance for 1d4 items
initial hit, the ant lion 120

will crush and grind 1-6 10d4gp in variable coins
back and forth with its 7-10 5d20gp in variable coins
mandibles in a sawing 11-13 Shield*

motion, inflicing 5d4 QR 14-17 Metal Weapon*

damage each round § 18-19 Jewelry*

after the initial hit 20 Miscellaneous item*

automatically. *= 10% chance magical

creatures including humans and mammals and can even subdue giant spiders. The projections in the jaws of the larva are hollow
and through this the larva will suck the fluids out of its victim. After the contents are consumed, the dry carcass is flicked out of the
pit. The larva readies the pit once again by throwing out collapsed material from the center, steepening the pit walls to the angle of

repose.
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Insect Giant

Ad ult antlion

Type
Climate/Terrain

Lowﬁe; Insect

Temperate and warm desert, forest,
hill, plains, and underground (dry)

Frequency Rare
(Organization Solitary
ctivity Cycle Day

Diet Carnivore
L N
NA 1d6
Size M:13
ST 19
IN 2
| 3
DX 20
CO 16
CH 9
Languages 0
Spellcaster Limits; 0
C 3
\% 2
HD 7
HP 7d8
MV 30'(10")
FL 360'(120)
MH 1
THACO 13
Attack s 1 Bite
Damage 3d4
Special Attacks; 0
Special Defenses; 0
Immune to; Charm, Hol, lllusion
Extra Vulnerable to; Fire
M 0
Save as; F3
ML 7
X P 450
TT nil
Body W eight 34LBS

and backs up, always facing its opponent.

Antlions are especially abundant in soft sand beneath trees or under
overhanging rocks. Apparently the larvae prefer dry places that are
protected from the rain. (Wet ground—or dirtied—tends to stick together
and thus decreasing the effect of the pit). Eventually the larva attains its
maximum size and undergoes metamorphosis. The entire length of time
from egg-laying to adulthood may take two or three years due to the
uncertainty and irregular nature of its food supply. When it first hatches,
the tiny larva specializes in very small insects, but as it grows larger, it
constructs larger pits and thus catches larger prey. It is immune to Mind-
influencing effects like Charm, Hold, lllusion, and has Infravision 60’

Giant adult Antlions gain a -3 bonus to initiative rolls and a +4 Armor
Class bonus against missile weapons. An adult antlion scoops tiny- and
small-sized creatures into its leg basket and devours them in midair.
When captured, its victim is attacked automatically. When attacking man-
or large-sized creatures, the dragonfly darts in to bite with its mandibles

Although ant lions don't collect treasure, there is a 30% chance that there will be 1d4 of the following items in the monster's lair from
previous victims. Ant lions devour 1 or more giant insects each day, carrying the remains away and concealing them. Thus it is
possible to encounter one outside its pit, and it is possible that treasure can be found here also. Although small items will remain in
the pit, armor, bones and such are often dumped somewhere else, together with the bloodied sticking together sand.

Senses, Tremor sense 60, Scent high, other senses low.

Main Prey; Insects (giant Ant), mammals Main Predator; Spider, Insects, giant worm
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Giant Locust (Ghomphocerinus gigas)

Cave Cricket

Lowlife Insect
Any Underground
Any but cold
Uncommon
Group
Any
Herbivore
N
1d8
M; 3'to 4'

15

2**
2d8
60'(20')
180/60'
1A
30'+1d20"

1 Bumb accidentally
1d4

Special Attacks;
Special Defenses;
Immune to;

Extra Vulnerable to;

gooey spit
Sound disturbance
Charm, Hold, lllusion
Fire
0

F2

5 (swarm 8)
30
nil

1LBS

Giant Locusts, normally subterranean creatures and mostly of no problem to farmers,
can occasionally swarm out and start devouring anything edible (vegetable) in the
surrounding area, often this is the case when these creatures are chased (or fled) from
their normal living areas. This can be done by humanoids of any kind, but also by large
predators like dragons.

Combat

If cornered or attacked, the giant locusts bite for 1d2 points of damage. They can also
spit a brown gooey substance up to 10 yards (30 feet distance. The target of the spittle
is treated as being AC 9 only adjusted by Dx if aware., if hit, must make a saving throw

vs. poison or be incapacitated with nausea for one Turn due to the terrible awful smell. When locusts attempt to flee, there is a 50%
chance per locust that it will become confused and accidentally jump into the PC instead of away. If this occurs, the DM should
choose a victim randomly (if group) and make a normal hit roll. If a giant locust hits a character, the victim is battered for 1d4
damage. The DM should roll for each locust to see how many of the creatures actually land on the PC's.

In swarm mode, if these creatures are being attacked or attempted to be driven off, all locusts stand their ground. These creatures
are ravenously hungry after a long flight and do not want to leave an area of abundant food. Because their hunger, these creatures
have a morale of 8 instead their normal morale of 5. If a locust fails a morale check, it immediately flies away. The pc’s are unable to
follow any escaping locusts due to the speed and the constantly changing flight pattern of these flying creatures and often the

intervening plants.
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Cave Cricket (Rhaphidophoridae gigas)

Insect Giant Cave Cricket
Lowlife Insect
Any Underground
Any but cold
Uncommon
Group
Any
Herbivore
N
1d8
M; 5'
19
2
5
6

na
30+1d20"
na
0
0
Accidental Bump
Sound disturbance
Charm, Hold, lllusion

If a group of people are within 20 feet of a chirping cave cricket, the noise drowns out all
speech and vocal spell casting. The noise inhibits the victim's ability to hear
approaching predators and enemies. The sound is audible from 500 yards on normal
weather (in sunny dry weather even double that distance. All Hear Noise checks are
penalized by 85% and need triple the time to concentrate and focus upon.

When approached there is a chance of 5% +5% per
compass directions blocked by trees or walls that a Cave
Cricket will jump into a character, toppling him (unless
saved DR) and making him prone for 1 round. The
impact will do the character 1d6 —AV + falling damage
(1d4) not — AV. Cave Crickets are edible and goblins and
kobolds use them as a primary source for meat when
living underground, they taste like hard-boiled eggs with
a sandy aftertaste. 1 cricket is one meal for one person.
Main Prey; Funghi, Plants, organic Matter Main Predator;
Spider, Insects, goblin, kobold.
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Gloomwing (Heterocera extraplanus)

Giant Insect Gloomwing
e Lowiife (Insect)
Climate/Terrain Any,
Plane of Shadow
Frequency Rare
Organization Solitary
ctivity Cycle Night/Darkness
Diet Carnivore
L N
NA 1
Size M: 8'
ST 12
IN 1
I 2
DX 15
co 10
CH 9
Languages 0
Spellcaster Limits; 0
C 3
\Y 0
HD 541 %
HP 5d8+1
MV 21(7)
FL| 180'(60)
MH 5B
[THACO 15
ttacks 2 Claws
Pamage 1 e.aCh The creature commonly called the Gloomwing is the adult stage of the tenebrous
ttacks 1 Bite > .
Damage 1ds worm (se(_e below_). These huge moths are native to the deml_—plane of_Shad_ow, but
Special Atacks, PheTomones are easy in entering the prime plane due small one-way vortices. Their bodies and
Special Defenses; Confusion wings are covered with shimmering, geometric patterns of black and silver. They
immune to: 0 have large, fern-like black antennae tipped with white and eight legs each ending in
Extra Vulnerable to; 0 a pearly claw.
M 0
Save as; F2 Combat:
ML 6 A gloomwing's shimmering markings make it a difficult target. Any creature viewing
XP 575 the moth squarely from above or below must successfully save vs. spells or be
T nil confused, as the 4th-level mage spell, for 5-8 (1d4+4) rounds. The markings also
Body W eight 5 Lbs provide excellent camouflage, and the moth is 50% undetectable in darkness,

twilight, or moonlight. Successfully camouflaged Gloomwing cannot cause

confusion. When attacking in darkness or near darkness, a Gloomwing receives a -2 bonus to its surprise roll. Gloomwing normally
swoop to the attack. This gives them a + 2 attack bonus and allows them to seize and carry away victims less than 3 feet tall and
that weigh less than 61 pounds. Such victims are securely held in the moth's eight claws while the moth attacks each round with a
+4 attack bonus and a +2 bonus to damage. When fighting creatures too large to carry away, the moth hovers, biting and flailing
with its two front claws. During the second and each successive round of combat, the moth emits a potent pheromone that can
attract other Gloomwing and can cause weakness in any non-insect. The weakness effect has a 25-foot radius and exposed
creatures must successfully save vs. poison or lose 1 point of Strength each round they remain in the area of effect. Creatures that
are successful with their initial save need not save again if exposure continues. Multiple Gloomwing do not require multiple saves.
Lost ST points are recovered at the rate of 1 per turn, beginning 1d4 hours after exposure stops. Creatures reduced to ST 0 lose
consciousness until they regain at least 1 point. There is a 20% chance each round that an additional 1d4 Gloomwing will arrive at
the end of any round when one or more Gloomwing are emitting this strong scent. If they do arrive, they will join in combating any
opponents.

Habitat/Society:

Gloomwing moths are short-lived, solitary hunters. They use a variety of pheromones to ward off rivals and to find mates. They form
groups, but only to attack large prey, and then only when drawn to the fray by the combat pheromone. When two Gloomwing of the
same sex meet they flee unless there is combat pheromone in the air.

Ecology:

Gloomwing moths live only 1d6+3 weeks. During this time they search for mates and eat voraciously. Egg-laden females (%
chance) use corpses of small to large sized creatures as incubators for their eggs. The eggs hatch in 12 days, sprouting 1d6+4
small tenebrous worms. The corpse cannot be resurrected unless the infestation is removed with a cure disease spell first. Unless
killed, the young worms completely devour the body when they emerge.

Senses; Tremorsense 30’, infravision 60’, darkvision, scent high other senses low.

Main Prey; animals, humanoids, Main Predator; Spiders, Humanoid, mammals.
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Tenebrous Worm (Larvae Heterocera extraplanus)

Giant Insect Tenebrous Worm
ye Lowlife (Insect)
Climate/Terrain Forests
Plane of Shadow
Frequency Uncommon
Organization Solitary
ctivity Cycle Any,
Diet Carnivore
L N
INA 1
Size M; 6’
ST 22
IN 2
| 3
DX 6
co 15
CH 9
Languages 0
Spellcaster Limits; 0
© 6
\% 1
HD 10%*
HP 10d8
MV 90'(30")
HACO 11
ttacks 1 Bite
Damage 2d8
Special Attacks Acid
Special Defenses; Poison Bristles
Immune to; 0
Extra Vulnerable to; Cold
M 0
Save as; F5
ML 7
XP 2500
T nil
Body W eight 125 LBS
These natives of the plane of Shadow ( a
nearby small outer Plane) resemble giant
caterpillars. In combat, they strike with
powerful mandibles and anyone bitten by
the worm must roll a successful saving
throw vs. poison, with a -3 penalty, or suffer
double damage from the toxic bite. The
head and upper body are covered with
poisonous bristles that inflict 1d4 points of
damage to anyone whose bare skin comes

into contact with them.

A successful saving throw vs. poison is required to avoid paralysis for 1d4 rounds after contact. At the end of that time, the victim
dies unless a neutralize or slow poison spell is administered. The chance of attackers being hit by the spines is equal to 10% times
their base Armor Class (before shield and Dexterity modifiers). Attacking the worm's head reduces the chance of contact by 20%
(but only one character can attack the head at a time).

The mandibles of this worm are attractive and worth from 1000 to 3000 gold pieces per set.

These creatures are not indigenous to the Prime Plane Nor Mystara, but come to the Prime Plane through the many conduits
between the Lower Planes (hell, Abyss, etc) that pass through there Plane. Thus they can, and will also be found there.

Senses; Tremorsense 30’, infravision 60’, darkvision, scent high other senses low.

Main Prey; Animals, humanoids, Main Predator; Spiders, Humanoid, mammals.
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Herex (Insectus supremor

I Adunt

Lowlife (Insect)

Any Cavern

] Any Land

Rare
Clutch

Night

l_Day

Carnivore
N

1d6(0)
L to H; 10'to 20'long

1d3(0)
H; 20'long

na

25't0 40

3
2

2
2

9* 10*
9d8 10d8

13%*
13d8

120(40)

na
na

150507
3B

I i T 10 [ 10 |

9

1 Bite

2d8

[ idi0

Acid (special)

1 Sting
1d6

Paralysis

Special Defenses;
Immune to;
Extra Vulnerable to;

0

Charm, Hold, Illusion

Fire
0

F3_ | _F4 | F4 | 75 | 5 | F6 [ 6

1 F7

11

500 |

850 ] 1200 | 1600 | 1750 ] 1900 | 2125

3250

U

0

Body Weight

300 LBS | 400 LBS§ S500LBS | 600 LBS | 700 LBS | 800 LBS | 900 LBS

500 LBS

A Herex is a giant insect which,
depending on the circumstances,
may be encountered at any of the
three stages in its life cycle;

Eqg Herex;

Herex eggs are spherical and
about 3 feet in diameter, with a
hard opaque white shell. They
are found only underground (in
dungeons, caves, caverns and so
on), where they are laid by the
adults in clutches of 1 to 6. The
eggs remain dormant for many
years, hatching only if disturbed
by some unwary creature. In this
way, the emerging, ravenous
larva is assured of having the
opportunity to gain its first meal
as soon as it hatches. It is literally
in  extra-sensory  hybernetic
sleep, slowing all bodily systems
to almost standstill, reactivated in
a single round upon the approach
of any living creature (detected
by vibrations and CO2 in the air),
so the creature will hatch in
another 1d3 rounds.

Larva Herex

The larva of a Herex resembles a
flatted, wingless beetle with an
elongated, flexible abdomen,
wingless beetle, a large head and
powerful mandibles. Its sole
purpose in life is to eat and
grown shedding its outer
carapace several times as it does
so. When it first emerges from its
egg, the larva is about 10 feet
long and has 6 HD. Over a period
of 5 to 10 months, however, it
grows to about 20 feet in length
by which time it has 12 HD.
During this time, the larva lives
completely underground,
wandering the tunnels and
caverns in search of prey.

The larva's main attack is its bite.
In addition to suffering normal
damage, any creature bitten by a
Herex larva will be affected by its
saliva. If the victim is wearing
armor, the armor or shield (non-
magical at -4, magical normal)
must make a material save vs.
acid or the acid permanently
reduces its effectiveness (AV) by
2 in the case of normal armor (for
example, plate mail becomes AV4
rather than 6) or 1 in the case of
magical armor . Each successive

bite has the same effect and, if the armor is reduced to AV 0, it disintegrates completely. Magical protection devices (for example,
rings of protection and cloaks of displacement) are not affected. If the victim is not wearing armor (or if the armor has been
destroyed) she or he suffers 1d10 additional points of acid damage from a bite.

Main Prey; Animals, Humanoid, Main Predator; Spiders, Humanoid, Dragon
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Adult Herex;

-0‘
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Main Prey; Animals, Humanoid, Main Predator; Spiders, Humanoid, Dragon
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Just before it completes its growth, a
Herex larva abandons its underground
home, and makes its way to the surface,
digging through solid rock if necessary
using its mandibles and saliva. Once it
reaches the outside world, it goes
through its final shedding of its carapace
and emerges in its adult form with 13 HD.
The body of the adult is similar to that of
the larva, but the creature now has a
smaller head and mandibles, four wings
(like those of a Dragonfly), and a sting at
the end of its abdomen.

The main aim of the adult Herex is to find
a mate, but as this can take some time
the creatures have to hunt for prey, in
order to survive. Once she has mated,
the final action of a female Herex is to
burrow underground for the last time in
order to lay her eggs. Females have the
uncanny sense of detecting large caves
up to 100 feet below the surface, as if
they almost could see through this
matter. Probably the creature uses vocal
vibrations or tapping on the ground to
literally hear from the earth if there is a
cave underneath.

The adult male is devoured, head first,
during the mating and directly afterwards,
the remnants of the female which
perishes directly after egg laying, could
be used by the eggs as a food source,
but rarely these remains still exist when
the eggs are ripe enough to hatch. Only
the remains of its carapace could be
found. The earliest hatching period is
three months after egg-laying. The adults
rarely live longer than a few months.

Combat

Although the bite inflicted by an adult
Herex is less damaging than that of the
larva, its acid saliva has exactly the same
effect. The adult can also attack with its
tail sting. This inflicts 1d6 damage and
injects a poison which paralyses victims
after 1 round for 4d8 rounds unless they
make a save v. poison. Then they suffer
the same time a -1 on Dex and Strength
an -10% on movement instead., due to
partially stiffened muscles—this effect
can easily be ridden out, but any curing
magic, including Cure Disease will
remove the effects beforehand.

Senses; Infravision 30, vision high other
senses human.



Ear Seeker/Earwig giant (Forticula auricularia gigantica)

Insect Giant Earseeker
e Lowlife; insect
Climate/Terrain any
Frequency Very Rare
(Organization solitary
Activity Cycle Night
Diet Omnivore
N
1d3
M; 1'
25
2
2
9
0
6
0 &
2 L -
(9) - - . -——:‘

1
g*

1
12040
20
1 Bite
1
egglaying
0
Cham, Hold, lllusion
Fire
5%

The ear seeker needs warm places to lay its eggs, favoring locations like ears
(giants hate these critters). The creature lays 8+1d8 eggs that hatch in 4d6
hours. The larva eats the surrounding tissue, deafening the victim. Constantly
N burrowing deeper into the victim's head where food and warmth are plentiful, the
4 host has a 90% chance of dying in 1d4 days. After this time, the ear seekers
6 emerge from the infested ear as adults. A cure disease removes the infestation
nil but does not return the loss of hearing. It is immune to Mind-influencing effects
25¢cn like Charm, Hold, lllusion, and has Infravision 60’, Tremorsense 15, sound high,
Firefly/FireFriend other senses low. Main Prey; Funghi, Plants, organic Matter Main Predator;
Lowlife; insect Spider, Insects.
Any Land Firefriend-Giant Firefly (Lampyridae species)
Uncommon
Solitary
Activity Cycle Day
Diet Camivore
N
0(1d4)
T;5"

1+4*
1d8+4
30(10)
180'(60)

Incendiary light (5d4)
0

Special Defenses;
Im mune to; Cham, Hold, lllusion

Fire

Extra Vulnerable to; Cold -— - - - - - -
0 In addition to its mandibles, the giant firefly can brighten its abdomen once every

NM turn (10 minutes), creating a beam of greenish light that causes 5d4 points of
5 incendiary damage; one-half damage if a save vs. wands is successful. It is
19 immune to Mind-influencing effects like Charm, Hold, lllusion, and has Infravision
il 60, Tremorsense 15’, sight high, other senses low.
Main Prey; Insects, Main Predator; Spider, Insects.




Stirge (Caelificae chiropterae)

Normal
Lowlife (Insect)
Climate/Terrain Forest and Subterranean
Frequency Uncommon

Colony

Night
Hemovore
N
3d10
S; 2'wingspan
12
1
1

0
1+1
1d8+1
30'(10")
150'(50")
3B
15
1 Stab
1d3
Special Attacks; Blood drain 1d4/r
15% chance disease
Special Defenses; Regeneration
Immune to; Charm, Hold, lllusions
Disease, Poison
Extra Vulnerable to; 0
0
F1
10 (7 individual)
15
19
U
12cn

Stirges in various countries have many

different names like; “Spear-beaks,” “blood-birds,” and “devil-birds” which are common names for the Stirge.

Stirges are bird-like creatures that drink the blood of their victims for sustenance. They have four small, pincer-like legs that they use
to clamp onto the necks of their victims. They are rusty-red to reddish brown in color, and their eyes and feet are yellowish. The
dangling proboscises of Stirges are pink at the tip, fading to gray at the base (near their heads). The interior of its wings is interlaced
with thin-walled blood vessels. By flapping its wings, the creature fans air over these surfaces, and thus cools its body when in hot
sun or volcanic steam.

It is really little more than an expandable blood-bag with wings, eyes, and claws—for clinging onto prey—and a long, hollow needle-
beak or proboscis, admirably suited for drawing blood. This creature’s average size, measures just under one foot from top of head
to tip of tail, and with a wingspan of just less than three feet. The wings may look unusually large, but if they were smaller, the Stirge
would not be able to maneuver as well as it does when its body cavity is filled with blood.

History

Stirges are a queer hybrid of bird, bat and insect. How these creatures came into existence is unknown, but they seem to be a
merging of an insect-like grasshopper, a Mosquito, and a vampire bat. It is believed by sages who study fantastical creatures that
they were originally crafted by vampiric wizards to throw hunters of the undead off the track. Others surmised that they were created
long ago by a group of evil wizards, who gathered them by the millions, like locusts, and set the monsters on the enemy armies
arrayed against them. The remnants of these Stirges adapted themselves to the wild and spread across the lands. Although they
resemble birds in behavior, they hang upside down when sleeping, indicating that Stirges may be closely related to vampire bats.
Actually only the hairs and wings still reflect the bat ancestry, the rest still remains more insectlike. These creatures are known to
exist in the Era of Morgreth (predating Nithia), but were known then only in Morgreth, probably their location of origin.

Combat:

In flight, the Stirge is highly maneuverable, and groups of them are capable of cooperative unison attacks and mid-air actions
Stirges are flight class A, if their wings are damaged and/or they are fully bloated with blood, and/or they have only 1 or 2 hit points,
they may be reduced to Flight Class B or C and 150'/50’ or 120'/40’ aerial movement rate, at the DM’s option. A mother with young
on her back (see ‘further below) is penalized even further, dropping down one more flight class and another 30’/10’ in movement
rate, compared to what she would be if she were not so encumbered.

Armor

Characters that protect their entire bodies with special leather or better armor (this special armor costs two to three times more than
normal armor) can safely approach a Stirge. Even the slightest gap in the protection is seen and smelled by the creature, and a
successful attack roll means the creature has broken through the weakness and locked on. Due to an instinctive ability to find and
attack weak points, Stirges attack as 4-Hit Die creatures, rather than 1+1.
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Attack

Their long proboscis inflicts 1d3 points of damage when it hits, and drains 1d4 points of blood every round thereafter. The wounds
left by a Stirge are very distinctive, anyone who has encountered them before will not fail to recognize them again.

When a Stirge drains a total of 12 points of blood from a victim, it becomes bloated (it has an internal sac to store the large amount
of blood) and flies off to digest its protein-rich meal. A Stirge filled with its quota of blood can subsist on that nourishment for as long
as 72 hours, and can go another 24 hours without food after that before starving to death. However, Stirges will instinctively seek
out new prey starting 36 hours after their last ‘full meal’ at which time they will have digested half of their full capacity.

Group behavior

Stirges swarm to attack prey, which is why they are so feared.
One can be a formidable foe, but a large group can be deadly
to even well-defended creatures. Stirges, except in the cases
above, check for Morale as a group, which is higher (10) than
the individual Morale listed, long as half the colony is still alive.
Although a thirsty swarm of Stirges may seem endless when
they're all swooping down at you, typically only three to thirty
nest together in a colony, from which they fly out in all
directions to find food, usually in groups of three. By means of
wagging their probosci, Stirges can communicate that food or
a dangerous enemy has been found, its direction, size or
strength, and a degree of excitement or urgency regarding the
desired reaction of the whole swarm. If a flight of three Stirges
finds prey, they will circle to observe it, and then two will harry,
chase, or if it is strong merely fly along observing it, while the
third Stirge flies for home. Its message will spread via all the
Stirges it meets, and to all who call in home at the nest, and
they will gather in a group to seek out the prey and kill it. Small
prey is merely attacked by the hunting threesome for their own
gain, and they give its location only later, if blood yet remains
for their fellows.

As many as six Stirges can comfortably (for the Stirges, that is) attach themselves to the body of one man or other M-sized creature
at the same time. Sometimes more than six will do so, but usually only if the entire swarm is very thirsty, if the victim is a solitary
creature, and if the victim has enough blood (i.e., hit points) so that each of the attackers can drain at least a little blood. Each Stirge
after the third one attacking a single target does so at a cumulative -1 to hit (-2 for the fifth, -3 for the sixth, etc.), other Stirges are
already attached.

Stirges will attack the trunk of a victim’s body in preference to the extremities, since the target area is larger, and those who sink
their claws into a victim’s back will be virtually immune to counterattack by the victim himself. A companion can try to attack the
Stirges on a victim’s body, but if he misses such an attack and rolls 4 or more under the number needed ‘to hit, he hits the victim
instead of the Stirge, and the weapon strike will do half normal damage (round down) to the victim. The first successful attack by a
Stirge will be upon a victim’s back 66% of the time (4 in 6 chance), or else on the front of the torso. If the first attack hits the front,
the second successful attack will always be on the back. After that, other Stirges will attach themselves to the extremities but must
always hit the victim’s original armor class, even if the arm or leg being hit is unprotected. This hit location determination is useful in
knowing whether a stage’s claws are embedded in armor or flesh

Fire

Directly applied, flame always forces a Stirge to release its prey and make a Morale check, but the flame must be applied to the
attached creature, which inevitably damages the victim as well.

Anticoagulant

When the Stirge is alive, the proboscis contains at its tip a supply of clear liquid, produced in the stirge’s body and steadily
replenished; this is an anti-coagulant, which mixes with a victim’s blood to keep it from clotting in the proboscis or in the stomach
where it ends up. The problem with this stuff is that wounds of Stirges do not close on themselves and need treatment, otherwise
they will leak 1 hp/round after being hurt.

Diseases

The Stirge, because of its diet, can transmit diseases (malaria, for instance) from one victim to the next. Diseases contracted from
Stirges will almost always affect the ‘blood/bloodforming organs’ of the body, and be of the acute type. There is a 5% chance for any
adult Stirge to transmit a disease to its victim on a successful hit. The Stirge will have a higher xp when defeated if infected. (one *
extra).

Digestion

Ingested blood passes straight into the stomach. This serves as a storage bag which the creature always tries to keep at least
partially full. From this reservoir the creature draws small quantities into lesser cavities located just beneath its backbone. There its
body processes convert blood sugar into body energy, and ingested blood into plasma balanced for its own bodily use, so that it can
replace its own lost blood and hasten its recovery from wounds. After a Stirge has gorged itself by draining blood, it sleeps for one
day, plus one day for every 2 points of blood it drank (the maximum sleep period is after drinking 12 points of blood—seven days).
During this period of rest, silent attackers can impose a -2 penalty to the Stirges' surprise roll, as the beasts wake slowly and remain
drowsy for a few moments. They are most vulnerable at this time. The chirping alerts the others to danger and potential prey.
Stirges who are “sleeping off” their latest meal are slow to react. In addition to the surprise roll penalty described, heir initiative roll
and THACO are penalized by -2. The maneuverability class of Stirges drops 1 step following a full feeding.

Regeneration

Stirges can always regenerate lost body parts (over a period of 1d3 months) or heal even the most severe wounds (replacing up to
4 lost hit points every 24 hours), so long as their heads and spines remain relatively undamaged, and food—i.e., fresh blood—is
plentiful.

Claws

The creature’s claws are not strong enough to be effective weapons for the beast, but they are firmly embedded in its legs and at
the midpoint of the leading edge of its wings, and they enable the creature to maintain tenacious hold once it has attached itself to
its prey.

640



Stirge claws resemble the better types of fish-hooks, in that they are both hooked and barbed, curving to a point, which has a side-
fin or point projecting backward from its tip toward its shaft, in the same way that the edges of an arrowhead form two points facing
back toward the flight-feathers. In a live (un-stiffened) Stirge, these barbs are not rigid, but can be retracted into the claw by means
of strong cartilage-and-muscle linkages; thus, a Stirge can hook itself into a victim through gaps in metal armor or by simply piercing
leather or lighter clothing, so that it cannot be torn free except by also tearing away parts of its victim’s flesh (1d2 points of damage
per claw torn out, 4 claws per Stirge). In determining whether or not a stirge’s attack is successful, consider a missed hit roll as
indicating that the creature’s claws failed to latch on to the intended victim or victim’s clothing/armor. If a Stirge hits successfully, it
has grabbed on with its claws and struck with its proboscis in the same round; generally, a stirge’s proboscis can strike into or
through any surface on a victim that its claws can attach to.

Immediately after death, a stirge’s
muscles relax, and it ceases both to
drain further blood and to hold its
barbs in but if it is not removed from
its victim within 1d3+3 turns, and is
allowed to stiffen while attached, the
barbs will have been extended again
as the stirge’s muscles convulse, and
the body of the Stirge will then have to
be torn free of its victim, doing
damage as specified above. If it is
attached to armor, but not flesh, then
the creature will be easily shaken or
pulled loose by normal movement
when its muscles are relaxed.
Removal

Stirges must be killed to be removed
otherwise, due to their strong grip. If
an attack against an attached Stirge
misses, make another attack roll
against the victim's Armor Class to
see if the attack hits the victim
instead. Caution is advisable when
attempting to remove an attached
Stirge. Stirges need not always be
kiled to be removed. A Strength
check may be used to rip the creature
from his body (causing normal
damage) or, with successive Strength
checks or saving throws, to pull the
Stirge’s penetrating proboscis from
his flesh. Make a normal Morale
check when this occurs, if the Stirge
fails, it drops off and seeks a new
victim.

Note that the victim should not be
able to attack with a weapon while
holding back a Stirge. This struggle
will prove to be more exciting than
your average hack-and-slash session,
particularly for low-level or green
adventurers.

Habitat/Society:
Stirges form nest-like colonies in

attics, dungeons, and copses of trees.

Stirges usually lair in forests, disused castles, or caverns, and may incidentally possess treasure from victims who have fallen to
them therein, or from hoards laid down before their arrival, but they are not intelligent enough to value, or bargain with, treasure as
we know it.

Stirges in deep woods like to drive prey into tangled ravines, so that the victims cannot escape readily, or find steady footing, room,
and balance to defend themselves properly, and any treasure carried by these unfortunates may well be found among their bones at
the bottoms of these ravines.

Stirges move around a great deal in following their prey, but often return to the same roosting sites year after year, where they may
remain for as long as a season. Though not migratory, they will follow the migratory patterns of their primary prey. Common Stirges
defecate in their roosting areas, and their guano is blood-red and tends to be more liquid than solid,

A Stirge colony's territory extends for only a mile in diameter, so Stirges move around a lot after they've drained a region of the
available blood. Often, the presence of Stirges is only discovered long after the colony has departed, making it very difficult to track
them. A Stirge colony can communicate simple ideas—like danger and where to find food and mates—through movement and a
series of chirps.

Stirges can and will alert the rest of the colony to danger and potential food. Often several will attack one target. Stirges do not
attempt to assist each other like a wolf pack in any coordinated way, but their superior sense of smell allows them to recognize the
smell of wounded prey. The smell of blood and fear draws the monsters to attack. Once the Stirge has attached to their prey they
ignore everything but a direct attack until they have drunk their fill.
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Reproduction
Winter cold does not seem to affect Stirges in any way, and

mating among Stirges is a communal affair, with many males
and females mating repeatedly twice a year—once in the early
spring and again in late summer/early fall. Males and females
are outwardly identical in size and appearance to our eyes. A
thorough search might locate a few clutches of eggs. Like
birds, female Stirges lay eggs—between four and 12 at a time.
They are typically buried by the female in the warm guano of
the colony’s roosting area. The eggs hatch in about three
months, due to the warmth of the guano. Less than 20%
survive into adulthood, feeding off the guano itself for several
days until they are strong enough to fly and search for food on
their own. Often, the young will kill each other for food. The
young that do survive will either form a new colony or join the
next one that enters the roosting area. Stirges reach full
growth after about eight months and can have a life-span of
five to six years.

The tiny young cannot fly properly, but only glide, until their
blood-drinking from prey provides sufficient nourishment for
them to grow to about half the adult size. Then they can
maneuver on their own, and in another three months at most
they reach full adult size.

Attacks from young are at -2 to hit, they do 1 point of initial
damage from the proboscis, and drain 1d2 hit points of blood
per round on following rounds, becoming sated at 6 hit points
worth. Stirgelings can easily be torn free from their victims,
and typically have only 1d4 hit points.

Ecology:

Experienced druids and rangers usually recognize the traces
of a Stirge colony by the occurrences of mysteriously drained
and dead animals in the vicinity.

Senses

Their superior eyesight and infravision also assist them in hunting their prey. Stirges have an acute sense of smell that allows them
to locate and track herds of their prey—like sheep or deer. They can see in the dark, (Darkvision) and can sense heat sources within
240 feet. (Infravision 240"). These senses keep Stirges informed when living creatures enter their habitat. Its other senses are low.
Symbiose

Creatures with a natural AV of 6 or better are usually immune to a Stirge's blood draining attack, since their hides are too thick to
penetrate. As a consequence, huge nests of Stirges live symbiotically with some evil dragons.

Threat elimination

There is some experimenting with poisoning Stirges, but so far report limited success. Just as they are apparently immune to the
diseases they transmit, so are they unaffected by the same poisons that harm us; the creatures seem both adaptable and of rugged
constitution.

Uses

The proboscis, properly treated, can serve as a sharp but brittle stabbing weapon, much favored, by goblins and similar unpleasant
creatures.

The claws serve some cloth-makers and workers for carding wool, brushing away hairs from garments, and so on. They are not
strong enough for the fanciful uses attributed to them in the tales of thieves; they are far too brittle and small to serve as grappling
hooks for climbing-lines. Much of the tissues of the Stirge are liable to be tainted with disease, but the knots of muscle here and
here, just behind the head and atop the spine, at the bases of the wings, are humanly edible, but once a stirge’s legs have stiffened
after death, no part of its body is safe to eat.

The protein-rich guano, over time, hardens into a clay-like substance that, if broken or granulated, makes excellent fertilizer for
crops.

Stirges will sleep off the effects of their feeding. Stirges can breed in captivity, but a constant supply of blood is needed.

Stirges are able to make a blood-mixed version of honey from their saliva, digested-regurgitated blood and treesap. They are doing
this in times of abundance (often summer) to be able to feed in times of scarcity (often winter). This bloody honey is a very healthy
antibiotic, and will increase the chance that a person survives by lowering the intensity of the disease (see Pages of Virtue) by one
step after a week, up to two steps after three weeks. Rapid diseases often are too fast to afflict the person, but medium and slow
diseases are thus often lessened or even nullified. Whatever disease, the pain caused by it will be extremely lessened. The taste of
this honey is however extremely intense, and often disliked by mammals. The price is however 50gp per ounce, and each Stirge
roost will have 50 ounces per Stirge available, hidden in crevices, where normally only their probosci could empty the contents.

Prey

Stirges their typical prey is a herd or flock of herbivores—like sheep or deer—but they will quickly change their feeding habits to
accommodate their preferred prey. Stirges mostly kill low-level humans, animals and children, so the arrival of these predators in
any civilized territory is always a cause for alarm. Fortunately, even a low-level group of adventurers or town militia is usually
capable of ending the menace with little or no loss of life.

The Stirge, as we all know, subsists entirely on a diet of blood, and will attack all warm-blooded mammals, although it seems to
prefer the richer blood of omnivores, especially humans and demi-humans. Quite often, Stirge swarms follow herds of domestic or
nomadic animals—cattle, caribou, and sheep being most often afflicted; and where such herds are, one should always expect to
meet, and be prepared for, these little fellows. Caravans, travelling pilgrims, and even armed war-bands have been harried through
wilderness areas by large flights of Stirges. We've all heard the gruesome stories of drained, white victims and a few lucky, narrow
escapes.
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An old depiction of Stirges, still believed to be more related to birds, with batwings, instead—as we know now—being insect.

Main Prey; Animals, Humanoid, Main Predator; Spiders, Humanoid, Birds of Prey, mammals.

Jungle Stirges (Caelificae chiropterus quadrosegmentus)

Stitge

Jungle

Type
Climate/Terrain

Lowlife (Insect)

Forest and Subterranean

Rare

Colony

Night

Hemovore

N
3d10
S; 3'wingspan

Spellcaster Limits;

11

AC

2+2
2d8+2
301(10)
150'(50")
3B
14

1 Stab
1d4

Special Attacks;

Special Defenses;
Immune to;
Extra Vulnerable to;

Blood drain 1d4/r

Paralysis
0

Charm, Hold, lllusions

Body Weight

There are rumored to be exceptionally large varieties of Stirges deep in the densest
tropical jungles. They have 4 wings instead of 2 and look more leathery than a
normal Stirge. They also lack most hair, except on their backs. Though they are
only 2+2 Hit Die creatures, they attack as 8 Hit Die monsters. Purportedly, they
have a paralyzing poison in the tips of their sharp snouts that is highly prized by
local tribesmen. Jungle Stirges have been known to mingle with giant vampire bats.
None of these larger versions have ever been captured or examined by sages, so
nothing else is known about their strengths or weaknesses. What little of them is
known came from the cannibals and head hunters of the jungle regions. Main Prey;

Animals, Humanoid, Main Predator; Spiders, Humanoid, mammals.
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Stirge, Desert (Caelificae chiropterus Insectus)

Stitge Desert
Type Lowlite (Insect)
Climate/Terrain Any Desert
Frequency Rare
Organization Colony
Activity Cycle Night
Diet Hemovore
AL N
NA 2d6
Size S; 12-18" 'wingspan
ST 13
IN 2
WI 2
DX 14
CO 10
CH 6
Languages 0
Spellcaster Limits; 0
AC 6 (vs swords 1)
AV 1
HD 1+1
HP 1d8+1
MV 45'(15"
BR 120'(40")
Jump 160"
FL| 60'(20")
MF| 3B
THACO 17
Attacks 1 Stab
Damage 1d2
Special Attacks; Blood drain 2/r
Leap
Special Defenses; 0
Immune to; Charm, Hold, lllusions
Extra Vulnerable to; 0
AM 0
Save as; NM
ML 6
XP 19

Desert Stirges resemble large, feathered mosquitoes and look little like their common
or jungle cousins, In fact, the physical resemblance ends with the long dangling beak
common to all members of the Stirge family. The proboscis is just over 6” long and is a
dull, sand-yellow color. Desert Stirges have wings, but they are short, stubby, and
incapable of supporting flight. Some witnesses, though, contend that Stirges are able
to glide on them. The feathers of a desert Stirge are a reddish brown, allowing them
excellent camouflage in the sand. These creatures have six legs and are more insect-
like than any other Stirge variety. The legs are yellow-brown talons, joined at the
center of their long beetle-shaped body. The monsters use their strong claws to
burrow beneath the sand during the heat of the day as well as fasten themselves onto
their prey. Perhaps the most remarkable feature is the Stirges’ unique jumping
ability—the Stirge is able to leap up to 20’ high or a distance of nearly 50'.

Combat:

Desert Stirges are not nearly as powerful as their larger cousins and attack as a 1-Hit
Die creature, unless they leap onto a surprised victim. These monsters attempt to
attack by leaping onto the victim’s back from concealment. When employing this tactic,
the Stirge may make one initial hit roll as a 4-Hit Die creature. Because of their
burrowing ability and camouflage, Stirges are difficult to spot. Characters without the
desert survival proficiency should receive a penalty to their surprise roll. In addition, if
the victim is surprised, add +4 to that hit roll, as a backstab attack. The creatures do
not attack in concert, but often erupt from the sand at the same time to gain surprise.
A successful attack inflicts 1d2 hp damage with an automatic 2 hp blood drain for
every round the Stirge remains attached to the victim. The smaller desert Stirges are
full after draining 8 hp of blood from the victim, after which they drop to the ground,
scurry away, and burrow back into the sand to escape retribution and sleep off their
meal. Stirges attack only legitimate prey, almost never attack without surprise, and
immediately flee combat once sated. In fact, Stirges that miss their initial attack are
more likely to try to escape (make a Morale check) by burrowing than to attempt to
continue combat. While the desert Stirge is significantly less dangerous than other
Stirges, it is also the most difficult to remove once it has attached itself to prey. An
attached Stirge adds 5 to a Morale check, and its strong grip and extra leg power
prohibits the option of a Strength check to pull it off unless a combined Strength of 30
is employed.

Habitat/Society:

The colonies of desert Stirges are small; only rarely will more than 10 of the creatures
hunt the same area. Stirges are often called ‘sand crabs” or “desert beetles” because
of their burrowing and queer appearance. Their feathers are short

and scaly, but are feathers nonetheless, disproving theories that the
monsters were actually crabs or some form of insect. Desert Stirges
do not have an exoskeleton, but their legs, save for the talons, are
covered in chitin. Sword-swingers targeting the legs of the monsters
must hit AC 1, due to the small size. The monsters are found in areas
wherever prey can be located. They have no permanent lairs or nests
but sleep beneath the sand during the heat of the day. Still, it is not
difficult to know when desert Stirges are in the area; typically, they
bury themselves in the sand not more than 100 yards away from the
bloodless corpses of their victims. Fortunately, of all the Stirges, the
desert Stirge is the least likely to bother humans, particularly those in
armor. Stirges are unable to penetrate anything better than studded
leather and do not attack armored individuals.

Ecology:

Desert Stirges possess superior sight and infravision (240’), but lack
the acute sense of smell found in other members of their family. They
compensate for this with a sharp sense of hearing—desert Stirges
are very sensitive to vibrations in the ground, allowing them to track
prey and be instantly notified of interlopers in their area. When the
Stirges hear prey, they burrow closer to the surface, opening the

AKX ac.

protective chitinous cover around their eyes (they are blind when

underground, moving by hearing alone). The cover around their eyes also closes when they are attached to a victim. The Stirges’
sense of hearing often wakes them during the day, and they take advantage of the morning or afternoon to snack. Barring this
occurrence, Stirges are never found above ground during daylight. Once a Stirge has drunk its fill of 8 hp of the victim’s blood, it
flees, burrowing underground. The slow metabolism of the desert Stirge allows it to sleep for one day per point of blood drained—
and it can go three times as long until needing to feed again. Stirges do, however, make the most of every feeding opportunity,
storing extra food as fat in their bodies just above the tail, giving them a “hump” of sorts. Stirges sleeping after feeding are very
difficult to find because they bury themselves so deeply. If located, the Stirge does not awaken until exposed to sunlight, very loud
noises (like digging), or damage (as from a weapon). In any case, they flee at the first opportunity, either by leaping away or by
burrowing deeper into the sand. Though not much more than a pest to humans, they can be difficult to find and kill. Desert Stirges

do not collect treasure

Main Prey; Animals, Humanoid, Main Predator; Spiders, Humanoid, mammals.
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Rust Monster (Caelificae metallovorae)

Lowlite (Insect)
Subterranean

Uncommon
Solitary
Night
Metallovore
N
1d8(2d6)
M. 5

5d8
180'(60")
15
2 Tentacles sweeps 10'
0
Very Rarely 1 bite
1d6
Special Attacks; Rust
Special Defenses; Rust
Immune to; Wooden Piercing weapons
Psionics, illusions
Charm, Hold (near metal)
Extra Vulnerable to; 0
0
F3
7
75
U
1250cn

From the Physiologus Veritas of the sage
Baerdalumi.

Rust monsters are subterranean creatures with an appetite for all sorts of metals. These unique creatures, though generally
inoffensive, are the bane of fighters everywhere. The average rust monster measures 5 feet long and 3 feet high at the shoulder
weighing 200 pounds. Rust monsters appear to be equal parts overgrown crustacean and impossibly large insects. While most have
the average size, larger specimens
comparable with rhinoceroses in size,
weight and armor thickness (AV) are
sometimes found in metal-rich areas.
Smaller versions are often young.

Two prehensile antennae are located under
the thing's two eyes. Covered with
miniscule, stiff hairs, these antennae tie to a
number of complex capillary tubes that
stretch into the stomach. Its prehensile
antennae can rust metals on contact.

It has a strange tail that appears armor
plated and ends in an odd-looking bony
projection that resembles a double-ended
paddle. Only the boney flanges of a rust
monster’s tail are devoid of the capillary
hairs, a trait useful in the creatures mating
process. A rust monster's tail is used for
stability and breathing, with a gill-like
structure that helps take in—along with the
mouth and nostrils—enough carbon dioxide.
Males possess larger tails than females,
which in addition to breathing they use to
attract the attention of potential mates.
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The hide of the rust monster is rough, covered with lumpy projections. Coloration varies from a yellowish tan on the underside and
legs, to a rust red upper back. Rust monsters smell like wet, oxidized metal. A rust monster’'s carapace is covered in the same tiny
hairs as the antennae.

The Rust monster is a relative to the common grasshopper, which somewhere along the evolutionary line found a way to sustain
itself on metal ores, and Funghi. Some sages say this creature was magically altered but this is open to debate.

Rust monsters breathe in carbon dioxide and convert it into oxygen and other caustic gases. These gases irritate an oxidation
together with the internal bacteria that corrodes metal.

The rust monster is a creature of curious, even comical appearance. It waddles with great speed in an ungainly, rocking motion like
a raccoon cub, dubbed; galumphing, by some long-ago observer, and chitters in the fashion of field mice. It is much respected by
artisans and fighting-men, however, for its power to cause metal to rust or corrode away by its touch, which corroded metal it then
devours and lives on. An example of this respect is the great mercenary general Gulgathas, who has issued standing orders that all
smithies in his army’s’ encampments are to be encircled with a bristling row of sloped, fire-hardened stakes, or propped spears, to
discourage the attacks of such creatures. Rust monsters are non-aggressive, but are both curious and utterly fearless—even, it is
said, being immune to magical and psionic influence in their single-minded pursuit of metal.

A rust monster has only animal intelligence, and although it will choose to avoid noise, light, and groups of other living creatures,
these cautious habits are swept away when it smells a meal. It will pursue edible metal that it has detected regardless of attacks
upon it, potential danger, or attempts to charm, dominate, or otherwise control its actions by magical or psionic means. (This
includes a repulsion spell, but a push from a magic-user of sufficiently high level would work. A gust of wind, however, will not even
slow a hungry, ground-hugging rust monster.) The beast’s instinctive hunger for metal is too strong for the monster’s dim intellect to
even notice any other forces attempting to coerce it. In theory, charm monster could affect the beast, but only if it is not commanded
to do anything that violates its basic nature. (In other words, any command it is given must directly involve getting something to eat,
or the charm is liable to be broken.) Psionic domination of a rust monster is also possible, but it can be troublesome and expensive
to maintain control of the monster while forcing it to act against its nature.
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Combat:

Rust monsters are placid by
nature, but when they get within
scent range of metal, they
become excited and immediately
dash toward the source.

If the rust monster's antennae
touch metal (determined by a
successful attack roll), the metal
(and connecting metals) rusts in a
sphere of 10" and 3’ deep (in case
of larger surfaces).

Magical items have a chance of
being unaffected equal to 10% for
each plus (a +2 weapon or armor
has a 20% chance of not being
affected). Any affected metal rusts
or corrodes and immediately falls
to pieces that are easily eaten and
digested by the creature. Metal
weapons striking a rust monster
are affected just as if the
creature's antennae had touched
them. Should a nonweapon
metallic magical item happen to
make contact with a rust monster,
treat it as a +2 magical weapon for
purposes of determining whether
or not it breaks up.

Rust monsters, being none too
bright, stop pursuing a fleeing
party for one round to devour
metallic items, such as a handful
of iron spikes, a mace or a hammer, if the party throws them behind. Rust monsters go after ferrous metals such as iron, steel, and
magical steel alloys, such as mithril and adamantite. They choose such metals over valuable metals such as copper, gold, silver, or
platinum. In fact, they would continue to pursue a party that just dropped a fistful of copper coins, for example, in hopes of getting
the much-preferred ferrous metal of armor and weapons.

Sometimes (30% chance), a rust monster will even pause for one round during combat in order to eat. Rust monsters are not known
for being tacticians, just ravenously hungry metal-eaters. Feeding time always takes one round regardless of the size of the metal
meal. The weight of rust is 105% of the normal weight) the creature consumes 10cn/round at most, and keepsbthe rwst for later.
The creature has biting jaws but rarely bites an opponent, it may be possible though that the creature bites its opponent while
chewing on its armor or metallic item. This is about 10% chance if such is worn on the prone character.

“Ti’s better to wear out than to rust out.” ‘
— Righard Chamberland




Perhaps the best way of battling a rust monster is to crush it in a deadfall, with rolled boulders, or perhaps to trap it in a pit and strike
it from above with rocks and clubs. If one must face it in open-field battle, it can often be successfully disabled by first striking at its
antennae and then at its legs, possibly enabling one to escape with prized metal (magical weapon, coins, jewelry) intact.

Beware its tail—an ankle high, lashing sweep of this appendage has knocked many a warrior on his rump, and before he can rise
the creature has spun about to beat upon his armor with its antennae, and greedily seek out buckles, weapons, flasks, coffers, and
even metallic mirrors buried deep in backpacks! If the hit roll for the rust monster’s is one or two lower than the number needed for a
successful strike with its antennae, there is a chance that it has knocked over an adversary with its tail. Any humanoid standing to
the rear of the monster or on either side of it within 5 feet of its body must roll his dexterity or lower on d20 to avoid being knocked
down by a sweep of the tail. The rust monster is +4 to hit in the following round against any single target that was knocked down; a
miss indicates that the character managed to scramble to his feet and get out of reach of the antennae in time. No character who is
knocked down can attack the rust monster in the following round.

The DM should judge the effects of a successful rust monster antenna-strike according to the circumstances. If only a certain part of
a character’'s body or weapon is exposed through a doorway or hole, then only that part can be affected. However, the rust does
spread across the extent of an entire area of metal; if a character clad in a ring mail jersey strikes at a rust monster through a small
opening and his arm is hit by one of the antennae, the rust will travel along the jersey and the character will soon lose his shirt. The
corrosive action does not’jump” across gaps between two objects or areas of metal. For instance, a character who wears metal
leggings and a metal breastplate that aren't in contact with each other will not have -
all of his armor affected by the same strike, in the same way that a suit of armor and Metal item Struck
a helm can't be rusted at the same time—unless there is a metal to-metal connection Weeapon
between the armor and the helm. When forced to fight on open ground, a rust Shield

monster will tend to strike at the nearest and largest concentration of ferrous metal, Armor

but may not be right on target because of evasive action taken by the target. In such
cases, the metal item struck table can be used to determine where a rust monster’s
antenna strike hits.

Helm
Minor visible item

Obviously, the item
struck will only be
affected if it is being
held, carried, or worn
by the target, and
only if the item is
metal. Re-roll if an
effect on an absent or
non-metallic item is
indicated, or simply
assign a result if only
one of the above
items is applicable.
The rust monster
never fails to rust

something on a [ %

successful  hit, as [ ! ’ 00 Ok

long as the target is d N '
g g i o "'4

wearing or carrying
anything metallic in
plain view. If the
target character or
creature has no metal
to be rusted, there
can't be a successful
hit in the first place.
Even so, the rust
monster  will  smell
metal items in a
backpack or belt
pouch, and will
relentlessly try to get
at the metal it cannot see unless and until a better prospect comes along

Habitat/Society:

Rust monsters dwell only in dark, subterranean places such as caverns and underground structures. They are not disposed to
groups; often a lair. Rust monsters wander endlessly in search of food, their bony exterior armor protecting them from most
predators. Rust monsters help in removing metallic junk and clutter from underground fastnesses. In fact, it is not unusual to find a
rust monster and a Carrion Crawler working in a symbiotic relationship, with the latter eating the organic litter and the former
consuming the metal cast-offs. These creatures have been known to range the entire area of an underground complex, searching
for supplies of metal.
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Though it will eat raw ore,
a rust monster always
prefers the refined, forged
metal (just as a human
would prefer fresh, filtered
water over swamp water).
A rust monster can smell a
metal object from up to 90
feet away. When it detects
one, it dashes toward the
source and attempts to
strike it with its antennae.
The creature is relentless,
chasing characters over
long distances if they still
possess  intact  metal
objects but usually ceasing
its attacks to devour a
freshly rusted meal. The
creature targets the largest
metal object available,
striking first at armor, then
at shields and smaller
items. It prefers ferrous
metals (steel or iron) over
precious metals (such as
gold or silver) but will
devour the latter if given
the  opportunity.  Rust
monsters  are  natural
trackers, capable of
seeking out an armored
opponent as easily as a
vein of valuable metal ore. e B % SasSEE e £

When around bloodshed e e .=

(areas with copious

amounts of spread blood), the scent of iron in the blood drives these creatures into a frenzy, and starved specimens have been
known to viscously attack wounded creatures.

Like underground dwelling locusts, rust monsters wander the depths searching for metal in any form. Upon finding a place with
suitable metallic food sources, a rust monster seeks out a den, preferring cramped, defensible tunnel complexes with several exits
for evading predators—particularly Umber hulks. When injured by metal using-enemies, rust monsters hide in their tunnels relying
on the cramped space to force as much contact with their corrosive carapaces as possible.

Aside from their underground habitat, rust monsters might make their homes in a variety of other regions, eagerly relocating to any
environment (but below water or arctic) with an abundant metallic food source. While mountains and ore-rich hills attract many of
these creatures, the debris and metal strewn sewers of most cities prove especially hospitable. Many city officials dread rust
monsters and the damage they can do on a community’s substructure. Rumors of rust monsters infesting a city’s depths often
precede retellings of a tale of a cliff-side port, half of which supposedly slid into the sea when rust monsters devoured its
underground supports.

Reproduction
They do not pair for life or choose specific mates, but merely mate with another rust monster when circumstances allow. This

prolificacy has kept the curiously unaggressive rust monster from dying out in the face of attacks from humans and natural
predators.

Rust monster are mostly solitary creatures. Males are uninterested in reproduction until they come in contact with large amounts of
metal ore, or a rare magical metal like mithril or adamantine—that triggers psychological changes. Rust monsters mate often,
following a ritual in which each one of the pair makes agitated chittering noises for several minutes Several males often compete to
bring the female the largest amounts of these rare metals, and (to them at least) most melodic chittering, with but one earning her
attention. After winning a mate, the male remains with the female until their eggs hatch, then departs. Adventurers with items made
of these metals might find themselves harried by waves of hopeful male rust monsters seeking the rare metals they need to impress
a female.

Rust monsters hatch from spherical, iron-colored eggs. After a brief pregnancy, a mother lays her clutch of about twelve sticky,
melon-sized eggs into deposits of metal rich rock. Although the eggs require no special attention, both the parents stay nearby to
ward off any hunters (particularly Umber Hulks, which view all rust monsters—but particularly their young as delicacies). After
approximately a month the eggs hatch, each spilling out a tiny larval rust monster about 18 to 22 inches long. These young have no
appendages and look like nothing more than bloated, brownish maggots with moist antennae approximately a foot long. These
antennae possess the same corrosive effects as an adult rust monster’s and over the next two years they grow in size, along with
legs, a bony tail, and a hard carapace.
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It will be born 4-7 weeks later, live, whole, and active, and will usually accompany its parent until it is full grown. Newly born rust
monsters have all the powers of an adult (there is a transferal of some of the bacteria from parent to child), but have only 1+4 HD
and are size S, with a 3-foot-long tail and 2-foot-long antennae with a full-strength appetite.. Such a “rusty” will grow rapidly to a
young, 3 HD, M-size form, with full adult size tail (10’) and antennae (7’), usually within 8 months or so, but this growth is dependent
on food supply. After a year of life a rust monster is a mature adult and can mate with others of its kind. Some adventurers hunt
juvenile rust monsters as they are more easily handled and turned to specific purposes than adults.

Rust monsters dwell only in dark, subterranean places such as caverns and underground structures. They are not disposed to
groups; often a lair comprises one or two rust monsters, with a 5% chance of encountering a single offspring. These creatures have
been known to range an entire underground complex, searching for supplies of metal. Though it will eat raw ore, a rust monster
always prefers the refined, forged metal (just as a human would prefer fresh, filtered water over swamp water).

The creature's relatively inoffensive nature makes it an unlikely
target. There have been many accounts of mages and sprites
approaching a rust monster and the only reaction from the beast
was a cursory sniff, then a leisurely departure. Dwarves and
gnomes, known for metalworking and mining, have no sympathy
for rust monsters, and will do anything to get rid of them.

Metal gates, statues (even animated, magical ones such as iron
golems) and the like can be affected by rust monster antennae
strikes. Very large objects may take 1 or 2 rounds before rusting entirely and then collapsing. Magical objects with a magical
adjustment get a straight saving throw, at 10% per adjustment point to avoid being rusted.

Large enchanted objects (such as an iron golem) get a saving throw vs. petrification at +1 to avoid the rusting effect. An iron golem
striking a rust monster would do 4d10 points of damage, perhaps killing the creature, but if a golem carrying an edged weapon
struck the antennae or the body of the rust monster with its blade and not with a crushing blow from its fist (the golem is unintelligent
and does not choose its attack mode deliberately), the golem would begin to corrode immediately and would collapse into a mound
of rust at the end of the following round. During this second round, it can move only 30" without toppling, and it will do only half
damage on any attack. A rust monster antenna will take at least 5 hit points of damage before being severed.

Rust monsters are apparently immune to all forms of poison, including the breath weapons of iron golems and those of Gold
dragons (who must often fight rust monsters to defend their hoards), and liquid poisons produced by various creatures and by men
(and smeared on weapons). Fire does normal damage to a rust monster, but acid rarely seems to have an effect (+3 on saving
throw, half damage if save fails, no damage if save succeeds).
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Rust monsters help in removing metallic junk and clutter from underground fastnesses. In fact, it is not unusual to find a rust
monster and a Carrion Crawler working in a symbiotic relationship, with the latter eating the organic litter and the former consuming
the metal castoffs.

Diet

It has a dexterous, sticky,
six-inch-long tongue that it
can extend from under its
beak to catch up even the
smallest flakes of metal or
rust. It is not known what rust
monsters originally ate, or
why they developed a bony
‘shell’ of armor, an oddly
shaped tail, or their strangely
specialized antennae (which
are evolved legs), but since
recorded history began these
curious beasts have lived in
symbiosis with a particular
type of bacteria that can
apparently coexist with no
other species of creature.

These bacteria are found in a
rust monster's antennae,
stomach, capillary hairs, and
bloodstream, and have a
particular need for metallic
ores. They gain energy from
the sun (the monster absorbs
heat through its body armor
and tail), and with this and
ingested metallic  oxides
(more commonly called rust),
they produce chemical
energy (sugar) to power,
repair, and nourish for growth

both themselves (the
bacteria cells) and their host, the rust monster.

The bacteria—a type not yet identified or reproduced by any alchemist—can upon contact with any metal oxidize the metal, even if it
is inside a rust monster.
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There are some exceptions—Noble metals (Ruthenium, Rhodium, Palladium, Silver, Osmium, Iridium, Electrum, Platinum, and
Gold) can't be oxidized and the lesser noble metals (Copper, Brass, Aluminum) are only covered with a thin layer of oxidized metal,
and don't lose any consistency—they’ll lose 0.1% of their weight when polished as new. Any dropped item of these materials will be
licked free of rust , infected anew until finally iot will also be gone completely.

Metal covered by these metals will rust as normal—the metal processes in that age weren't complete and accurate) Thus, anything
swallowed by a rust monster, touched by its antennae or tongue, or that draws blood from its innards will rust. A weapon that
bounces harmlessly off a rust monster’s tail, legs, or bony shell will be unaffected, but any metal weapon that pierces its bony shell
and wounds the beast will immediately rust and become useless. Hand-held wooden piercing weapons do not have enough strength
to penetrate the shell, and can only harm-its eyes and mouth. Wooden clubs are effective weapons against the beast, as are
crossbow bolts and arrows.

The bacteria will spread rapidly across the entire surface of
any metal object it comes into contact with. A dagger or

sword blade or any other relatively small piece of metal will §Buckle, handful coins, Dagger 2 segments 1 round
rust completely in 2 segments, and a full suit of plate mail FHe|m 2 segments 2 rounds
will be corrode_d within 5 segment§ after cqntact. Metal Other weapon, Swordblade 2 segments 3 rounds
weapons that pierce a rust monster's body will do normal -

damage on that strike, but will rust immediately afterward. If JShield 3 segments 3 rounds
pulled back from the creature’s body and wielded again, the [JArmor 5 segments 5 rounds
weapon will crumble harmlessly into chunks of rusted metal. JFull plate, Horse barding 5 segments 6 rounds
The rust monster takes significantly longer to consume the H\etal gates, Statues, Golems up to 2 rounds up to 1 Turn
rust. A rust monster V.V'" not stop to eat_when it is benn_g Piercing weapons Direct after strike varies
attacked, but will begin gobbling its spoils as soon as it

perceives that all attacks upon it have ceased.
They also feed upon Funghi of any sort, including the larger versions, to prevent vitamin deficiency.

Senses

The beast’'s acute (effective up to 90’ distant as far away as a man can make out the features of another man) sense of smell is
believed to be a result of a strain of bacteria unique to rust monsters, which also lends them their rusting ability. Rust monsters can
also smell non-ferrous (non-magnetic) metal, but only at a distance of 20’. The sense of smell of a rust monster is apparently linked
to magnetism; it increases in effectiveness as the amount and purity of the metal increases. Thus, traces of metal immersed or
suspended in liquid, sand, or some forms of clay could escape the rust monster’s attention; but rusty nails or tiny shards of metal
from a notched or scratched weapon would not.
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Metal clearly visible to the eyes but beyond smell range is
apparently nonexistent to rust monsters, and they climb
poorly, so the lofty upper reaches of any pole or tree that
can withstand their galumphing charges is a safe haven
against the creatures. They have near-infinite patience and
perseverance, however, and have been known to wait at
the base of such a nearby trove for a month or more. A rust
monster can go for as long as two months between one full
meal (a suit of plate mail, or equivalent weight in metal) and
the next, if it does not expend much energy in the
meantime.

The monster will unthinkingly try to wait out a target
perched in a tree, but won't wait so long that it starves to
death. (The unfortunate figure in the tree will probably fall
unconscious and drop out of the tree long before this
anyway.)

Metal smell 90’, Darkvision, other senses low. These
creatures appear to be deaf, but still use singing in their
mating rituals, still they don't react on silence or sound
based magic.

Rust monsters can't dig through rock, but can scratch away
loose rubble and earth to uncover buried metal (in tombs or
caches). They can glean sustenance from all ferrous
metallic ores, and often follow the subterranean tunnels of
umber hulks, purple worms, and the like, searching for
exposed veins of ore in the tunnel walls, or metal treasure
in the lairs of various underground creatures. Many an
otyugh has dined on a rust monster that tried to root
through it to get at treasure lying underneath. The beasts
will often be found exploring mines in search of tools and
ironmongery. In one mine north of Mirabar, a standing
guard of warriors with wooden weapons is employed to
keep lurking rust monsters away from the exposed veins of
ore, tools and hoists, and quarried ore. Magic-users are
sometimes hired to rid a place of rust monsters by the use
of chain traps; Lengths of old, rusty chain are laid in a large
circle in a strategically located cavern or other large area; at the center of the circle sits the magic-user and a few bodyguards with
wooden staves. When a rust monster galumphs up to feast, it ignores the men, the magic-user leisurely throws a fireball at the
beast, and its body is rolled aside with the staves. If scavengers (such as hunting dogs or dungeon inhabitants) are not likely to
dispose of the remains, the body is painted with a rune or message to warn away other adventurers.

Rust monster antennae will continue to rust metal for some time after the creature’s death. The bacteria can survive, and continue to
act through the antennae, for 6-10 days after the death of the host rust monster, depending on the availability of food. The bacteria
can thrive on previously devoured metallic oxides in the stomach and bloodstream of the monster, any metallic weapons left lodged
in the monster's body, or newly introduced metal, but the bacteria will die when such supplies are exhausted. A rust monster
antenna that was placed in a bowl of water with rust and a lot of metal could continue to thrive indefinitely, and perhaps could even
be carried as a weapon for occasions of 5 days or less before the bacteria would need to have their food supply replenished. A
scavenger that devours a rust monster would have any previously devoured metallic treasure still in its body rusted and eaten by the
bacteria, but the bacteria could not take over the creature so that its attacks would have the ability to rust. Only the creature known
as the rust monster (sages have argued over a proper name for this beast for decades, but none has gained common acceptance,
or seems likely to) can support the mysterious bacteria, and rust monsters do not eat each other. In the example of the scavenger
mentioned above, the bacteria would die when its metallic food in the scavenger’s stomach was used up, without harming the host,
and would be excreted.

Many societies with access to rust
monsters seek to domesticate them,
hoping to deny their enemies the
advantages of metal weaponry. In
addition to war, rust monsters serve
other uses. Some Dwarven train rust
monsters to track veins of ore or
employ the creatures against enemy
fortifications and spells like Wall of
Iron or Metal Form. In some
societies, enterprising  surgeons
(healer clerics) use rust monster
larvae to dissolve and eliminate
shrapnel, barbed arrowheads and
other invasive weaponry.
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Rust monsters are also extremely useful for destroying cursed items, and many adventurers laden with malignant magic items seek
them out. Creatures vulnerable to specific metals also often exploit the defensive potential of rust monsters. Noble fey houses and
packs of lycanthropes train rust monsters as guardians, eager to destroy the substances that would cause their masters harm.

The only treasure to be found in a rust monster lair is gems, usually the sort used for decoration on armor or sword pommels. Rust
monsters have no grand designs, only the wish to keep well-fed.

Skill; Monster Lore (or Survival Dungeons at -2)

Succes Rust monsters are dog-sized insectial creatures best known for their moth-like antennae, the touch of which
corrodes metallic objects

Success +2 A rust monster’s carapace destroys metal, just as its antennae do. Wood, stone, and non-metallic substances
are unaffected by the creatures’ touch.

Success +4 While dull-witted, rust monsters are tenacious. They can smell metal at great distances and relentlessly pursue
their meals, favoring crude metals to rare and noble metals.

Success +8 Although more resistant than normal metal wares, magic weapons are also vulnerable to a rust monster's

corrosive powers.

Senses; Tremorsense 30, Scent and taste high other senses human
Main Prey; Metal Ore, remains or metals owned by Humanoid, Funghi. Main Predator; Umber Hulk, Otyugh, Spiders, Dragon.
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Social Insects (Insecta eusociale)
Ant, Giant (Formica massivus)

Worker/Soldier
Type Lowlife Insect
Climate Any But Cold

T errain Forest, Hils, Plains
Frequency Rare
Organization Colony nest
Activity Cycle Day

Diet Omnivore

AL N
20d4(4d6-15d6)
M;6'long 2'high

Spellcaster Limits;
[AC 3 3 3
AV 2 2 2
HD 2% 3% 4% 10 2
HP 2d8 3d8| 1d8/HD 10d8 2d8 Giant Ant

MV 1807(60") 0 120'(40")

FL (1st year Only) na 120'(40) | 120'(40")j Giant ants are black, Red , Green or Brown social ants about 6' long that

MF (1st year Only) na 5 5 form cooperative colonies in all but cold regions. They are normally

BR 30710' 30(10) 1styearonly@ docile, but can be fierce fighters if their nest is threatened. They are

THACO 1514 ] 13 na__] na omnivores and will attack anything edible that lies in their path (no

Attacks HBIle] e reaction roll); if they win, they carry their kills back to the nest. Once

PEMEE 1d6 | 2d4 ) engaged in combat, they will fight to the death, even trying to cross
ggamC:;e a”dalditmg :Z flames to reach their opponents.

- - - A Giant ant’s body is covered by a hard outer skeleton of chitin that
Special Attacks; Ant Acid Spray na X . X
Special Defenses; 5 serves as protection and prevents the body from dehydr_atmg. T\_/vo thin
e o Cham Hold, Tusion antennae sprout from the head and are used in smelling, tactile and
Extra Vulnerable to; Fire, Cold Slows scent speech and touch. An Ant’s scissor-like mandibles can cut, dig and
AM 0 carry. Six long legs covered by bristles grow from the thorax (main body),
Save as; 2 I /= [ while the abdomen contains most of the organs.

ML 7

XP 25 50 [ 125 | 1000 T 20 Combat

TT U (30% 1d10x1000gp nuggets) Both worker and warrior ants will fight. If a warrior ant manages a hit, it
Body W eight 500cn | 600cn | 5000cn | 1600cn M will attempt to sting with its abdomen for 3d4 points of damage. (This is

ant acid, a mild form of
acid that loses potency
after 1 round, but can
be a boon to many
alchemical appliances).
A successful saving
throw vs. poison
reduces the sting to 1d4
damage. The ant queen
has 10 HD, but neither
moves nor attacks. If
she is killed, the
remaining ants become
confused (as if affected
by the Confuse spell)
for 6 rounds, then
scramble for the nest.
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Habitat/Society;

A giant ant colony makes its
nest underground in a series of
rooms and passages. Mounds
of earth and twigs mark the
entrances (often guarded by
1d6 warrior ants). A giant ant
nest looks like a large, bare hill.
The passages may reach a
depth of 6 feet, and the entire
nest may be spread out over an
area exceeding several
thousand square yards.
Giant ant nests are not as
heavily populated as those of
smaller ants. At any given time,
the nest will be protected by
4d6 giant ants, and another
10d6 will be on the trails,
gathering food. There is an ant
The AI‘I* Nest gueen in the deep, well-
guarded egg chamber of the
ant nest.
Giant ants behave just like their
smaller cousins. They wander
all over the landscape, finding
sources of ready food (grain
warehouses,  watering-holes,
villages), communicate their
finds to the nest, and set up a
trail from the nest to the food
and back.
There are legends of giant ants
mining gold, and there is a 30%
chance that a lair will contain
1d10 thousand gp worth of
nuggets.
Both worker and warrior ants
fight. If a warrior manages to
bite, it also tries to sting for 3d4 points damage. A successful save DR reduces damage to 1d4. Special Attacks; Ant-Acid spray SV
PO or suffer 1d6T irresistible itch, redness and DX -3
The lair is layout-shaped like a giant butterfly, with entrances at the eastern and western wingtips and southern lower part. The
farms and storage are placed in the wings, but the young and larvae (which are nothing more than white moving sacks requesting
food. The queen houses in the heaf, while the belly is used as hatchery. Here can the males and young queens be found in early
summer before they fly out high into the sky to mate. The exits are guarded by worker- soldiers. The activity follows the movement
of the sun. In the morning it is primarily east, at noon south and at round sunset west. At night they are resting, although individuals
(including the queen) remain active with hatching, egg laying feeding, guarding.
When encountered in the wilderness, there is a 90% chance that all of the ants are workers. Encountered in their colony, there is
usually one warrior ant for five worker ant; a typical colony consists of 100 to 200 workers, 20 to 40 warriors, and a single queen and
a few weeks prior to the mating season 20 to 40 males. The warriors are responsible for guarding the queen and defending the nest.
All other duties are divided among the workers. Some gather food, some clean the nest, some attend the developing larvae. Other
suck nectar from flowers and produce a sort of honey (see bees, or (more often) manage fungal farms. Storage ants (a special
worker ant) swallow the honey until it is too fat to move or wok. In times of scarce food, the storage ants expel the honey from their
mouths to feed the rest of the colony.

The queen has no responsibilities other than lay thousands of eggs per week. Her
chamber also contains the colony’s treasure, usually shiny jewels the workers collect
on hunting expeditions. Nurse ants care for the young in an egg chamber; the larvae
hatch (not all eggs hatch —often this is lower than 50%) and develop into adults in just
a few weeks. From 5 to 50 workers and 5 warriors guard the nursery chamber. Giant
Ants life for about 6 month, except the queen which lives for up to 2 years. Males live
for only the mating period, and all die soon thereafter.

Ecology

Giant Ants prefer to eat seeds and grasses, but they will also eat meat if given the
opportunity. Neither giant ants nor their eggs have any commercial value, though
some gourmets enjoy their honey. In a pinch, giant ants are a good source of protein.
It is immune to Mind-influencing effects like Charm, Hold, lllusion, and has Infravision
60’ Senses. Tremorsense 30’, Scent, (high, other senses low).

Main Prey; Insects, Plants, Main Predator; Spider, Insects, Aspis
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Bee, Giant (Apis melifera)

Worker/Soldier

Lowlife Insect
Plain, Wood, Mountain, Hill;
Rare
Nest
Day
Omnivore (Plant Juices)
and Freshly vead animals
N

1d6(5d6)
S;1' long

7 7 3
0 0 2
1/2* 1/2* 10
1d4 1d4 10d8
60'(20") 60'(20") 0
150'(50") 150'(50") 120'(40")
1B 1B 5
19 18 na
1 Sting na
1d3 1d4 na
Special Attacks; Stinger na
Poison na
Special Defenses; 0
Immune to; Cold 100%, Acid 25%(sv for 50%)
Electricity 50% (sv for 100%)
Charm, Hold, lllusion, Fire, Smoke

Extra Vulnerable to; 0
0

F1 5 | r [ P Giant bees, also called "killer bees," are foot long giant bees

5 [ o0 T 20 with nasty tempers. Although many times larger, giant b_ees

special. behave generally the same as their smaller cousins. Giant

Bon Soooon 1 1600cn | Pees are usually not aggressive except when defending

themselves or their hive. Fire gives double damage, while
smoke relaxes them—makes the bees acting as if stunned.

Combat

Giant bees always attack anyone within 30" of
their hive. If a giant bee attack hits, the bee dies,
but the creature stung must make a saving throw
vs. poison or die. The stinger will work its way
into the victim, inflicting 1 point of damage per
round, unless a character spends a round pulling
it out.

Poison;

After the Injury, each character must also throw a
saving throw vs. poison or suffer the initial and
secondary damage of 1d4. A giant bee that
successfully stings another creature pulls away, leaving its stinger in the creature. The bee then dies. The stinger prevents any
healing, leaving the wound open for infections.

Habitat/Society

Owing to the great weight of their hives, giant bees prefer to build their hives in small caves and underground areas near the
surface. There will always be at least 10 bees with their queen in or near the hive. At least four of these bees will have 1 Hit Die
each (XP 13). The queen bee has 2 Hit Dice (XP 35) and can sting repeatedly without dying.
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Ecology

Queens honey a small amount of the
first year harvest after spring is used
to feed the queen so males and new
gueens are born.

The first weeks of warm weather
ignites the mating growth. Males and
gueens will leave the nest and fly as
high as possible (up to 40.000') is
recorded to find the strongest mate.
High in the air mating takes place and
the feeding of the queen, as she
literally dines upon her partner while
mating. Then her wings start to
deteriorate and the will fall/fly/glide
down. It will never return fully, a
i _ gueen can fly no more than 3 turns
R il F oW 3 and must then rest 1 day. Her MF is
e ' - 3C

-2 All bees are immune to Mind-
influencing effects like Charm, Hold,
lllusion, and has Infravision 60’

They feed primarily upon sweet plant
juices like pine tar and barks saps
from different trees. They have
Infravision 120°, Darkvision, and
Tremorsense 60’ and can see into

il — s |
A Giant Beehive in summer trying to relocate.

the ethereal Plane for 60’ but do not
use this sight therefore. Instead they use it to see if trees are wounded or have fluids near the surface or to locate freshly dead
corpses for extra food they consume this directly and do not store it. A human-sized corpse will be done of all flesh, blood, tendons
leaving only a fully cleaned skeleton spread out on the forest floor in a single day. They hibernate (not really but are almost inactive
feeding upon their honey storage or each other.

Senses; Infravision 90, Darkvision, Scent, all high, other senses human.

Main Prey; Plants, Main Predator; Bear, Spider, Giant Wasp/Hornet, Spiders, Werebear, Owlbear, Humanoids.

Honey
Honey is a sweet food made by bees

(Bumblebees, Stirges, and many other
insects) using nectar from flowers. The variety
produced by honey bees (the genus Apis) is
the one most commonly referred to and is the
type of honey collected by beekeepers and
consumed by humanoids of all kinds. Honey
produced by other bees species and insects
has distinctly different properties.

Honey bees form nectar into honey by a
process of regurgitation and store it as a
primary food source in wax honeycombs inside
the beehive. Beekeeping practices encourage
overproduction of honey so that the excess can
be taken without endangering the bee colony.
Honey gets its sweetness from the
monosaccharides fructose and glucose and
has approximately the same relative
sweetness as that of granulated sugar. It has
attractive chemical properties for baking, and a
distinctive flavor that leads some people to
prefer it over sugar and other sweeteners.

Most microorganisms do not grow in honey
because of its low water activity. However,
honey sometimes contains dormant
endospores of the bacterium Clostridium
botulinum, which can be dangerous to infants
as the endospores can transform into toxin-
producing bacteria in the infant's immature intestinal tract, leading to illness and even death. 2% of ill kept(open) honey can thus be
infected. 1% of all closed honey containers. Adults are immune.

Flavors of honey vary based on the nectar source, and various types and grades of honey are available. It is also used in various
medicinal traditions to treat ailments.
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Honey is created by bees as a food
source. In cold weather or when fresh
food sources are scarce, bees use their
stored honey as their source of energy.
By contriving for bee swarms3 to nest in
artificial hives, people have been able to
semi-domesticate the insects, and
harvest excess honey. In the hive (or in
a wild nest) there are three types of
bee: a single female queen bee, a
seasonally variable number of male
drone bees to fertilize new queens, and
some 20.000 to 40.000 female worker
bees (these numbers describe normal
sized bee hives). The worker bees raise
larvae and collect the nectar that will
become honey in the hive. Leaving the
hive, they collect sugar-rich flower
nectar and return.

In the hive the bees use their "honey
stomachs" to ingest and regurgitate the
nectar a number of times until it is
partially digested. The bees work
together as a group with the
regurgitation and digestion until the
product reaches a desired quality. It is
then stored in honeycomb cells. After
the final regurgitation, the honeycomb is
left unsealed. However, the nectar is
still high in both water content and
natural yeasts, which, unchecked,
would cause the sugars in the nectar to
ferment. The process continues as bees
inside the hive fan their wings, creating
a strong draft across the honeycomb,
which enhances evaporation of much of
the water from the nectar. This
reduction in water content raises the
sugar concentration and prevents
fermentation. Ripe honey, as removed
from the hive by a beekeeper, has a
long shelf life and will not ferment if
properly sealed.

History

Honey has a long history of human
consumption and is used in various
foods and beverages as a sweetener
and flavoring. It also has a role in
religion and symbolism. Honey use and
production has a long and varied
history. In many cultures, honey has

associations that go beyond its use as a food. Honey is frequently used as a talisman and symbol of sweetness. Honey collection is
an ancient activity. In Nithia honey was used to sweeten cakes and biscuits, and was used in many other dishes. Ancient Nithian
and Ochalean peoples also used honey for embalming the dead. The fertility god of Nithia, Min, was offered honey. In Sind, honey
is poured over the Immortals in a ritual called Madhu abhisheka. They use honey as a great medicinal and health food.

Collecting honey

Honey is collected from wild bee colonies, or from domesticated beehives. Wild bee nests are sometimes located by following a

honeyguide bird.

Collecting honey is typically achieved by using smoke from a bee smoker
to pacify the bees; this causes the bees to attempt to save the resources of
the hive from a possible forest fire, and makes them far less aggressive.
The honeycomb is removed from the hive and the honey is extracted from
that, often using a honey extractor. The honey is then filtered.
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Pint (10cn)

Common bee | Giant Bee

Rose Petal, Clover 5sp 15gp

Parsley

3sp 45gp

Lavender

10sp 300gp

Special Plants 35sp 1100gp

Flower

4sp 120gp

Heath Flower 6sp 180gp

Royal Yelly

40sp 500gp



Use

The main uses of honey are in
cooking, baking, as a spread on
bread, and as an addition to
various beverages such as tea
and as a sweetener in some
commercial beverages. According
to international food regulations,
"honey stipulates a pure product
that does not allow for the addition
of any other substance.’ this
includes, but is not limited to,
water or other sweeteners" Honey
barbecue and honey mustard are
common and popular sauce
flavors.

Honey is the main ingredient in the
alcoholic beverage mead, which is
also known as "honey wine" or
"honey beer". Historically, the
ferment for mead was honey's
naturally occurring yeast. Honey is
also used as an adjunct in some
beers.

Most bears actually eat a wide
variety of foods, and bears seen at
beehives are usually more
interested in bee larvae than
honey, in contradiction to the
commonly assumption that bear
prefer honey above all.

The magical honey is used by
Druids, clerics and Wizards alike
to create Cure-all potions. Normal
honey is valued at prices different
per sort of origin in honey. (See
table above)

Medical Use

Honey has also been used for
centuries as a treatment for sore
throats and coughs and, according
to recent research, may be an effective soothing agent for coughs.

For at least 2700 years, honey has been used by humans to treat a variety of ailments through topical application, but only recently
have the antiseptic and antibacterial properties of honey been chemically explained. In game terms, it gives the patient a +2 bonus
to saves in fighting of the disease.

Some studies suggest that the topical use of honey may reduce odors, swelling, and scarring when used to treat wounds; it may
also prevent the dressing from sticking to the healing wound.

Honey could reduce the time it takes for a minor or medium burn to heal—up to four days sooner in some cases.

Magical Honey of Giant Bees.

Giant bees make magical honey. If a character eats the honey of an entire hive (about two pints), it has an effect like a half-strength
potion of healing, curing 1d4 points of damage. When used as a salve or ointment it will cure 1d6 points of burn damage, and even
without leaving scars. Boogars ointment made of Giant Bee honey, (originally created by Boogar of Glantri—a Werebear
alchemist) is the only regularly sold ointment able to remove existing scars of any kind when applied for a month at daily regime.
This would cost about 100gp for an application of 4 square inch wound. This product is sold anywhere on Brun, and the recipy is
available to almost any alchemist or apothecary.

Storage

Because of its uniqgue composition and chemical properties, honey is suitable for long term storage and is easily assimilated even
after long preservation. Honey, and objects immersed in honey, have been preserved for decades and even centuries. The key to
preservation is limiting access to humidity. In its cured state, honey has a sufficiently high sugar content to inhibit fermentation. If,
however, the honey is exposed to moist air, its hydrophilic properties will pull moisture into the honey, eventually diluting it to the
point that fermentation can begin. Honey sealed in honeycomb cells by the bees is considered by many to be the ideal form for
preservation.

Honey should also be protected from oxidation and temperature degradation. Honey generally should not be preserved in metal
containers because the acids in the honey may promote oxidation of the vessel. Traditionally, honey was stored in ceramic or
wooden containers; however, glass is now the favored material. Honey stored in wooden containers may be discolored or take on
flavors imparted from the vessel. Likewise, honey stored uncovered near other foods may absorb other smells. Excessive heat can
have detrimental effects on the nutritional value of honey. Regardless of preservation, honey may crystallize over time.
Crystallization does not affect the flavor, quality or nutritional content of the honey though it does affect color and texture. The pace
of crystallization is a function of storage temperature, availability of "seed" crystals and the specific mix of sugars and trace
compounds in the honey. The crystals can be redissolved by heating the honey.
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Dangers
Because of the natural presence of botulinum endospores in honey, children under one year of age should not be given honey. The

more developed digestive systems of older children and adults generally destroy the spores.

Honey produced from the flowers of oleanders, rhododendrons, mountain laurels, sheep laurel, and azaleas may cause honey
intoxication. Symptoms include dizziness, weakness, excessive perspiration, nausea, and vomiting. Less commonly, low blood
pressure, shock, heart rhythm irregularities, and convulsions may occur, with rare (5%) cases resulting in death. DM; determuine if
these plants are dominant in the lair's surrounding. Then a save vs. poison is needed to

Royal Jelly or Queens Honey

Royal jelly is secreted from the glands in the heads of worker bees, and is fed to all bee larvae, whether they are destined to
become drones (males), workers (sterile females) or queens (fertile females). After three days, the drone and worker larvae are no
longer fed royal jelly, but queen larvae continue to be fed this special substance throughout their development. It is harvested by
stimulating colonies with movable frame hives to produce queen bees. Royal jelly is collected from each individual queen cell
(honeycomb) when the queen larvae are about four days old. It is collected from queen cells because these are the only cells in
which large amounts are deposited. The cells of queen larvae are "stocked" with royal jelly much faster than the larvae can
consume it. Therefore, only in queen cells is the harvest of royal jelly practical. A well-managed hive of normal bees during a season
of 5-6 months can produce approximately 500 g of royal jelly. (at 500gp/pint) Since the product is perishable, producers must have
immediate access to proper cold storage in which the royal jelly is stored until it is sold or conveyed to a collection centre.
Sometimes honey or beeswax is added to the royal jelly, which aids its preservation’ then it is called Queens Honey.

To date, there is preliminary evidence that it may have some cholesterol-lowering, (if eaten) anti-inflammatory, wound-healing, and
antibiotic effects (if applied as a salve). Royal Jelly is said to improve fertility in both men and women, in men by increasing the
quality of their sperm, and in women by increasing the quality of their eggs.

Royal jelly may cause allergic reactions in humans ranging from hives, asthma, to even fatal anaphylaxis. This is 1d10% per person,
checked only once in a lifetime.

Magical Effects
The queens honey has however several effects. It acts as a Potion of Heroism (permanent effect only when one originally is a giant

bee), it cures any sort of wound, (up
to 10d8hp (the hp of the Queen)
removes any disease and paralysis
and minor curses. It also gives the
creature consuming it double
Infravision (or when non available of
30), and removes all fear (natural or
magical). All these effects last 24
hours after the last bit of queens’
jelly is consumed,. Due to the
magical effects giant bee honey is
valued at 500 gp/2pints and queens
jelly at 5000 gp/pint.

Queens jelly can however only be
harvested in the first weeks of warm
weather after winter (temperature
must have breached the 15 degrees
Celsius barrier for more than a week,
and can be not harvested after the
first week of autumn.

Beeswax

Beeswax is a natural wax produced
in the bee hive. It is mainly esters of
fatty acids and various long chain
alcohols. Typically, for a honey bee
keeper, 10 pounds of honey yields 1
pound of wax. Beeswax from either
common bees or giant bees is
valued at 3sp/10cn.

Beeswax has many uses; Candles, Honeycomb foundation for beekeepers, Cheese coating, Skincare products, shoe, leather or
furniture polish. Resin, writing boards, embalming, waterproofing painted walls, payment or tribute, sealing wax lubricant, etc.
beeswax was also ancient'mans’s first moldable material to create jewelry.
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Bumblebee Giant (Bombus terrestris gigantes)

Insect Giant Bumbleb ee
Type Lowlife Insect
T errain Forest, Hils with water
Climate Temperate
Frequency Uncommon
Organization Nest
Activity Cycle Day
Diet Herbivore
AL N
NA 1d3
Size M: 3
ST 24
IN 2
W I 9
DX 9
co 14
CH 15
Languages 0
Spellcaster Limits; 0
AC 5
AV 1
HD 6+4*
HP 6d8+4 F
MV 60'(20) 3 ‘ "
FL 240/(60) e ool . ¥ i i e -
MF| 3 Bumblebees live like Giant bees, and feed upon plant juices and water plants. They
Load} 250/500 love the pollen of the amber lotus flower and are immune to it (or any other pollen by
N JUii[3 ;3 the way). Their poison causes an additional 1d6 points of damage unless a save vs.
Tiacks TStng poison (with a -1 penalty) is made, then it brings no fgrther_damage. _
et W If encountered at or near the nest' (a round burrow in a hill near water), therg will be
Special ATAcKS Boreon 1d6+6 bumblepees, and a combative queen. The queen has 8d4 HD_ s_md a sting t_hat
S pecial Defens es: see below causes ld8_ points of dama_ge. The poison from_ her_ sting causes additional 2-8 points
Immune to: Charm, Hoid, musion |  ©f damage if a save vs. poison at a -2 penalty is failed. Bumblebees do not lose their
Extra Vulnerable to; Cold stingers after use, but are as eagerly willing to die to protect the nest.
AM 0
Save as; F3 Giant Bumblebee honey, contains more treesap, and therefore can be sourer to
ML 7 taste. It has a highly disinfectant effect upon founds or organics of any kind, and
X P 650 therefore it is primarily used in the bandages of Mummies of any forgotten empire
1T nil (Primarily Nithian). It would prevent rot for up to 500 years, and thereafter slowing it
Body W eight 26LBS with for centuries. It could literally take 5000 years for and with bumblebee honey

embalmed corpse (if properly done at least) to rot away.

Honey had a wider use and more significance during burial services and funeral rites than during ceremonies for either birth or
marriage. Many ancient races, among them the Nithians, believed that the souls of the departed continued to live and required food
for their future maintenance, otherwise they would starve. According to ancient concept, the body was destroyed, but not the soul,
which survived and was supposed to return to earth. Death was considered not so much the departure of the body but that of the
soul, freed of its fetters, in flight to a future destination. Honey, as a rule, symbolized death among the ancients, an allusion to the
sweetness of death, contrasted with the bitterness of life. The Millenians also thought that life was bitter and death sweet. Honey
was offered to Hecate, the Chthonian Artemis. Hecate's by-name was Melitodes (honey-like).

There was no other more appropriate and favored food for the dead than honey. It is often still an established custom among the
Sindhi, Ochalean, Azcan, Nithians, Millenian, Thyatian to place honey next to the corpse. Similar practices were in vogue among the
Azcan, Atruaghin and the northern Eskimos. The Alphatians supplied not only food and drink but also clothing for their dead.

Before burial, the so-called funeral repast was placed next to the bier and rations were also stored in the graves to supply the needs
of the deceased. On solemn occasions, especially on death anniversaries, ritual services were held by relatives and friends during
which the most favored provisions of the departed ones were laid on the burial places or in the tombs. Honey and wine were often
sprinkled over the graves and over the funeral pyres.

In the various copies of the Nithian Book of the Dead which are the most ancient scripts, originating as far back as the Pyramid Age,
honey is often mentioned. In the tombs of kings, next to the mummies, jars of honey were placed. When found, this honey was still
in a fairly good state of preservation. Millions of jars of honey were purchased from the royal treasury for sacrificial offerings. There
is an inscription on a tomb in the Necropolis of Abidos: "The King appoints that a sum of three and a half pounds of silver from the
Treasury of the Temple of Osiris be given in order to cover the daily demand for one measure of honey, to be used at the ceremony
of the worship of the dead, for his beloved Naromantha." The Royal Butler, accompanied by the sacred bull, carried honeycombs
and lotus blooms to the tomb of the royal dead.

Honey sacrifices consisting of honey, honey cakes and edible plants were often tendered to the Nithian gods. The lips of the priests
were anointed with honey and part of the sacrificial food was later consumed by the believers

Senses; Infravision 90’, Darkvision, Scent, all high, other senses human.
Main Prey; Plants, Main Predator; Bear, Spider, Giant Wasp/Hornet, Spiders, Werebear, Owlbear, Humanoids.
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Termite, Giant Harvester (Nasutermitae formosan subterranean)

ermite, Giant Queen King/swarmer
ye Lowlife Insect
Climate/Terrain Any But Cold
Frequency Rare | f
Organization Nest ! | h
Activity Cycle Day \ J o k
i Omnivore \
N 4\ ;
6d10 3d6 1 [} !
In nest100 + 6d100] 1d100 1d8 &
M;6'long 2'high :
2 2 'l = W
17 18 —
0 0 < [—= 1'[ :
0 0 / = 1
3 3 ~ |
2 2 2 1 ¥
142 2+2 8+8 6+6 E < :
1d8+2 2d8 8dg+8 6d8+6 Guard/Soldier Digger/Farmer Drones
90'30) | 90'30) | 30(10) 6020

FL (1t year Only) 120140 120'40) Grot_Jps of 30 or more worker termites are ac_compan_ied _by
ME (1st year Only) B soldiers. Soldier termites can spit an |rr|tat|ng liquid like
BR (1st year Only) 30107 . Kerqseng once per turn at a range of 10 feet. This flammable

13 liquid blinds creatures, for 5d4 rounds that do not save vs.
Thite - poison. If ignited, termite spittle causes 4d4 points of damage.
5d6 King termites have double range spittle and can use this
Special Attacks, attack every other round, but the queen lacks this ability. Both
Special Defenses; o | the queen and king (and the eggs) are guarded by twice the
Im mune to; Hold, Musion number of workers and soldiers encountered normally, and
Extra Vulnerable to; ire, Cold Slows who attack with a +1 to hit and a +5 bonus to morale rolls.

0 Senses; Tremorsense 30, infravision 60’, darkvision, scent

F5 high other senses low.
6 Main Prey; Funghi, Plants, dead organic matter, Main
1 s 350 Predator; Spiders, Humanoid, mammals.
Nil nil
500cn | 600cn 5000cn 1600cn
1800cn

The termite is the acknowledged master architect of the
creature world. No other insect or animal approaches the
termite in the size and solidity of its building structure.

The world's tallest non-human structures are built by giant
termites. The relative size of a single termite nest is the
equivalent of an 18 story building--almost 200 feet high.
Obviously this knowledge is innate to the termite. The
process of construction, the materials and correct
combination of materials to yield an elegant, structurally
efficient and durable structure is simply awe-inspiring. The
building material is usually local soil mixed with saliva.
Sometimes dung is mixed in. It becomes so hard and
impervious that the native people of the area use it for
building their mud and stick shelters.

King

Queen

Swarmer (Male and Female)




The termite mound, or termitary,
consists of hard, thick walls that seal
aktic in moisture and keep heat out. The
termite towers are designed for
cooling. A system of channels and
ducts circulates air through the
a dgE mound. These passageways run
through areas of the mound that
have walls that are porous or have
tiny ventilation holes. The pores act
brood as fresh air ventilation and stale air
exhaust. This supply and return
chamber system performs solely on heat and
gravity with no moving parts. At the
lower core of the termitary are the
— oYyl living and working quarters (10'-15'
= || high). This area is the coolest and

most insulated zone of the nest.

duct to air
thannal

ridge
channels __

furigus
cambs —

brood The royal chamber (15-25' high),
hamber which is the largest chamber in the
foundation nest, houses the queen and king.
. Below the royal chambers (10'-15’
. high) are where the workers store
pl]lar food and care for the young
termites, called nymphs. In some
colonies the workers tend gardens
(10’-15’ high) where tiny mushrooms
and varieties of fungus are grown.
The termites grow this fungus inside
a comb which is located in several
pockets in the central zone of the
inner nest.

oellar .

The comb, made of termite
droppings, provides
nourishment for the growing
fungus and the termites feed on
both the fungus and the comb.
Termites live on cellulose, the
substance which makes the
framework of vegetation, and
fungi. Ingress and egress from
a termite tower is provided by a
series of underground tunnels.
The tunnels lead outward and
branch into a network of
passage (4' to 6 high) that
open to the outside. The insects
make their trips to the outside
at night, when it is cooler, and
collect twigs, leaves, seeds and
other food. In very hot, dry
climates some species in the
desert dig straight down
exceeding 1250 feet (380m) to
connect  with  underground
water.  Underground  wells
supply the termitary with water
and a source for cooling the
interior.

The peaks and towers of the termite's nest act as lungs that expel rising hot air, which is generated by the breaking down of the
fecal comb by the fungus. The air then rises via a large central air duct and moves up through the long porous chimneys’ the carbon
dioxide in the air then diffuses to the outside, while oxygen diffuses into the chimneys. The oxygenated air eventually loses its heat
to the cooler outside air and cools sinking down into the cellar’ such an ingenious system is necessary for the survival of all termites
to a single colony.

The exterior form of the termite nest depends upon the climate. For instance some termite nests have adapted to their rainy
surroundings by creating umbrella-like roof structures that direct water from heavy rains away from the nest. Compass termite nests
appear like giant wedges with the broad side facing due east and west. This solar orientation serves to keep the high, intense sun
from hitting any appreciable portion of the mounds surface and allows the weaker morning and setting sun to warm the greater
surface area of the structure; thus, the structure attempts to create an even heating situation whereby the mound does not overheat.
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Termite, Water (Nasutermitae formosan Aquus)

Termite, Giant Fresh Water
Type Lowlife Insect
Climate/Terrain Any water but Cold
Frequency Uncommon
Organization Floating nest of weed/plants
Day
Omnivore
N
0(1d4) 0(1d3) 0(1d6+1)
2d20 2d20 2d20
S;3'long 1'high
2
18
0
0
3
2 2
1+1 2+1 4
1d8+2 2d8 1d8+1
90'(30") 120'(40") 180'(60")
300'(100") 300'(1007) 300'(100")
19 18 17
1 bite 1 bite 1 Bite
1d3 1d4 1d6
Special Attacks; Hull damage
Special Defenses; Ink Spray
Immune to; Charm, Hold, lllusion
Extra Vulnerable to; Fire, Cold Slows
0 0

F1 F2

10 8 gt

15 25 i #
Nil -

=50on 500on Water termites range from 1’ to 5’ long, the largest found
only in ocean waters. The three species of water termites
Type S all belong _to the_ same breed and can interminglg freel_y.
Climate/Terrain Any water but Cold Any offspring will alwa_lys be that of t_he Queen’s racial
Frequency Uncommon stem. All are shaped like normal termites, except for an
Organization Floating nest of weed/plants elastic sac in their abdomen that can intake and expel
Activity Cycle Day water for movement and feeding. When the sac is
Omnivore completely expanded, the creature looks like a large
N balloon with a small insect like head on the front.

Termite, Giant Queen Kimg

The creature does not bite unless cornered; instead, it
uses an inky spray for defense. When frightened above
water, a normal attack roll must be made. A victim hit by
the spray must make a saving throw vs. poison or be
paralyzed for 1 turn. Underwater, its ink does not paralyze,
but merely provides an inky cover for the creature's retreat,
forming a cloud 10" high x 10" wide x 10' long. The cloud
provides total concealment and obscures all vision within
the cloud (including magical or supernatural vision.) The
30/(10) 60720) termite may squirt ink up _to once per 6_rounds. The real
FL (Lst year Only) 120'(40) 120(40) ter_ror of these_creatures is the destruc_tlon th_ey bring to
MF (Lst year Only) 5B 5B ships. They cling to_hu!ls, each causing points of_ hull
BR (Lst year Only) 30(10) 30'(10) damage equal to their bite before letting go (they bite a
13 15 chunk of wood away as food for their offspring—so they
T bite T Do bite only once each, but may return later for another bite).
5d6 3d6 Once any damage has been inflicted, there is a 50%
na chance per round that someone will notice the leakage. A
Special Defenses; Ink Spray water termite can while swimming perform some special
Immune to; Charm, Hold, Illusion action or avoid a hazard. It can always swim, even if
Extra Vulnerable to; Fire, Cold Slows distracted or endangered. It can use the run action while
0 0 swimming, provided it swims in a straight line. They are
F5 F2 nearly mindless - they have animal intelligence and are
6 4 immune to all mind-affecting effects. They have no sense
775 350 of morality and are always neutral. They have 60ft.
infravision and any treasure they possess (which is usually
none) consists of the property of former victims.
Senses; electric sense 30’, darkvision, taste and scent high

8+8 6+6
8d8+8 6d8+6

5000cn 1600cn

other senses human.
Main Prey; Funghi, Plants, dead organic matter, Main Predator; Spiders, Humanoid, mammals.
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Giant Hornet (Vespa gigas-magicans)

Insect Giant Hornet

yoe Lowlife; insect
Climate/Terrain Any Forest or cave
Frequency Uncommon
(Organization Solitary ~
Activity Cycle Day
Diet Omnivore \\._
N
1 \
M; 5'ong'

FL
MH
Load (non flying)

1 Sting
1d4

Special Attacks; Poison
Paralysis
Special Defenses; 0
Im mune to; Charm, Hold, lllusion
Extra Vulnerable to; Fire, Smoke
0
F2
8
300
nil
22 LBS

Giant hornets are nothing more than
fantastically enlarged versions of the normal
1"long insects. Unlike their more common
cousins, they are often hostile and aggressive.
The giant Hornet has a 5’ long body with a 10’
wingspan. Their chitinous exoskeleton is
marked by shiny, parallel stripes of black and
yellow (or reddish yellow). The abdomen is
tipped by a retractable stinger. Hornets do not
lose their stingers when they attack.

Combat

Giant hornets are solitary creatures that will attack on sight. The solitary giant hornet swoops down on its prey, holding it with its
legs, while its stinger repeatedly stabs the victim. In addition to inflicting 1d4 points of damage, the stinger also injects a potent toxin.
If a saving throw vs. poison is not made, the toxin does an additional 5d6 points of damage and 2d6 hours of paralyzation. Smoke
and flame are powerful weapons in battle against these giant insects. Smoke causes them to become somewhat tranquilized,
invoking a -2 penalty on its attack rolls and morale. Flame frightens them greatly, and they will suffer a -4 penalty on their attack rolls
against anyone who is using fire to defend him/herself. The hornet’s wings are especially vulnerable to flame and will be consumed
by any form of fire-based attack in one round. Although this does no physical harm to the hornet, it dies render it flightless until its
wings grow back in 2d6 weeks.

The giant hornet is a very noisy flier and the buzzing of its wings can be heard up to 150’ away. Underground, this range is halved
for each wall or closed door between the monster and the listener.

Habitat/Society

Giant hornets are believed to be the result of magical experiments gone awry. Save for the fact that they are much more aggressive
than the common hornet; their gigantic size has not changed their instinctual behavior.

Once per month, female hornets will prepare a nest and attract a male for mating. Together the two create an egg chamber in some
out of the way place. Egg chambers can be established in pits, abandoned buildings, caves, or any similar area. The walls of the
chamber are coated with a mixture of mud, cellulose, and hornet saliva which hardens in a material resembling rock. The
construction of the chamber takes between 1 and 6 days, depending on the size.

When the chamber is completed, the couple mates. The male departs shortly afterwards, but dies within a day or so from
exhaustion. The female leaves the chamber in search of a victim which it paralyzes and carries back to the chamber.
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Once in the chamber, the hornet uses its mud-like compound to bind its prey and inject it with 2d4 eggs. It leaves promptly
thereafter, pausing only to seal the egg chamber (which takes 1d6 hours). Mere hours later, the eggs hatch and the larvae within
begin to feed on the living but paralyzed body around them. The six inch long larvae do 1 point of damage each turn each. After
devouring the body, the larvae enter pupal stage and metamorphose into young hornets in 2d3 days. Thereafter they break through
the walls of the egg chamber by dissolving it with their saliva and fly off to begin their lives in the wild.

Ecology

The giant hornets are the result of deliberate tampering with nature. They roam the world mindlessly following their primal instinct to
reproduce. Hornet's toxin decays quickly when removed from the body. It can be used to coat blades and such only if the poison is
less than to days old. The toxin may also be used in the preparation of anti-paralysis potions and antidotes.

There is a 5% per individual (check once in a lifetime) that it is allergic to wasp and hornet poison; in this case the victim must save
vs. spells or die by anaphylactic shock.
Senses; Tremorsense 30’, infravision 60’, darkvision, scent high other senses low.
Main Prey; Mammals, Insects, Main Predator; Spider.

Giant Jellowjacket, Giant wasp (Vespa gigantes and V.gigas)

Wasp

Climate/Terrain
Frequency

Lowlite; Insect
Any Forest or cave
Rare
Hive
Day
Omnivore
N
1d20
M; 4'length/6'wingspan

12
1
6

16

10
8

4* 2*
408 2d8
60'(20') 90'(30)
210770 240'(80")
3 3B

16

1 Bite

104 |

1 Sting

204 | 204

Special Defenses;
Immune to;
Extra Vulnerable to;

Poison, Paralysis
0
Charm, Hold, lllusion
Fire, Smoke

F2

These two species of insects (Yellowjacket and Giant Wasp) are
very similar to giant hornets but live in swarms of as many as 20
individuals. These do not genetically match, but further they
behave equal. Wasps do not lose their stingers when they attack.
Wasps are hunters and carnivorous predators. They make a
wood/paper based hive in lair, caves or even under houses

Giant wasps are cooperative insects that build and maintain
immense hives. Constructed of a thick paper-like substance
(chewed bark and wood with saliva), giant wasp hives are home to
1d20+20 adults, and 1d4 x 100 eggs, larvae, and pupae. Their
hives may surround a large tree or fill a vast chamber in the earth.
A giant wasp attacks with its powerful bite (2d4 damage), then
stabs with its stinger for 1d4 points of damage. Failure to make a
save against poison means that the victim hit by the stinger has
been injected by a powerful poison; the toxin does an additional
5d6 points of damage and 2d6 hours of paralyzation. Paralyzed
victims are carried back to the hive and placed in the communal
egg chamber where they are quickly (alive and aware) consumed
by the hungry larvae.




Alarm escalation

LIFE-HISTORY OF THE HORNET.

@, b, Adult; ¢, Portion of brood-cells ; d, Larva; e, Pupa. (d and e somewhat enlarged.)
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Giant Wasps, like many social wasps, can
mobilize the entire nest to sting in defense:
this is highly dangerous to humans. The
alarm pheromone is used to raise alarm of
nest attack, and to identify prey, for
example bees. It is not advisable to kill a
giant wasp anywhere near a nest, as the
distress signal can trigger the entire nest to
attack. Materials that come in contact with
pheromone, such as clothes, skin, dead
prey or wasps, must be removed from the
vicinity of the wasps nest. Perfumes and
other volatile chemicals can be falsely
identified as pheromone by the wasps and
trigger attack.

Actions to avoid

Disturbing a nest (including vibrations and
loud noises), Being within a few meters of a
nest , Disturbing or killing a wasp within a
few meters of a nest, Blocking the path of a
wasp, Breathing on the nest or wasp,
Making Rapid air movements, wasps prey
on many insects that are considered to be
pests, so are actually beneficial. They do
also prey on bees, but unlike honey bees,
wasp colonies die out every winter. Their
eggs surviving the cold, breaking open in
spring building new nests.

Senses; Tremorsense 30’, infravision 60’
darkvision, vision high other senses low.
Main Prey; Mammals (mostly rodents),
Animals dead or alive matter Insects, Main
Predator; Spider.




Pernicon (Pernico pernicon)

Insect Giant Pernicon Leader
Type Lowlife Insect
Climate/Terrain Forest, Swamp, Jungle
Frequency Rare
Organization Swam
Activity Cycle Day
Diet Camivore/Hemovore

L N
NA 1 Swarm; 4d10 1

In Lair 20%j 300 to 3000 1

Size T; 1to 2"long T; 4"long
ST 9 10
IN 6 5
W | 5 7
DX 9 9
CO 10 11
CH 9 9
Languages 0 0
Spellcaster Limits; 0 0

© 3 2
AV 1 1
HD 1* 1*
HP 1 2
MV (jumping) 120'(40")
THACO special 20
Attack s 1 swamm attack Drain
Damage 1d10/swarm 1hp/r max 10
Special Attacks; Continuous damage
Special Defenses; see below | 0
Im mune to; Charm, Hold, Illusion
Extra Vulnerable to; Cold, Smoke, Fire
AM 0
Save as; F3
ML 7
X P 13
TT nil ] 25% 2d6gp melted
Body W eight 0,5cn
Adventurers wandering the vast reaches of desert
lands might happen upon a brightly-colored insect
resembling a large grasshopper. Well known in desert

lands not only for their powerful abdominal pincher but also for their uncanny ability to detect moisture. It has six legs like all insects,
but for some unknown reason these are rarely depicted in art forms of this creature. These rainbow-swathed are actually pernicons.

A brightly colored insect rather like a grasshopper about 2 inches long. There are several points that distinguish it from its smaller
cousins. Coloration is vastly different, with red, yellow, ochre, and blue being common, as well as some rarer shades among those,
such as orange-yellow or greenish-yellow.

The Pernicon inhabits the outer regions of deserts. It is much prized by the nomads of these regions, because the antennae on its
head are water-diviners, vibrating and giving off a low hum (audible in 15, but greater distances are reached with greater amounts
of pernicons) when within 120’ of a large quantity of water. The droning hum of a swarm of pernicons is somewhat unnerving to
anyone unaccustomed to hearing it, but those who know the desert know that where that sound is heard water is not too far away.
Any characters traveling in the desert that hears the hum of a Pernicon swarm may make a Wilderness, Desert survival or
Knowledge (nature) check to locate the water supply. Perhaps one of the most unusual aspects of the pernicons is that they are not
unintelligent vermin as they possess a rudimentary intelligence that goes beyond other animals.

The Pernicon is usually inoffensive, but it attacks in large numbers if disturbed, accidentally or otherwise. It leaps on its victims and
grips exposed flesh with the set of pincers at the rear of its abdomen. The pincers themselves do 1 hit point of damage and then
begin draining the fluids of the victim at the rate of 1 hp per subsequent round, without requiring further hit rolls. Normal pernicons
are capable of draining 5 hp of fluids in that manner, thus being capable of doing 6 hp damage total), at which point they are quite
bloated and will drop off the victim to crawl away. A Pernicon attached to a victim has an armor class of 10. However, on an attack
against it that misses and is a roll of 4 or more under the number needed to hit it, the victim is hit and receives half-normal weapon
damage (rounded down). If the insect is slain while attached, the pincers remain in the victim and continue to drain hit points (fluids)
at the rate or 1 point per round. Removing the pincers, which can be done easily in 1 round by the victim or a companion, inflicts an
additional 1 hp damage but stops the fluid loss.

Another difference is that the Pernicon lacks wings. It's a crawler and jumper. The pernicon’s diet does not consist mainly of other
animals, as he appears to imply. They are primarily herbivores, though, creatures “eaten” aid the creature by providing much-
needed liquids, and some nutrients, but pernicons cannot live on fluids alone.

Leader pernicons:

In each colony of pernicons, there is one extraordinary leader Pernicon, whose main functions are deciding when it's time to leave
the lair, choosing where to establish a new lair, and breeding. Leader-type pernicons are different from normal sorts as follows: AC
2, 2 hp, 4" length, low intelligence, and the capability to drain up to 10 hp of fluids (at 1 hp/ round). A leader-type Pernicon invariably
has its own chamber in the lair, and there is a 25% chance that the chamber’s walls are of saliva-glued gold dust (value 2d6 gp if
melted down). In mass combat (see below), the leader is treated as an individual monster, never as part of a swarm.
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Combat
The Pernicon is usually inoffensive but

will attack in large numbers if disturbed,
accidentally  or  otherwise. Since
pernicons are small creatures that attack
in large numbers, they are difficult to
manage in a conventional combat
manner. The following suggestions
should help the main Pernicon swarm
always divides into small swarms of
relatively equal size for each opponent. A
swarm may then be in some ways treated
as if it was a single creature. Each
Pernicon has 1 hp, so the collective
‘creature’ has as many hit points as there
are pernicons within it.

Pernicon attack by swarming victims and
tearing at exposed flesh with their large,
strong abdominal pinchers. Able to worm
their way under clothing and Armor, no

one is completely safe from these
creatures. When a Pernicon attacks it buries its pincers into the flesh of its victim. An attached Pernicon has an AC of 10. When the
swarm hits, the victim suffers 1 points of damage per attached Pernicon by draining bodily fluids from the victim. If the victim falls
unconscious; below 1 or the victim dies these creatures have a 50% chance to attack other nearby creatures due to their inherent
higher intelligence than most other insects.
If a Pernicon is killed while attached to the victim’'s body, its pinchers remain buried deep in the flesh. Forcefully removing the
pinchers of a Pernicon deals 1 points of damage to the victim. A Healing skill check or cure wounds spell can remove them without
further injury.

A victim is more likely to attack successfully against such a large number of Armor/Clothing Pernicons able
insects, so the swarm’s opponent receives +1 to hit for each ten pernicons alive
and lighting him when the attack is made the number of pernicons that can actually
attack depends on the clothing or armor of the opponent, as noted below. Shields
affect armor class (they can bat away insects), but not the number of creatures
able to attack. Combat is carried on in a fairly normal manner. When there are very
large numbers of pernicons, it is recommended that the DM take a percentage (20
minus the number required to hit a Pernicon, times five) of the number of
pernicons able to attack as the number of successful hits. Each hit does 1 hp
damage, and once pernicons are attached, they remain so for up to five more
rounds. The number of pernicons attached to a victim reduces the number of
pernicons able to make further attacks — thus, a person in full plate with three
pernicons attached is effectively immune to further attack until the three drop off,
though he takes only 3 hp damage per round from them.

victim To Attack
200
100
50
40
30
20
15
15
12

Note that the pernicon’s attack form will not harm certain creatures greatly, if at all,
at the DM's discretion. The “immune” group should include all undead, most
elementals, Dragons, some outer-planar creatures, Constructs like golems,
Creatures with an AV of 10 or higher, and so on.
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Jumping

The distance that a Pernicon can jump varies greatly. This author suggests a base horizontal range of 10’ and a vertical range of 5'.
These figures should be adjusted at the DM'’s discretion, in consideration of such factors as wind speed and direction, and
temperature.

Pernicons function more sluggishly in lower temperatures, but this is not generally a factor in their desert environment, except at
night.

Sample combat:

Colonel Endrivan (9‘h level fighter, 55 hp, STR 17, chainmail +2, shield, longsword +1) and his henchman Vandren of Agenelia (2nd
level fighter, 13 hp, STR 14, studded leather, shield, broadsword) have the misfortune of encountering 40 pernicons. The larger
swarm divides into two swarms of 20 each.

First round: The Colonel and Vandren gain the initiative and attack. Both receive +2 to hit, since they are each fighting 20 pernicons.
Colonel Endrivan needs a 5 and rolls an 18; Vandren needs a 15 and rolls a 14. Colonel Endrivan rolls a 6 for damage, adjusted by
+2 for strength and magic, thus killing eight pernicons.

The pernicons attack. Chainmail allows all 12 pernicons remaining in Endrivan’s swarm to attack, and they need a 19 to hit. The DM
rolls a d20 twelve times, and three hit with rolls of 19 or 20, thus reducing the Colonel to 52 hp. Vandren does not fare so well. A 15
is needed to hit Vandren and there are twenty pernicons, the DM rolls five to have hit. Vandren is down to 8 hp.

Second round: The pernicons gain the initiative. For a start, the three pernicons attached to Endrivan and the five on Vandren take
their toll, leaving 49 to the colonel and 3 hp to his henchman. The nine pernicons swarming around Endrivan attack, and one hits.
Five more of Vandren'’s attackers hit and he loses consciousness (at -2 hp) from blood and fluid loss. The ten pernicons attached
feast to their capacity, and the ten that aren't attached now move toward Endrivan(50% chance to do so), to fight him the next
round. Colonel Endrivan fights back, receiving two attacks this round. Since there are only eight in his swarm, he needs a 7 to hit,
but he misses twice with a 3 and a 4.
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Third round: Once again, the insects gain the initiative. The four pernicons on Endrivan reduce him further to 44 hp. Those leaving
the body of Vandren (50% chance to do so) bring the number of attackers to eighteen, and two hit. Endrivan now needs a 6 to hit,
and rolls an 8; the damage roll (a 6, plus adjustments) indicates that he has slain another eight pernicons.

Fourth round: Endrivan gains the initiative, and attacks twice; he needs a 6, and rolls 19 and 17, killing all “swarming” pernicons.
Those attached do another 6 hp damage, leaving Endrivan at 36 hp.

Fifth round: The Colonel, having some knowledge of pernicons, attacks one of the more recently attached ones and removes it. He
also removes the pincer, but is down to 30 hp at the end of the round.

Sixth round: Endrivan removes another Pernicon, and the three who attached in the first round of combat fall off, bloated. The
Colonel has 25 hp left.

Seventh round: Endrivan removes the last Pernicon and pincer, and kills as many of the horrid, crawling beasties as he can find. He
emerges from the encounter with 24 hp out of his original 55.

As can be seen, large numbers of pernicons are formidable even to high-level fighters. Of course, a wand of Fire or Cloudkill can do
much to counteract an unwanted swarm of the pests. . .

Habitat/Society

The Pernicon lives in the outer reaches of deserts, probably so that it has a supply
of vegetable matter available for consumption when there is a lack of animal life;
again, unlike the grasshoppers and locusts, it is truly an omnivore. The creature
feeds on animals by jumping on them and clenching exposed flesh (or soft body
parts, in the case of some creatures) with pincers at the rear of its abdomen.
Through this, the insect drains the fluids of the victim, and often its life. The DM
should remember how the Pernicon harms. It sucks out body liquids. If a creature
has no body fluids, it won't be harmed, except by the pincer being clamped on or
pulled off.

The pincers continue to siphon out one’s endurance even if the insect is slain, and
removal of the pincers is a delicate and painful task. Only 1 hp damage for the
removal of a pincer of % inch in length (at most).

Though they are small and weak, the trouble in killing pernicons lies in hitting
them, because of their size and swift hopping. Always beware those pincers; a
Pernicon dodging your blow may at the same time be launching its own attack. Of
course, a Pernicon that is attached to you makes a much easier target. A Pernicon
attached to a victim has AC 10. Note that if an attack is made on such a Pernicon
and the attack misses, a hit roll against the victim should be required 50% of the time, with no dexterity adjustments applicable.
Even if the Pernicon is killed, its pincers remain in the victim.

One seeking these creatures should hope to find a small foraging group of pernicons, rather than the thousands that infest a lair.
Though one or two cause little trouble to anyone with fighting experience, a large group poses a threat even to the most able of
warriors. For dealing with combat between pernicons and armored characters, refer to the table.

Lair

The lairs of the creature are found near the desert's edge, as mentioned before, near their plant and animal food supplies. A lair
almost resembles a town, being made of many mounds resembling large conical anthills raised from the sand, dirt and silt ranging
between 3’ and 5’ tall. An inhabited “town” of pernicons will rarely, if ever, be located more than a mile from the border of the desert.

Remember that they are hills, with burrow entrances. Make sure that they are just that; near many Pernicon “towns” are the pits of
ant lions, which are giant insects of greater power and aggressiveness. Those ant lions living in such places often feed on pernicons
which leave the lair to forage, though a little variety in the ant lion’s diet is welcomed. On occasion, the ant lions become the prey
rather than the predator. Once | saw a huge swarm of pernicons attacking one, covering its body and draining its life. | would guess
that it had dug unwittingly into one or more of the pernicons’ tunnels and was paying the price of annoying the occupants.

The burrows from the mounds go down at least six feet, to where the ground is more firm. It is here that the pernicons rest, breed,
and spend much of their time. They dig long tunnels, each usually no more than half an inch high—which is ample space for the
insects. The Pernicons, by their water-detecting powers, tend to dig down where there is a supply of ground water. In some places
there would be tunnels going down a hundred feet or more! They need these humid “wells” to lay their eggs in, lest the eggs shrivel
up and the young die before birth.

Female pernicons lay eggs twice a year. Special moisture-holding chambers are made by the pernicons, by gluing grains of sand
together with sticky saliva (produced from fluids drained from victims), to hold the hundred or so eggs deposited by each female
after mating. Because of the thin, membranous shells of the eggs, they have to be deposited on moist sand lest they shrivel up and
die before hatching. This is the reason that the pernicons tunnel down to reach ground water or moisture (which is closer to the
surface near the border of the desert), and the major reason that they possess water-detecting antennae.

After sand on the chambers’ floor is sufficiently dampened and the eggs deposited, the chamber is sealed by saliva-glued sand to
contain the moisture. The young hatch within a week or so and eat their own shells (and sometimes their neighbors. shells, or even
their neighbors). They then burrow out to join the colony. As the average, only 1d6 of a pernicon’s hundred laid eggs will survive to
maturity. The rest will die or be eaten by other creatures.

After the pernicons have eaten all the food near their “town”, they move on to another location, abandoning their old lair to seek a
new place with more food. The entire colony moves at once—a great multicolored blanket moving across the land: crawling,
jumping, and devouring everything in their path until they find a suitable site for a new tunnel complex. There is a 1% chance that an
encounter with wandering pernicons will be with a moving colony, in which case the number appearing will be the lair size rather
than the normal “wandering” size (i.e., 300-3000 rather than 4-40). Player characters meeting such a group are advised to get as far
away as possible, as fast as possible. Pernicons en route to a new lair are particularly aggressive, since they will need animal fluids
for the construction of the tunnels and egg chambers of the new lair. Hundreds die on the journey, but hundreds more live. They are
the hated enemies of farmers and those who live off the fertile land. As they eat plants around their new “town” in great quantities,
they enlarge the desert. But just as the farmers loathe them, the nomads and travelers of the desert treasure them almost beyond
gold.
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Water divining

The antennae of the creature have a curious water-detecting power. When within two score yards of great amounts of water, the
antennae vibrate and hum (Any water body of 5000 gallons or more should be easily detectable. Smaller amounts should be
detectable at closer ranges). The creature’s water-divining power has been cause for much speculation and theorizing among
sages. It does not seem to be magical in a strict sense. This is, however, no place to argue the difference between ‘magical’ and
‘natural’. No magical power is required in the preservation process. Through the length of the antenna from outer tip to anchor is a
clear, oily liquid. In the presence of the elements of earth and air it remains still, but water causes the fluid to become agitated,
vibrating the antenna. This could be compared to the liquid-crystal display in digital watches. Electricity causes the liquid crystal
molecules to align in such a way as to absorb light, becoming visible to the observer. The radiations of water cause the Pernicon
antenna’s oily fluid to behave in the opposite manner—going from a neutral state to chaotic and agitated. Close contact with fire
renders the liquid a brittle solid, which has no divinatory powers. Fire causes the reverse, the liquid going to a rigidly structured form.
Submersion in water destroys the antenna; the oily substance disperses rapidly, bursting out of and shattering the antenna.

Ecology

Among many nomadic tribes, the Pernicon antenna is a sacred
religious object offered by some shamans to their Immortals for
water. To some desert cultures, the insect itself is sacred and is the
symbol of deities. The ancestors of one nomadic tribe sacrificed
criminals to the Pernicon swarms. It is ironic that while some hold
the Pernicon sacred for religious reasons, among other groups
(most notably the royalty and very wealthy classes) the Pernicon is
sacred for culinary reasons. There are several ways to prepare the
insect, though always the antennae and pincers are removed. In a
favorite recipe, the pernicons are fried in olive oil and served with
salt and camel butter. Cooked properly, they are light, crispy and
delicious; furthermore, they are a status symbol indicating great
wealth. Attempts have been made to domesticate the creatures, but
none yet successfully.

Despite being a culinary delicacy, even more valued are the
creatures’ antennae, as mentioned before. It is not easy to find
them on the market. Near the eastern edge of the Great Sindhi
Desert, they are sold for considerable sums of money, but they are
often improperly preserved (disintegrating in the buyer's hands
moments after being purchased) or were not correctly removed
from the creature (and thus are completely useless). In all
likelihood, you will have to find and preserve the antennae yourself
to ensure their quality. The first problem, once you have found and
slain the Pernicon, is the careful removal of the antenna. The
antennae have a bulbous portion not far below the outside of the
skull. This anchors the antenna, but still allows it movement. There

are tiny muscles in the anchoring chamber. With them, the
antennae may be moved together or in different ways. This is helpful in finding the direction of water. One antenna is aimed one
direction, and the other the opposite. The creature can detect the most minute difference in the frequency of vibration, and the
antenna vibrating faster is closer to the water.

Humans using an antenna have to move around, with the antenna indicating the direction of the source. Beneath the ‘anchors,’ the
very bases of the antennae are short, thin projections with rounded tips. Each tip touches a sensitive, rubbery tissue atop the
creature’s brain. This tissue detects the vibrations of the antennae (if any) and the direction it is aimed, and sends them to the brain,
which can interpret the signals. To correctly remove the antenna, the skull must be pulled apart to either side of the anchor, and the
antenna cut free from the muscle tissue and removed. Most professionals use a special tool, a spring tweezers, to remove the
antenna; if these are not available, the next best things are some of the more delicate instruments found in most sets of thieves’
tools. Successful removal is not automatic. The base chance, rolled on a d20, is equal to the dexterity of the character (or the
average of two characters) attempting the removal, modified as follows: If the first time ever tried, -10 (then -9 on the second, -8 on
the third, etc.); If special tools are used, +2; If thieves’ tools are used by two characters, no adjustment; If thieves’ tools are used by
one character, -2; and, The task requires the total concentration of the individual(s) involved. If work is disturbed before finishing the
removal, there is an 80% chance of the antenna being ruined. If other tools are used, such as hairpins, -2 (two characters) or -4
(one character).

Though small and delicate, an antenna lasts quite a while if you care for it well. If allowed to become damp, it disintegrates. It is by
nature dry, and immersion in water causes it to explode harmlessly. An antenna is also brittle, and crumbles to dust unless handled
with utmost care. It is good to have it stored carefully and used only when necessary. The Desert Nomads have a simple but
effective means of storing their antennae, which is recommended to all travelers. They use a bone map case, in which is placed a
roll of camel hide (with plenty of cushioning fur) around the antenna. It does an excellent job of protection, so that the antenna will
usually remain intact even if dropped quite a distance (Pernicon antennae should have saving throws for resisting damage from
falling. Normally 20 is the proper save, but in such a bone case, it should be 10, adjusted upward by 2 for every 10’ fallen. A metal
case grants a base saving throw of 8). It also keeps the antenna silent and still when not needed. If the case is watertight, it is even
more useful. Some folk, such as some merchants | know, prefer metal or wooden cases, often inlaid and decorated with precious
metals and stones. A last word of advice must go to the traveler: The antenna can only detect water. If there is no water near, the
antenna is of no more use than another grain of sand.

If a Pernicon antenna is used by a cleric or druid as an additional material component for a create water spell, the spell will produce
10%-60% more water than it would otherwise. As with other material components, the Pernicon antenna will disappear after the
spell is cast.

Senses; Darkvision, scent high other senses low.

Main Prey; Humanoid, Main Predator, Insect, Spider, Lizard.
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Hivebrood (Formica hominoidea-parasites)

Broodling

Lowlife Insect
Any But Cold
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N

Climate/Terrain
Frequency
Organization

ctivity Cycle
Diet

1d100(1d100+20)
M; 4.5'-7
Host -1d6
4
Host-1d6
Host-1d6
Host
Host -1d6
Scent/Signals
Hivemind Powers
6
1
as Host*
as Host+1d4

*

rSowoowolh ar N

1d4 each
or 1 weapon
by weapon

1 bite
0 1d6
Body Metamorphosis

Hivemind Powers
Infravision 60"
Cham, Hold, lllusion, vision affecting spels
0
M 0

Save as NM 1 F3
ML 12
X P 0 1 35 or Host
T N,U,O,V
Body W eight 5cn J asHost-150 cn

Hivebrood are communities of insects somewhat similar to ant
colonies (of which they evolved naturally or magically enhanced—
sages are still unsure about this). Unlike ants, however, the large
parasitic members of a Hivebrood live by infesting other intelligent
beings, controlling, and eventually destroying the host in the process
for members of a Hivebrood, individuals have no meaning or worth;
only the interests of the Hive matter.

Hivebrood insects have many specialized forms, each one
depending on the state of development or the main duty it performs’
the six different functional types of Hivebrood members are; the
Larva, The Broodling, The Hivebrood, The Hiveleader, The
Hivemind and the Broodmother.

Larva (Larvae Formica hominoides-parasites)
A Hivebrood contains a few (1d20)
insects in larval form that resembles
a legless beetle about 6 inches in
length. Once born the Broodling
larvae are not kept in nurseries to
grow, but are placed on paralyzed
victims, who become hosts for the
parasitic larva. The larva has only 1
hit point and AC 10, and can’t move
or attack on its own. Another
Hivebrood member must place the
creature on the neck of a paralyzed
Human, Demihuman, or Humanoid.
The immature creature uses its bite
to imbed itself in the neck of its host between the neck vertebrae
and the shoulder bones. Here it attaches itself to the spinal chord
and slowly but almost unstoppably begins to alter the host's
metabolism. It does not kill the host, but adapts and modifies itself to
the host, so much so that the host and the Broodling larva are to all
intents and purposes, a single creature. This process takes a whole
day, during which time various changes take place in the
metabolism of the host and the Broodling larva. The most obvious
changes are that the host creature—always a Humanoid of some
kind—develops a chitinous outer layer to its skin, and its eyes film
over. The host also becomes stiffer and more insect-like” in its
movements. After this change is complete the new Broodling goes
to join its fellow Hive members at work, until the next stage of

metamorphosis takes place. A humanoid altered by the parasitic larva has now become a Broodling, the least powerful member of
the Hivebrood mobile insects. Eventually a Broodling will develop into a Hivebrood. Broodlings and Hivebrood are the most common

Hivebrood members.

Broodling (Pupae Formica hominoides-parasites)
Broodlings are the partially altered hosts of the parasitic
Hivebrood larvae. Outsiders can recognize them by fibrous
membranes that cover their eyes and by their chitinous skin. A
Broodling’s insect like way of movement adds to its frightening
aspect. Broodlings attack with their hardened claws, teeth or a
weapon of some type (often the one originally belonging to the
host, and can use any of the abilities transmitted to them by
the Hiveminds or Hiveleaders. (See below).

Casting a Cure Disease or a Cure All/Heal spell on a victim,
will kill the parasitic Broodling Larva in 4d4 hours, but will also
badly affect the host creature. He or she will permanently lose
1d6 points of Intelligence, Wisdom, Dexterity, and Charisma
(actually Comlience) due to the Broodlings tamperings with its
body. And he or she will also suffer from a 10% penalty on all
Thief abilities due to the lack of tactile information received
through the hardened fingers. However, the host will
permanently benefit from a +1 to its Armor Value due to its
chitinous nature of his or her new skin’ this will also protect
him or her from most abrasions, and his hands now function
as if having a stone in the fist (with boxing).
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Hivebrood (Formica hominoides-parasites)

After a period of 1d4+4 days, the Broodling becomes dormant for 1d4+4 hours.

Hivebrood Hivebrood Hiveleader During this time it sheds its outer skin, and any remaining clothing or armor,
we Lowife Insect jewelry ioun stones and similar, and becomes a full Hivebrood. At this point,
Climate/Terrain Any But Cold nothing short of a very well worded Wish spell can rescue the host from the
[ Rare character. The character can not be raised as it did not die. Killing the
U Bl Colony Hivebrood also kills the host. And no host willingly returns to a body that is not
clivity Cycle Night its own anymore, let alone that it was slain by the same individual that now
Diet Carnivore . . . . . S
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IN 7 10 This new form keeps the overall shape of the original host; hut is more
| 8 8 insectoid in appearance, with antennae, cellular eyes and a tough, chitinous
DX 10 10 exoskeleton. In this form the Hivebrood acts as a worker and soldier on behalf
co 9 9 of the hive, and forgets any of the host creature's previous abilities and
CH 6 5 normally (but not always) loses any special physical characteristics of the host.
Languages Scent/Signals There is a 25% chance that physical traits are still available in the new form—
Spellcaster Limits; Hivemind Powers these could be multiple arms/legs or wings, other ways of sight (like infravision,
c 3 2 Elven or Dwarven Detection suites), immunities (Like Elven immunity to Ghoul
\Y 2 3 paralysis, etc.
HD 3+1%* S+IF It can use abilities emitted by chemical scent from Hiveminds and Hiveleaders
HP 3d8+1 5d8+1 (see below). Hivebrood are very simple minded and are unable to deal with
MY, 1201(40") complex problems. As a result, they are controlled by a complex series of
THACO o I i chemical scents that govern their behavior, but if all else fails they resort to
Dgi'(l::gse T eachz CI?WSldG — ritual responses and violence.
ttacks or 1 weapon .
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XP 100 | 400
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Body W eight 1651BS | 185LBS

A Hivebrood can attack using all the methods available to a
Broodling, but in addition its powerful sticky saliva causes
paralysis (unless a successful Saving Throw vs. Poison is
made) for 2d8 turns or until a Neutralize Poison, Cure
Serious Wounds (or better) or Haste spell is cast on the
victim.

This saliva can he collected, and is prized by alchemists for
its uses in preparing magical potions. All types of Hivebrood
have Infravision 60’ (which cn sometimes be better if the
original species had a better Infravision range), and fight as
well in total darkness as in daylight, sensing the position of
opponents by feel and smell. They are thus immune to the
effects of spells such as darkness and continual darkness,
although these cast in concert with a silence spell will
"blind" them. Hivebrood are, however, very vulnerable to
the effects of fire and heat. All fire-based attacks cause
double damage to them.

Hiveleader (Princeps Formica hominoides-parasites)
The Broodmother also emits a foul smelling jelly which is
sometimes fed to the new-born Broodlings before they are
placed on hosts. If this is done, the Hivebrood becomes a
Hiveleader, capable of giving orders (The Hivebrood -
continued) too the members of the hive through emitted
scents if they're within a 30' radius. Hiveleaders can also
"store" up to five abilities which they receive through the
Hiveminds scents (see below) and can pass these on to
Hivebrood under their command. Hiveleaders are similar to
Hivebrood, but are stronger, larger and have the storage
ability to the Hivemind ability scents. In appearance
Hiveleaders are equal to common Hivebrood, but their powers

.,ﬂ
i

and scent are different.
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Hivemind (Rex Formica hominoides-parasites)
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If this feeding on the jelly continues, the Hiveleader undergoes a second period of
dormancy and later emerges as a Hivemind. A Hivemind is another barely mobile type. It
is entirely devoted to controlling the activities of the Hive. It's the Hiveminds that decide

1175 when it is time for the Broodmother to lay another Broodmother egg—and where and

N, U, 0,V when the egg should be sent to with a retinue of Hivebrood to begin a new colony. It will
250 LBS mate with the Broodmother to create a viable egg.
The larva will initially be similar to any other, but when placed on any humanoid it will
transform rapidly in to a cumbersome female Broodmother. It is possible for Hivebrood to become another sex than the original host
was, as this is determined by the larva. The Hivebrood, are all males, while the Broodlings still can be either. The Hiveleaders are
female, while the Hiveminds are male. It is thus possible that a well-known paladin will become a nasty female Broodmother, and a
female cleric to become an ugly Hivemind. These colonies are never in war or other competition with each other, and sometimes
may even work together to defeat a particular nasty enemy to the species.

Body W eight

Hiveminds have one very powerful ability that makes them truly to be feared. If a Hivemind eats a creature, it gains all of the
creature’s abilities (including saving throws if these are better than before). These abilities can be passed on to any Hive members
through its wind-born chemical emissions. If for example, a Hivemind has dined upon a 3" level thief and a 6" level mage, it can
send out signals to all Hivebrood so that they may be able to hide in the shadows as a 3" level thief or cast any of the spells that the
6" level mage had memorized when eaten.

There are limits to the to this chemical transfer. The chemicals only spread at a rate of 60’ per round, and dissipates completely after
three rounds limiting the spread to a 180’. Only positive wind currents can increase this to a maximum of 3 times this distance, but
any wind stronger than 6 will completely destroy the scent. This is also the reason these creatures use many air ducts, so the scent
will spread evenly in the 180'sphere around the Hivemind. If the ability is not used within a further three rounds, the Hivebrood
involved cannot further use them. Hiveleaders are an exception in this because they can store up to 5 abilities and can even spread
them further themselves. Furthermore, only one chemical scent per Hivemind can be active at any one time in a single hive. If a
second scent is emitted by the same Hivemind before the first has vanished, the receiving Hivebrood become confused and unable
to attack for a full round, although they can still defend themselves. Where two or more scents are received from different Hiveminds
they can all be used, although only one at a time.

Once an ability has been emitted as a scent it is lost and “forgotten” by the Hivemind, although it may have an unlimited number of
abilities in its mind at any one time. This can include duplicated abilities and spells if the Hivemind has eaten several individuals with
similar abilities.

An ability is defined as one spell (of any level or type, or a Skill such as a Thief ability, a level of weapon mastery an attack rank, or
a Fighters combat option, like Smash, Parry, Disarm, Multiple Attacks. Spells that need material components, or a link between the
caster and his Immortal Clearly Holy spells, like; Commune, Holy Word, etc) or which need a link to the casters level or alignment
(druidic or Shamanistic spells, or spells like Wish—which can’t be cast prior level 33 experience) can't be cast and are thus never
transmitted by the Hivemind.

If a Hivebrood of any type casts a spell of any sort, it loses 1 hit point in the process. A Hivebrood will cast a spell and lose a hit
point even if this leads to death, for the hive is far more important than the individual.
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Broodmother (Regina Formica hominoides-parasites)

Broo dmother
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The Broodmother is the most important member of the Hivebrood, living at the centre of all
the hive's activities and protected with fanatical devotion by her "children". This large
creature -one per hive -is barely capable of independent movement, and exists solely to
produce Broodling. Besides laying eggs, she secretes a chemical-rich foul-smelling jelly,
which is applied to certain larvae to cause them to develop into Hive leaders and
Hiveminds. So specialized is the Broodmother that she has none of the normal attacks of
emitting a 30" radius cloud of poisonous
chemicals and scents. This ability can be
used up to three times per day. Those
caught within the cloud must make a
Saving Throw vs. Poison at -1 each round
or suffer 3d6 points of damage per round
until they do make a successful Saving
Throw.

Hivebrood are almost singly dominant in an
area. If these creatures discover other
forms of intelligent life (which is not a
Threat to them, like monsters or Dragons),
the Hivemind order soldiers to bring in
specimens to serve as hosts and to get rid
of the remaining pests. Hiveminds also
dispatch raiders to find adventurers and
others who might posses special abilities
they can ‘learn’.

These creatures seem indifferent to any
treasure that might lie in or near the Hive.
Thus, treasure, although it is found in
Hivebrood nests, is simply of irrelevance to
Hivebrood. If a treasure is magical, usable
(scrolls, for example, can he read by a
Hivemind if it has eaten someone who can
read) and recognized as such, it will be
used by a Hivemind. Otherwise small items
of treasure can be found scattered around
their lair.

An adventure dealing with the Hivebrood is
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Aspis (Aspis intellectum Primus)

The Aspis are an insectoid race that dwells in underground nests. They are very reclusive, generally only coming up to the surface
to forage and raid for food. They live in small, self-sufficient groups that only rarely deal with other beings. The adult male drones
are the only Aspis encountered by surface dwellers, as the larvae and cow don't leave the nest. So, the majorities of encounters
with these unique beings are with the adult male drones; contact with or sightings of the larvae and cows are all but unheard of.
Aspis are able to eat nearly anything, and favor blood as their preferred drink.

Aspis are the epitome of the omnivorous creature, deriving nourishment from nearly any organic substance. Their digestive systems
are very efficient, and they are not as squeamish about their meals as humans (well, most humans anyway). An Aspis doesn’t
always bother to kill its prey before eating it—small insects, spiders and worms are eaten alive. Even ‘slain’ Aspis drones are
recycled by becoming food for the nest—if not the drones, then the larvae that swim in the grub hatcheries. The cow has her food
brought to her in her chamber, she is not fussy about what she eats, and so long there is a lot of it.

Waste material takes the form of small, white flakes that are shed from the Aspis’ abdomen. Their efficient digestive systems
process all liquid intake (most of which is a by-product of the food they eat—an Aspis very rarely needs to drink extra water).

Nest
Aspis nests are underground, not far below the surface. Typically, they consist of a primary entrance leading to a central chamber.
From this chamber radiate several low passageways. One leads to the 1d3 egg chambers and 1d6 grub hatcheries (amount
depending on the size of the nest) , which are inhabited by 1d10 larvae each. Another leads to the 2d2 granaries, where foodstuffs
are stored.

The third leads to the chamber of the Aspis
cow—the Aspis equivalent of an ant-queen.
The walls and floor of this room are covered
with a thick, white liquid that is highly acidic
and eats through metal or wood in a single
round. If it comes into contact with living
flesh, it inflicts 1d8 points of damage each
round until washed off, as might be
expected; all types of Aspis are immune to
this fluid.

There are side passages along each of the
tunnels, leading to chemical preparation
rooms and small storage areas where the
nest keeps its weapons and any treasure—
although Aspis nests don't realize the value
of gems and coins and treat them as debris.
Normally, none of these underground
chambers is lit, except for what little light
filters down into the central chamber. This
doesn’'t bother the Aspis Drones, who are
able to maneuver in the dark using their
excellent hearing and olfactory senses. All
Aspis have the blind-fighting  skill.
However, most Aspis nests have several
escape routes—vertical tunnels leading to
the surface, whose camouflaged trap doors
can be opened to let light into the chambers
directly below. The chambers beneath these
escape routes are generally left empty, so
that the rooms may be put to various uses
as the need arises. If otherwise empty,
these rooms contain at least one Aspis
drone on guard duty to prevent enemies
from infiltrating the nest.

Senses

Aspis do not sleep. They do rest, however,
spending several hours at a time in a
motionless state, conserving energy and
purging fatigue poisons that have been
building up in their bodies. Like all insects,
they don't have eyelids (Larvae and cows
don't even have eyes), so they remain aware of events in their field of vision even while resting—although an Aspis drone is more
likely to detect someone approaching with his sense of smell which has a range of 2' per wisdom point. (Unless in dirty and stinking
surroundings, like moor, bog, sewer, swamp and city or graveyard.) In the latter two they still can communicate by smell (the former
not).

Its vision is somewhat poorer than that of a human (they see half the human ranges and loose all purple and blue colors after 30
feet distance) the multifaceted eye was designed for detecting movement, so a thief attempting to hide in shadows and remaining
motionless does so with a 10% bonus—provided they remain out of smelling range.

The Aspis subscribe no religion. They are practical minded, finding it difficult to believe in something that can’t be seen, heard,
smelled. Cows and larvae care only about eating, and as for the drones, their cow is all the deity they need.
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Waste materials take the form of small, white flakes that are shed from the Aspis abdomen. Their efficient digestive systems
process all liquid intake (most of which is by-product of the food they eat—an Aspis very rarely needs to drink water (double the

water deprivation limits of a human).

Aspis are able to domesticate other forms of giant insects via chemical clues and scents. It is not know for sure if the Aspis are able
to acquire control over other semi-intelligent insectoid races (like the cave fisher or giant hornet), but current wisdom speaks against

this.

Communication

Aspis do not speak in the way that
humanoid races do, although
roughly 5% of them have been
able to master a rough form of the
local tongue. Among themselves,
they have no spoken or written
language; they communicate via a
unique language of scents. The
human olfactory system is wholly
unable to detect the subtle
changes of odor used by Aspis in
their conversations.

Aspis communicate among
themselves via a language of
scents, which they produce from
glands in their bodies and detect
with  their extremely sensitive
olfactory sense. These scents
have a range of 100’ adjusted by
airflow  and moisture (fry air
permits scents to travel less far
than wet or moist air. Humans are
unable to pick up even the
slightest trace of these scents and
so are naturally unaware of Aspis
speech. It thus is completely
undetectable by any creature that
does not have the Scent special
ability.

Fortunately, about 5% of the Aspis
drones in a nest are able to speak
a basic form of a spoken language
in the local area. Aspis are unable
to speak if subjected to strong
wind scents (like those of a skunk,
a dirty adventurer, etc.)

The Aspis scent language
provides a great amount of
information in a short period.

Certain specific scents are used
as words, while others are
modifiers, denoting the type of
information being conveyed, the
verb sense, and so on. Thus a
sentence like “the enemy is
attacking” would be conveyed by
the scent words for enemy and
attack along with an overall
modifying scent denoting present
tense and another denoting
urgency. When an Aspis learns a
spoken language, it tries putting
its words together in a similar

to
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fashion. Thus a speaking Aspis with a large enough vocabulary usually begins each sentence with the sentence type or the feeling
behind the information about to be transmitted by the words of the sentence itself. For instance; “Query; What are you doing?” or
“Overall feeling of contentment; That was a good meal” or “Statement of personal belief; You probably shouldn’t do that”.
Aspis don’'t understand the concept of personal names and will use the race, class a, sex and name interchangeably.

The scents that compose Aspis speech remain in the air for a minute or two (6 to 12 rounds) before dissipating. Thus it is possible

for a drone to enter a chamber and smell a recent conversation between others of its kind (even when from another nest).

The Aspis knowledge of scents, musks, and perfumes is second to none. They are able to formulate and mixing certain concoctions,
including pollen and musk that simulate almost any odor: they use these compounds for many purposes. For example, a town that
has taken action against a nearby Aspis hive may find that its walls have been splashed with liberal doses of a sticky, yellow liquid
that smells somewhat like chlorine. Imagine the surprise of the watch when they find that this substance not only attracts giant rats
and similar rodents, but it also drives them into a wild fury.

678



Aspis, Drone (Aspis i.P. Opera)

Aspis drones are about 6

Insect Giant Aspis feet long and look
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TR or 2Claws class creatures. They are
Damage 1d4 each all male.
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to serve their purpose in
the hive. They are fierce
warriors, however, and protect the nest from intruders before they even get to the
cow. These creatures have a chitinous body of gray or off-white color. Their heads
have two multifaceted eyes, two short, blunt antennae, and a long proboscis. Their
six legs end in a cluster of fine claws that allow them to manipulate and construct
objects.

Combat

Most combat situations are handled by Aspis drones, who are charged with
protecting the nest and defending the larvae. If fighting to defend their cow, Aspis
warriors never check morale and fight to the death against any odds.

They rise on two rear legs, leaving the other four limbs to wield two weapons and
two shields, increasing its AC to 2 (or 4).

The Aspis is a very hardy creature, immune to attacks that use cold or electricity to
inflict damage. In addition fire-based attacks cause only half damage to an Aspis. All
Aspis have the blind-fighting skill.

Aspis drones have manipulatory claws at the ends of each of their six limbs. Each
can be used as a hand, although generally only the front four limbs are used as
arms and then only when the drone is walking upright. This allows the drone to use
two weapons and two small or normal shields (decreasing AC by +1 each or +2
each correspondingly) when standing erect. The two shields are both held on the
same side, while the weapons are held in the arms at the other side. (Like
humanoids-Aspis can be left or right-handed). Aspis don't hold a shield and a
weapon on the same side of the body, as the shield interferes with the weapon’s
movement (THACO-8 whenever used this way).
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The most common weapons employed by Aspis in combat are short swords and hand axes. Although the structure of their bodies
prevents them from using bows, they have been know to employ an unusual form of light crossbow in missile combat and are
sometimes found with javelins and other throwing weapons.

They may eschew shields, and employ two of these crossbows instead, firing once and reloading the other each round.

If it must fight without weapons, it strikes with two of its claws each round inflicting 1d4 damage+STR damage with each successful
hit.

When called upon to defend their nests, Aspis drones place numerous traps in any area they are forced to withdraw from. Even if
they are caught off guard, the regions of the hive that surround the cow's chamber and the larvae rooms are always trapped as a
precaution against trespassers. As a rule, Aspis traps involve rockfalls, pits, and other crude devices. Delicate traps, like poisoned
needles, are not encountered in Aspis lairs.

Habitat/Society

Aspis drones have no concept of
individuality—a drone is a drone.
They lack personal names and even
distinct personalities. As far as the
nest is concerned, a drone’s life is
immaterial, as any single drone is
easily replaced by another. They are
nothing more than cogs in the
machine that is the hive itself.
Despite their high intelligence they
take no actions on their own unless
instructions from the cow are
impossible to obtain.

Not all drones are identical, however.
Within the nest, there are various
functions that must be performed.
While each drone must be able to
perform any of the common tasks
required, some specialize in certain
areas; defense of the nest, trap
building, speaking aloud to humans
and humanoid creatures, scouting,
tending the mold cultures in the
granaries or the grubs in the
hatcheries, food gathering, and
even breeding with the cow. A drone
that has specialized in a particular
task adopts a personalized scent to
identify its area of expertise; thus
‘breeder’ or ‘gatherer of food’ serves
as the closest equivalent a drone
has to a name. Not all drones have
such pseudo-names, however, and
those names used aren't likely to be
unigue—a nest might have three
‘breeders’ and seven ‘gatherers of
food’ for instance any of which are
interchangeable.

Ecology;

Aspis are the epitome of the
omnivorous creature, deriving
nourishment from nearly any organic substance. Their digestive systems are very efficient and they are not as squeamish about
their meals as humans (well, most humans anyway). An Aspis doesn't always bother killing its food before eating it—small insects,
spiders, and worms are eaten alive. Even slain Aspis Drones are “recycled” by becoming food for the nest—if not for the drones,
then the larvae that swim in the grub hatcheries. The cow has her food brought to her in her chamber, she is not fussy about what
she eats, and so long there is a lot of it. The Aspis mostly eat, however, Tree bark and specially cultivated harvesting mold from the
granaries, earthworms (of any size) or beetles.

Aspis technology is rather primitive. They are capable of making simple wicker or wooden shields and often carve spears and
javelins from straight shafts of wood, but metal-working (of any kind) is unknown to them and they scavenge or trade for their metal
weapons.

Although the concept of magic is unknown to the Aspis, they are adept at mixing natural concoctions that can simulate nearly any
odor, even those not normally distinguished by humans at a conscious level. These “nonmagical” potions have a wide variety of
effects. Some attract or repel certain types of animals or bring them in heat, fear or violence. A favorite form of Aspis vengeance
against a town that has taken action against an Aspis nest is to splash its walls with a sticky, yellow liquid that not only attracts rats
and similar creatures but also drives them into a wild frenzy, causing them to attack everyone they encounter.
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Such examples of Aspis vengeance are not common, but they are numerous enough because the ferocity which Aspis drones
defend their nest and its cow, this race has few natural enemies. They generally prefer to keep to themselves as much as possible.
Most encounters with the Aspis occur when hard times force a colony to begin raiding nearby human settlements for food and other
supplies.

The acid that is secreted by the cow is highly prized by alchemists. In addition to its obvious uses as a corrosive agent, it is
important in the preparation of magical inks and potions that relate to acids and corrosion. (Valued at 50gp/jar (1LBS))

To create a compound that affects a specific type of creature, the drones must first have some contact with the creature. They
couldn't create a formula of scent to keep wolverines at bay unless they had been within sniffing distance” of a wolverine to capture
its particular essence.

The Aspis are fanatically loyal to their cow, and will fight to the death against any odds to protect it. The Aspis always defend their
tunnels with numerous traps and guards. They commonly use things such as rockfalls, pits, and other crude traps to defend the
cow’s chamber.

To ensure a steady supply of food for the nest, white, light-green mold growths (shaped like linen sheets hanging from the ceiling)
are cultivated in the nest. The granaries never lead to escape routes, so that they can remain in the darkness that promotes the
growth of mold. Aspis know which kind of mold to grow and of the more dangerous species (Brown and Yellow Mold) they use them
also. They are immune to the spore and other attack forms of these molds only. Other molds (like blastspores) are as dangerous to
them as any other creature.

Many Aspis nests include 1d10 giant ants (larger nests may have up to 100). These insects are the spoils of war, stolen as eggs
from a giant ant nest after a raid by Aspis drones. Allowed to hatch in the Aspis nest, the Aspis are bond to the Aspis cow, believing
her to be their queen (this is a scent effect). Giant ants understand the simple scent communication enough to obey direct
commands given by the cow. They don’t enter her chamber, however, being vulnerable to the cow’s acidic secretions. Giant ants
are most often used as food gatherers, egg tenders, and warriors when the nest is under attack. Only workers and soldiers are
found in an Aspis nest, never a queen or males, requiring the Aspis nest to steal giant ant eggs on a regular basis to resupply their
stock of slaves.

A Statement of explanation

By Johnatan m. Richards

Karl, the woodcutter was used to solitude. Every day, he left his small cottage in the woods with some bread and cheese wrapped
in a clean cloth for his lunch and his trusty ax upon his shoulder to go fell trees. He was used to the sounds of the forest; the
chirping of the birds, the chatter of squirrels, his own grunts as he swung his axe with a rhythmic efficiency. He was used to the
smells of woodcutting; the clean scent of the freshly-cut pine, the heavy, woodsy smell of growing things, even the presence of his
own sweat as he toiled at his work. He was used to the forest’s inhabitants; the chipmunks who watched him with a weary eye, the
dragonflies that buzzed through the air in a frantic dance of shining colors, even the occasional deer seen in the distance.

He was therefore surprised when a trio of giant insects approached him one day.

These were like no insects he had ever seen before. For one thing, they walked upright on their hind legs. Their stocky bodies were
covered in a hard, chitinous armor like beetles, only theirs was grayish-white, like no beetle he'd ever heard off. They reminded him
of weevils, with their elongated proboscis and the two short, stubby antennae poking up halfway down their narrow faces—only
weevils as big as he was, nearly six feet tall.

With a grunt, Karl pulled the ax from the tree he had been chopping—his younger days, alas, were behind him—and waved it in
what he hoped was a menacing fashion at the insect intruders. “Keep Away” he warned.

“Keep away” agreed one of the bugs. “I mean it!” Karl Said, drawing his weapon back by his shoulder, ready to swing if they came
closer. “I meenut”, replied the bug sagely, to which one of his companions added “Kee paway”.

They advanced upon the woodcutter, and Karl swung is ax. Had the lead bug been a tree, the axe would have sunk into the trunk
with a satisfying thunk! However, the bug merely grabbed the axe handle in its two hands and deftly pulled it from Karl's grasp. Karl,
unarmed, was unable to prevent the other two bugs from rushing him. He tried fighting them off, but their eight arms against his two
were too much. He was lifted from his feet and carried, arms pinned, between the two upright insects while the third examined his ax
and the tree he had been chopping. “I Meenut” the bug said knowingly. Then, by some signal that Karl was unable to fathom, the
one bug motioned the others to depart, and off they went, taking the old woodcutter with them.

The trip was brief and uneventful. In less time than it would have taken Karl to eat his lunch, the bugs arrived at their destination and
dropped him down a hole in the forest floor. Karl slid down an angled shaft that led into a large chamber. It was dark there, lit only by
the feeble rays of sunlight filtering down from the entry shaft above. Before the woodcutter could get his bearings, two more bugs
came at him from out the darkness and held him in place while his three escorts climbed down the shaft. “Confoundit, let me Go!” he
exploded, struggling with his captors.

The bug with Karl's ax approached, staring into his face with multifaceted eyes. “Con Foundit. Let Meego.” When that got no
response from the old man, he tried “I Meenut. Kee Paway” Karl only stared at the big, a look of confusion on his weathered face.
The bug stared back at him for a short while, then, again at some signal that Karl missed, his two captors dragged him away to a
chamber deeper into the nest.

The Drone approached the cow’s chamber, ready to give his report. As usual, it was pitch black in the chamber, but that didn’t
bother him. He could smell the cow’s presence, picking her unique scent out of all others. If that wasn’t enough, he could feel the
thick liquid that covered the walls and floor of the cow’s chamber oozing between his feet.

“Statement of Fact; We have captured a human, as ordered” he reported to the cow in the scent language of the Aspis.

“Feeling of Strong satisfaction; Good”. “Query; Has it been taken to the learning Chamber?”

“Statement of affirmation: Yes”.

“Command; Learn his strange manner of communication”. “Clarification; | wish three Drones to learn, instruct the two that went with
you to learn as well.”

Statement of undying obeisance; It will be done’

“Feeling of satisfaction; Good”. “Command; You may Go”.
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The next few weeks were trying for the three drones. There were difficulties with the human from the start. He didn’t like being in the
dark, so one of the drones opened the trap door in the tunnel overhead to let in the sunlight. He immediately tried escaping up the
shaft and had to be dragged back down. He was finicky, refusing to eat tree bark and the specially harvesting mold from the
granaries. Even after conveying with the drones the concept that he ate animal flesh, he balked when they offered him a dead
drone. Nor did he want to dig for earthworms or beetles in the soil of the nest. In the end he seemed satisfied with fruits and nuts
brought from the trees in the forest.

Shortly after the sun went down, though the human closed his eyes and lost consciousness. When the drones went to check on him,
he started screaming and thrashing about. They backed off, afraid to hurt him, and he huddled into a ball and soon lost
consciousness again. After a quick huddle, the drones decided to leave him alone for a while and see what would happen. He
stirred and mumbled, tossed and turned, but eventually settled in one position and began making strange, rhythmic noises in his
throat. Fortunately, when the sun came up and light filtered into the room, the human regained consciousness. The drones regarded
it as a strange human trait, and the carried on with their lessons.

The language learning started slowly, but gradually the drones build up a small vocabulary and learning to string words together. At
first, they merely repeated everything the human said, a trait that irritated the old woodcutter. Once he learned that they weren't
going to harm him, though, that all they wanted from him was to learn his language, things progressed more smoothly. In fact, Karl
seemed to warm the role of the language teacher, as if realizing that the faster he finished the lessons over with, the sooner he’'d be
a free man. Indeed he found, himself growing oddly attached to the insect trio, for he sensed that they earnestly wished to expand
their knowledge by learning to speak. He could respect that.

As for the drones, they were apt pupils. How could they not be? Their leader had told them to learn, so learn they did, devoting all of
their attention to the task at hand.

After learning all of the words for parts of the body (both Karl's and the drones) and the words for objects in the learning chamber
(Rock, Dirt, Shaft, Tunnel, Trap door, Bug, Human, Man, Karl—these last three causing some confusion for the drones who didn’t
understand the concept of personal names and therefore used these terms interchangeably), the drones began bringing objects into
the room and having Karl identify them. “That's an ax” he would say, and the Drones would nod their heads sagely and repeat”Ax,
Yes. That's an ax” or “that’s an ax, | mean it".

After that began an intense series of pantomimes, wherein the woodcutter tried to express certain concepts (Big, Small, Old, Young,
Eat, Drink, Sleep, Hunt and so on). The insects seemed intrigued by the game, often copying the gestures and maneuvers as well
as the spoken words.

Finally, the drones led their human guest/captive/teacher on a tour of the nest, in the granaries they learned the terms Mushroom,
Mold and disgusting crap, but didn’t fully understand the difference between them. Moving to the egg chambers, they learned egg,
baby and hatch with Karl performing a

egg chamber. Feeling the ants with
their nimble antennae, the ants turned
a few over and selected one of the
biggest. Working together, they began
dragging the egg down a narrow
corridor to one of the grub hatcheries.
Following the ants and their precious
cargo, the drones inadvertently learned
the words vomit, sick and stench, after
quizzing Karl on his strange reactions
to the room. . They quickly decided to
move the tour to another chamber.

Still, all in all, progress was made, and
finally the drones decided they had
learned as much as they could under
the conditions of the nest one of the
drones reported to the cow in her
chambers.

“Statement of Fact; Three drones have
been taught as much of the human
language as is possible here in the
nest”

“Feeling of contentment; Good”",
“Command; Bring the human to me”.
“Statement of undying obeisance; It will
be done”

The drone left, reappearing soon
thereafter with Karl. They stood
immediately outside the cow’s chamber
to prevent the acidic secretions from
harming the human. Karl squinted in at
the creature and said; “Cripes! She is
as fat as a cow!”

“Statement of Intention; | will Question
the Human” said the cow in scent

pantomime to get the last two words ; RS | e Ne N it 11141}
across. As the drones repeated the - F q.rﬂf‘ My, i ”-L'..'i.'i..l:‘
words, a pair of giant ants entered the ‘\nl'l-l i

i

language. “Command; You  will
translate”
“Statement of Comprehension;

Understood!”




“Query; Where did he get the weapon?”

The drone turned to Karl and said, “Where did you get the ax?” “I bought it in the village”. “Bought? What is bought?” “I purchased
it. With money. You know, coins?” The drone stared at the human in incomprehension. 1 ...traded small bits of metal for it.” “What is
‘village?”. “Village, uh... man-nest”.

The drone switched back to scent language. “Statement of partial confusion; He acquired it from his nest, by trading something in
value in return.”

“Query; are there more axes in the village?”

“The cow speaks; Are there more axes in the village?’ “Yes”. “Statement of Affirmation; Yes”

“Query; What will they accept as trade for the weapons?”, “Explanation; Metal axes will allow the drones to better protect the nest.”
After a moment'’s thought, the drone said; “The Cow speaks; “What things humans trade?’ Bugs want axes bought for bug-nest”.
“Beats me. You'd have to ask the blacksmith”

After a bit of further explanation, the drone passed; “Statement of possible understanding; the human is unsure and suggests we
ask the question of the maker at his nest.”

“Command; Go to the human nest and find out”. “Query; Would the human be of assistance in speaking to the others of his nest?”
“Statement of strong affirmation; Yes, my cow. Our grasp of the noise-language is not complete.”

“Command; Then take him. The other two drones will remain here. If you are slain, | do not want to have to start all over. Now go”.
“Statement of Undying obeisance; It will be done my cow.”. The drone turned to Karl. “We go to your village now™

“Praise be to the Gods!” he said.

Karl blinked at the sunlight, the first direct sunlight he had seen in over three weeks. Scrambling up behind him came the drone,
rising to stand upright once he cleared the entrance of the Aspis nest. “Lead bug to your village” he said.

“First, we stop at my cottage,” Karl said. “ want a bath and a decent meal before | take you anywhere else”. The drone had been
given no time constraints by his cow, so he shrugged mentally and followed the woodcutter to his small dwelling in the woods.

A cottage is a small man-nest” he declared upon seeing it. | understand. What is a “bath”?”

“Wash with water. Remove dirt from body. Forget it.”

The drone chalked it up as another odd human custom, like praying to unseen gods, snoring, and the removal of liquid wastes from
the body. While Karl went around to the rain barrel at the side of the cottage, the drone examined the interior of the small man-nest.
There was little to see. A cot and blanket, a small table and chair, a wooden dresser—all items unfamiliar to the drone, who couldn’t
imagine what strange purposes they might serve. Mounted on the wall was a sword and shield; these at least, the drone recognized,
for his nest had several such items, taken from slain enemies like the orcs and goblins who occasionally attacked drones gathering
food in the forest. The cow, ever concerned about the well-being of the nest, desired many more such items. As the drone waited for
Karl to finish his “bath”, he studded the weapon and nibbled idly on the woodcutter’s blanket.

“Now, let me do” the talking”, suggested Karl, as they approached the village. The village of Barker's Grove was a small one,
claiming little more than a single inn, two taverns’, a blacksmith’s shop and a cluster of tiny houses. The blacksmith’s was closed;
expecting this, Karl advanced upon the nearest tavern. It was late afternoon, and the streets were clear, so the first to notice the
arrival of the Aspis was a donkey tied to the hitching post. It brayed in fear at the creature’s unfamiliar scent. The drone got a good
whiff of the donkey and altered his own odor to mimic that of the beast. Convinced the danger had passed, the donkey snorted once
and was silent.

“Thought I'd find you here, Aegon” said the woodcutter poking his head in the door. “C’'mon out here a minute. There is someone |
want you to meet.”

Aegon finished his ale in a single swig, wiped his mouth with the back of his hand and climbed off his stool. He winked at his wife
Daphnia, the tired-looking waitress who served drinks at the tavern. She ignored him and carried on with her own business.
Whatever happened to us? Thought Aegon. We used to be so close.

The blacksmith stepped out into the open air, a ready retort on his lips. Instead, he took one look at the grey-white insect standing
behind Karl, and his jaw dropped open.

Aegon, I'd like you to meet...well shoot, | guess he doesn't really have a name.”

“I am a bug” supplied the drone helpfully. Aegon just stared. “You are a Karl” added the drone. “No, I'm Karl,” said Karl. “He's
Aegon”. “Ay-gon. Aegon. Aegon is human. Karl is Human”. “Right”. “l am a bug”. “Look, | thought we agreed Id do the talking,”
said Karl. “What's all this about?” asked the blacksmith, voice shaky with shock.

“The bug here wants to buy some axes. Wants to know what you'd trade for them.” “Axes are...axes are a gold a piece. You know
that”. “No, he doesn’t want to buy, he wants to trade.” “Trade what?” “Good question.” Karl turned to the drone. “What would you be
willing to give to Aegon in exchange for axes for your nest?” The drone thought it over. “Food. We have many mushrooms and
disgusting crap to spare.” “What the hell?” asked the blacksmith. Uh...Forget it,” Replied Karl. To the drone, he asked “What else?”
“Goo.” “Goo?” "White cow-goo”. Aegon looked questioningly at Karl. “They’ve got this white stuff that eats through flesh, wood,
metal, you name it” the woodcutter explained. “What would | do with that?” Aegon asked. Karl Frowned. “Hmmm. What else?” he
asked the drone.” Slaves. We have many giant ants; we could trade some for your axes”. “And what would | want with a giant ant?”
"They are useful. They will care for your eggs, and help them hatch into fat babies. They are also good food”. “Uh.., it doesn’t quite
work like that with humans” said Karl. “No deal” said Aegon. “We can make chemicals”, suggested the drone. “What kind of
chemicals?” asked the Blacksmith. “You mean, like potions?” “”"Potions?’ What is “potions”?” "Magic,”Karl explained. “You drink the
potion and something magically happens. You know, like you can fly, or turn invisible, like that”. “Bugs do not know ‘magic’. But we
can make many chemicals. We can make rats come or run away. We can make Karl vomit. We can make a creature smell like
another creature. We can cause an attraction between two creatures. We can make—" “Wait, hold it there a minute” said Aegon.
“Cause an attraction between two creatures? You mean, like a love potion? "the drone looked to Karl, hoping for an explanation.
Karl ignored the Aspis and spoke directly to the blacksmith. “You betcha” he said, “The bugs back at this guys nest could whip up a
potion that'd have the women falling at your feet” Aegon rubbed his jaw. “Even Daphnia? You think itd work on her?” Karl grinned.
“Looking to put the spark back in your marriage, eh, Aegon? Well, this love potion ’ll do the trick just fine—you'll be like newlyweds
again. So whaddaya say? How many axes would that be worth to you?” “Ten.” “Not enough.” "Twenty”. “You're not being serious.
Perhaps the bug and | need to take our business elsewhere. I'm sure there are smith’s in the city that can spot a value when they
see it, maybe we’d better off doing our business there. Good day, Aegon” “City? What is city?” "Big man-nest. Bigger than village”
"Wait!” called aegon “how many axes do you want?” Karl called a quick conference with the drone. He had estimated about a dozen
drones at the nest; the Aspis confirmed fifteen. So, fifteen drones, each were carrying two axes. Plus some extra for the newer
drones as the larvae hatched...”Forty axes. No more no less”. Aegon thought deep and hard. That was a lot of work; he’'d didn’t
have forty axes back in his shop and he knew it. He looked back at the inn, and thought of his wife working within. To be like
newlyweds again...”Deal, “he said.

683



The drone reported back to the cow in the scent language of their race.

“Statement of unqualified success; | have arranged to receive forty axes from the humans at the man-nest”.

“Query; What do they want to have in return?”

“Statement of bewilderment; A small quantity of what they term ‘love potion’.”

“Query; can we produce what they want?”

“Statement of affirmation; Yes my cow. | have analyzed the human pheromones involved and can reproduce them in an appropriate
elixir’ “Command; Assist one of the alchemist-drones in such a preparation”.

“Statement of undying obeisance; It will be done.”

“Statement of satisfaction; Excellent.” Command; After the compound has been made, exchange it for the weapons.”

“Helpful input; I will acquire assistance to carry such a large load, my cow.”

Acknowledgement; You may take other drones to aid you.”

“Statement of Gratitude; Thank You, my Cow.”

“Command; After we have the weapons, you will leave the nest.”

“Statement of bewilderment. The drone sent out scents of confusion and distress but could make no coherent scent-words to form a
sentence. Had he offended the cow? Was he being exiled?

“Command; Calm yourself”.” Explanation; | have decided that access to the man-nest will benefit the nest. You will therefore go out
into the world and explore. There might be other items available that will also be helpful. You will find them and return with them to
the nest”.

The drone found his scent-voice again.

“Query; How long will | be gone?”

“Uncertainty; As long as it takes to find items of value”.” Clarification and return to certitude; in the meantime, we will begin trade
with the man-nest on a regular basis. They may provide us with other metal items already known to us. We want shields for
instance”.” Annoyance; Enough explanations—go about your duties.”

“Statement of undying obeisance; It will be done”.

As he left the cow’s chambers, he could still smell the lingering words of their last conversation. Would that prove to be the last time
he spoke to his cow? It was possible—who knew what kind of dangers awaited him, alone in a world he barely knew? Still, the cow
was the cow, and he could not defy her orders. He made his way to the chemical preparation chamber and prepared himself for the
task ahead.

The drone stood at the blacksmith’s shop at barker's Grove, watching as the Karl named Aegon counted out axes and placed them
into the waiting hands of the three other drones that accompanied him. Satisfied that all forty were accounted for, he passed over a
vial of the chemical he had helped produce.

“Put some of this in food. Give food to partner.”

Aegon rubbed his hands together in eagerness and accepted the flask. “It's been a pleasure doing business with you”, he said, and
sped to the tavern. The drone turned to his companions. “Command; Return to the nest and give the weapons to the cow.”

“Query; Won't you be accompanying us?”

“Statement of Negation; | have other others.”

“Acceptance; The cow must always be obeyed.”

“Statement of agreement; The Cow must be obeyed”. “Statement of sorrow; | will miss the nest.”

The others turned and followed the dirt road leading out of Barker’'s Grove. As the drone watched his nest brothers depart, he
couldn't help but add, in the noise-language of the humans; “I mean it.”

“C’'mon, cheer up”, said Karl. “It won’t be so bad. You'll be back to your nest in no time, with a mess of stories to tell to your little bug
buddies. And in the meantime, there’s a whole world out there for us to see and explore.”

“You will accompany me?”

“You bet | will. I may not be the stalwart warrior | once was, but | can still swing a mean ax if | have to. And let me tell you, there’s
plenty for me to show you! Wait until you see the city—the big man-nest. The Bakeries! The Arenas!, The Marketplace! We can take
aride on a boat—you'd like that.”

“And you will help me to learn the noise-language even better"?” asked the drone.

“Sure | will,” agreed Karl.

“Good. Then, what is ‘businesses? What is ‘Buddies? What is ‘Stalwart'? What is ‘Bakery’? What is Arena’? What is ‘Boat’?

Karl sighed and shook his head as they started down the road toward the city.
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Aspis, Cow (Aspis i.P. Regina)

Insect Giant

Aspis

Type
Climate/Terrain

Cow

Lowlife, Insect

Any non-cold Land

Very Rare

Group

Night

Omnivore

11
Aspis Only

10¢
10d10
30'(10Y)
0
11

1 Bite
1d3each

Special Attacks;
Special Defenses;
Im mune to;

Acid Secretion
Scent

Cold, Electricity

Charm, Hold, lllusion

The Aspis cow is a large, bloated female creature about 10-15 feet in length that just
looks like an oversized larva. There is only one cow per nest, and its only purpose in life
is to lay eggs to keep the population going. A new cow is selected from the existing larva
only when the nest’s cow dies or becomes too old to lay eggs. Just as each ant colony,
each Aspis nest has but one cow. This is the only female in the entire nest, as all drones
and larvae are male. Physically, the cow is similar to the Aspis ’larvae stage, looking like
a 15’long large maggot. Cows are pasty white, the result of living an entire underground
existence. The cow, less intelligent than the drones, is nevertheless in complete control
of all aspects of Aspis life. The cow gives a basic command, and he smarter drones
figure out how best to fulfill it. As the cow is responsible for laying eggs that keep the
nest functioning, a drone always fights to the death to ensure his cow’s safety.

Although the cows never leave their chambers (and therefore are almost never
encountered by other races), they are quire able to defend themselves. Lacking eyes,
they can track prey through their sense of smell and attack with its enormous jaws,
inflicting a massive amount of damage.

It is immune to Mind-influencing effects like Charm Person, Hold Person, Visual
lllusions, and has Infravision 60’

Combat

Though very sluggish and slow-moving, the Aspis cow has a very dangerous bite. Their

skin also secretes a
thick, milky, acidic
slime. Drones usually
use this acid to cover
the walls and floor of
the cow’s chamber.

h 'I,-..?hh"’!

)

In  addition they
excute a thick, white,
corrosive liquid from
their skin. This liquid

50% To Fire
Extra Vulnerable to; Cold

0

F5

coats their bloated
bodies and the walls
and floor of their

chamber, and eats

;
1750 through metal and
nil wound in a single
£500 CN round (-1 weapon

damage each round
and -1 AV each round permanently). If it comes into contact with
living flesh, it inflicts 1d8 points of acidious damage each round
until washed off with Alcohol, wine, vinegar or water (other
liquids won't work). All Aspis are fully immune to the corrosive
properties of this substance—in fact, if the nest is invaded,;
drones often coat their claws in the substance before attacking
enemies, enabling them to inflict a single attack with an extra
1d8 corrosive damage.

In event of the cow’s death (by age or by wound), the drones cut
open her body and remove a chemical substance from her brain.
This is fed to one of the larvae. The substance causes a change
in sex (therefore it's requested by mages in the creation of sex-
change magic) in the grub, and it stimulates growth. Within a
month, the grub achieves normal size for a cow and assumes
the cow’s place in the nest.

In case of sickness there will be no healthy offspring. The first
1d6 children of Aspis will always be female larvae. One Aspis
drone per female larvae will take it and so try to create a new
nest somewhere far away. They never make a new nest in the
neighborhood (approximately 500 yard / per Drone in the lair
radius from the lair) of another lair. This will thus prevent any
racial wars; the later arrival will sense the peculiar scent of local
cows from far from that cow’s lair, and refuse to make a new lair
whatever the circumstances. It is a sort of recognition and
respect for others of its race. However, drones from other nest
will never be accepted in the new nest, even when it is the sole
survivor. Some trade between nests may exist in special (rare)
circumstances though.
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Larvae
Lowlife, Insect
Any non-cold Land
Very Rare
Group
Night
Omnivore
N
6d10 larvae,
S;16-42 inch
0
15
9

w]o o vl ©

1
2t05
1d8/HD
12(3)
60'(20")
2 HD 19
3 HD 18
4 HD 17
5 HD 16
1 Bite
1d6+1
Acid Secretion
Scent
Cold, Electricity, Sonic

Charm, Hold, Illusion

50% To Fire

Cold
0

F3

7
2HD =20
3HD =35
4HD =75
5HD =175

nil

Aspis larvae resemble giant maggots, white or pale pink. Their soft skin is
easily cut through by swords and similar edged weapons. Aspis larvae are
blind and deaf, lacking both eyes and ears at this stage of development.
However, they already have developed a highly scent of smell and they
sense potential food by vibrations in the ground and scents in the air and
undeep pools of water in the hatcheries.

Each nest has up to six grub hatcheries, each housing up to ten larvae.
The hatcheries are shaped like a shallow swimming pool surrounded by a
narrow ledge.

Hatcheries double as garbage pits in which the drones pitch food scraps
and other organic waste products. The stench of these hatcheries is so

20cn/HD bad that non-Aspis (other than giant ant slaves) must make a successful
save vs. Poison upon entering or become violently ill until removed from

the stench.

Incidentally, the Aspis ability to tolerate such stenches makes them immune to Stinking cloud and similar spells; it does however
block their scent communication in such an area. Larvae have enormous appetites and eat almost constantly, growing in size over
the course of three to four months until they reach 6 feet in length. At that time, triggered by instinct, a larva crawls onto the hatchery
ledge and begins to metamorphose. Over the next 7 days, it grows out into an adult drone (90% 6HD, 10% 3HD), which bursts out
of the maggot-like larval shell. The drone then kicks the remains of the husk into the pool and leaves the hatchery to serve the nest
in its adult form. The larval husk is devoured by other Aspis larvae still in the pool.

Aspis larvae attack with their perpetually ravenous jaws.
Aspis larvae can be from 1% to 3 feet long, and look like fat
white or pale pink grubs or maggots. They cannot see or
hear, but are always seeking food with their other senses.
They spend just about all of their time in filthy hatcheries,
little more than vile sewage pits, which are maintained by
the adult drones.

Larva will usually develop into common drones, but the
drones have a method to feed and treat them to become or
special Drones (N-PC class possibility) or cows when
needed.

The waste products of the Aspis larvae, combined with the
food scraps and sewage that they swim in, make their grub hatchery a foul place. This soup that they swim in is so vile that any non-
Aspis entering this chamber must succeed at a Poison save or become violently ill until removed from the offensive stench.
Creatures with the Scent skill or ability have a 5 penalty for this saving throw.
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Aspis PC or NPC
For those players interested in a role-playing challenge, the Aspis drone makes an intriguing PC or NPC. With the exception of the

AD&D Dark sun campaign insect PC's are virtually unheard of in the AD&D and D&D game.

Aspis PC’s can be fun to play, if only because of their rarity. They have many traits that are unlikely to be found in other races.

For one thing, the scent-language of an Aspis is based upon natural scents that mammals (and most other creatures) emit under
various circumstances. Thus, there is a Fear-smell, an odor of happiness and contentment, a scent denoting worrying, and so on.
These scents are easily picked up by other Aspis, so an Aspis can't hide its true feelings from any other member of its race. For this
reason, the very concept of lying is foreign to an Aspis. This leads to some interesting role-playing situations; an Aspis thief picks
the pocket of a companion, and when the companion asks, “Hey, where are my gemstones?” the Aspis pipes right up with
“Statement of Confession; | Did". Over time Aspis characters might learn to keep silent or even lie in such situations, but they begin
play blabbing the absolute truth when asked a question. Any spell relating the truth will cause them to speak the truth too.

Similarly, until they grasp the concept of lying, Aspis believe whatever is told is the truth. A band of PC’s who tell their Aspis
companion to guard their wagon on the outskirts of a town while they go out shopping supplies might return to find the Aspis
standing alone, without the wagon. When asked what happened, he merely replies; “Statement of Fact; A stranger approached and
said you had given the wagon to him”.

Being in a female dominated society, the Aspis naturally believes that this is the norm in all societies (and often under the guise of
housewife is often the truth). Aspis drones defer to female characters, often assuming a subservient role to them (and occasionally
calling them by the honoric “my cow, a title few females are likely to receive in the spirit it was intended) again; this attitude may
change as the Aspis learns that other races have other attitudes and rules of behavior.

In the case of returning and finding its nest killed, relocated or gone. The Aspis drone will lose all sense of usefulness in the world
and could literally adopt his group of fellow PC'’s as its new (moving) nest adopting the most powerful female as its cow.

Background

Aspis are completely subservient to their cows. An Aspis PC is therefore assumed to be a drone with orders from its cow to explore
the world around him and report back after a specific time. He has prepared for this mission by learning at least one noise-language
common to inhabitants in the immediate vicinity of the Aspis nest, and arming himself with appropriate weapons. Naturally, all Aspis
are drones and therefore male. The Aspis drone is described below must follow certain basic rules.

Abilities

It is likely that only those Aspis of higher intelligence would be sent to explore the world around them. Therefore only those Aspis
with an intelligence of 13 or higher are allowed to become PC's, others can only be NPC’s or monsters.

Due to their tough chitinous body armor they have a high constitution, but since most people find a talking bug to be disturbing, their
Charisma is never higher than 15.

Classes
Aspis do not believe in gods and therefore can’t receive clerical or druidic spells and can’'t become one of the clerical classes (for
being affected by clerical magic they are seen as skeptics except by nature Immortals(Mother Earth, Mother Nature, etc.).
Additional, they have a hard enough time grasping the concept of a written language, let alone a language that allows one to record
magical spells. An Aspis confronted with a magical scroll is more likely to eat it than attempt to have it deciphered.

Most Aspis become warriors, as fighting skills are something they readily understand. Thieving and scouting skills interest them
enough to become Rake, Scout or Thief, although they are more interested in useful skills like Find and Remove Traps than they
are in learning how to steal items from others. This and their different “hands” make it more difficult to pick pockets.

Their corporeal physique withholds them from Hiding in Shadows and Move Silently

efficiently. Here they suffer a 50% penalty. Thief Skill Adjustment
Their Read languages skill is reduced to 45% instead 80% at level 9, since they don't have a oL +10%
written language. +10%pits/rockfalls etc.
They have a slight advantage of Finding and Removing traps because their familiarity to +10%pits/rockfalls etc.

+10%
-50%
-50%

them, most Aspis nests have numerous traps protecting the various entrances. These traps
tend to be crude rockfalls and pits. They can Remove (or Negate) such traps (and only these
traps) at a 10% bonus to their normal roll. 30% or by class/skill
Hear Noise is increased by 10%. Their heightened senses allow Aspis to Hear Noise more 5%
readily than Humans. Aspis cannot climb vertical surfaces like many other insects do, but 45%

can certainly learn to climb like a human (Thus basically it is as a human CW 30%).
They can't use the backstab Thief skill.

Hit Dice

Their hit points are increased by class and level just as humans. Beyond 9" Level, they don’t
get another HD or Hit points.

Aspis take their responsibilities to their nests seriously, but are exceedingly curious and
always eager to increase their understanding about the world around them. For this reason,
the Thief, Scout and Fighter class are thus the only allowed main classes (thus no Paladin,
or Bard, and they can only reach level 10 in fighter class and level 12 in thief classes).

Alignment
Traditionally Aspis are Neutral. PCs maybe Chaotic Neutral, True Neutral or even Lawful

Neutral, they can't become Evil or Good.

Armor Class and Armor Value

They use the natural AC of 3 which and be augmented with shields (2 Buckler and / or
Normal Shield are allowed or only one of larger size.) They are also unable to use any sort of
armor, magical rings, or necklaces (and similar), but they may wear other magical protection
devices.
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Skills and Mastery

All Aspis have the Blind-fighting skill. Aspis take the responsibility to their nests seriously, but are exceedingly curious and always
eager to increase their understanding about the world around them. Therefore they often choose to learn particular skills to achieve
this knowledge. Available skills to them are; Giant Ant Handling and Training, Mining, Stonemasonry, Weather Sense, Danger
Sense, Eating, Animal Lore, Endurance, Set Snares and Trap Building, Survival, Tracking, Juggling, Acrobatics, Alertness,
Herbalism, Healing, Intimidation, Observation,.

They can only attain a weapon mastery expert level in the use of specific weapons. The only weapons they know and could be able
to become basic skilled in are; Short Sword, Hand Axe, Club, Torch, Mace, Javelin, Spear, Trident, Light crossbow. Due to their
body structures they can’t use any other two-handed weapons.

Disadvantages

Aspis PC's are seldom accepted as intelligent beings at first glance. They receive a penalty of 4 on the reaction roll when first
encountering Demi-Human-oids.

Aspis can’t wear armor.

Finally in the interest of Game balance, Aspis PC’s do not know the Aspis “non-magical” potion generation; these Aspis drones with
such qualities are too important to be allowed to leave the nest for great lengths of time.

Background

Aspis are completely subservient to their cows. An Aspis PC is therefore assumed to be a drone with orders from his cow to explore
the world around him and report back after a specified time. He has prepared for this mission by learning at least one “noise-
language” common to the inhabitants in the immediate vicinity of the Aspis nest, and arming himself with appropriate weapons.
Naturally all Aspis PC'’s are drones and therefore male.

Languages ,.l" J‘
Aspis PC’s begin knowing the scent language and one f ’
spoken language, usually the local common tongue. It is

to the player to determine how well the drone was trained l"'
in the spoken language. Often this is based on whether a

player wants his character to say things like; “Enemy

comes near” or prefers “Statement of Extreme Urgency; !

The Enemy approaches”. To use the scent-like sentence ‘

structure the player may use the table above (Table 1) for J,f
suggested Aspis sentence modifiers, of course these

may be expanded. Note that emotional states are not f
listed but are included in this structure, thus fear, anger,
pleasure, etc are used as sentences too.

Advantages
Aspis PC’s are immune to cold and electricity based

attacks (except Dragon Breath, and Elemental Magic—
including Frost Mages Magic) which is 50% immunity)
and suffer only half damage from fire based attacks
(Dragon breath and Fire elemental fire (including Fire I,’

Elementalists) no protection). Since they have four arms - -"J"r i

when standing upright, Aspis can attack with two weapons each round. They are immune to stlnklng cloud and S|m|Iar effects
(except they can't scent speech in the affected area). And have a natural AV of 5.

Disadvantages

Aspis are seldom accepted as intelligent beings at a first glance. They suffer a -4 penalty to their reaction rolls when first
encountering Demi-Human (oids). PC Aspis don’t know of the non-magical potion generation; these Aspis drones are too important
to be allowed to leave the nest for great length of time.
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Refractor Ants (Formica nithianus)

Warrior

Steeds

Lowlife Insect
HW Nithia
Desert near ruins
Very rare
Colony nest
Day
Omnivore

varies

3d6

1

6" long

2 feet long

5
2-12

2
17-18

14
9
10-11

Nithian

0
1
1d8

4d8

180(60)

T207(40)

30710'

0

20

19 |

16

14

weapon
special

1 spell
by spell

1 poisonous Bite

1d4

1d8+2

or 1spell
by spell

Special Defenses;
Im mune to;
Extra Vulnerable to;
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From the movie Ants. These could very well be Refractor ants.
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Refractors are ants with a social system
similar to that of Nithia itself. They make
use of an array of mysterious crystalline
discs situated on the ground (often nearby
ruins). They protect these discs, with

soldiers riding on other insects. With
miniature siege engines, using chimer
crystals focusing sunlight into burning

devices (up to 30 feet distance).

The refractor has a spiked carapace,
overall seeming like a normal ant, but it
wears armor like nithian style., and uses
weapons like nithian style. The weapons
are made from crystal shards of a Chimer.
Nobles use these crystals to store magic
(1 spell only, and mostly this is Reduce to
their size or Enlarge to normal size).The
effect of this spell is a blur for 1 round in
which the character is affected by the
magic and changes size. Their
appearance is somewhat-more-or-less,
similar to the ants from the movie Ants,
except that these creatures have
mandibles in the corners of their mouths.

These creatures have been changed by
the magics of the pyramids (pyramid
power) into a race that is capable of
constructing marvels. The discs, are
enormous lenses(created of a chimer) and
are used to bring sunlight into the
creatures underground world. Digging
nearby ruins were these creatures live
could cause serious damage to their living
environment, witth a corresponding
reaction.

Expect a hefty amount to pay to these
creatures upon damaging their lair.




Habitat/Society

These creatures build
massive lairs near the
magical pyramids. The
excavated earth on top
resembling a large hill.

The insectile refractors are
represented into three main
castes; Workers, Warriors,
and nobles.

The warrior caste , in
addition to having a
poisonous bite that deals
1d4 points of
damage(saving throw
halves), also wield tiny
swords of crystal for 1d6
piints of damage, or tiny
crystal spears for 1d6+2
points of damage. Their
steeds are  specialized
versions of warriors, marked
by their greater size (6”) and
their strong mandibles are
razor sharp causing 1d8+2
points of damage. Steeds,
and warriors are also mostly
male, all coming to their
shape by a special fungal

diet.

Refractor siege engines deal 3d8 points of fire/heat damage per strike, with a focal range of 50 feet (beyond this 50 feet, the
sunlightr diverges too much and the beam becomes ‘useless’ they can fire one shot per round and need 1d3 rounds to refocus on
another target with the same lens.

The worker caste forms the rank and file of the refractor society. All workers are mostly female, but males do exist. These
creatures perform the day-to-day maintenance of the colony. Using adhesive saliva, they form the cement and bricks that they use
to build complex, intricate buildings and cities. Wotrkers also cooperate the smelting devices to create the class from chimer crystals
that makes up the majority of refractor constructions. Like the warriors, there are specialized workers whose sole task is to move
earth, lift heavy objects, and perform other feats of civil engineering.

Over all the rest is the noble caste. These insects are recognized by their enlarged thoracic shells. In addition, the carapaces are
etched and marked in patterns amazingly similar to the jewelry of true Nithian nobles. Noble refractors control the daily running of
the colony. Specialized nibles enchant the millions of tiny crystals that make up giant solar lenses that light their cities, as well as the
smaller lenses that power their miniature that power their miniature siege engines. (Incidentally, it is these solar lenses that form the
‘City breaker'weapons on Nithian hover barges) in addition, other nobles apparentely know clerical spells such as create water
(actually summon water from deeper below in the ground), which throws up the question if these creatures are not the result of
some creational immortal. It is unknown which immoetal grants them their spells. The nobles are either male or female, used for
guidance and reproduction.

Over all is the Pharaoh. The Pharaoh (always female) is immense (almost two feet) in reflection to the other. With a severely
enlarged abdomen to birth the thousands of young. Like the queen in an ant’s colony (what these creatures cleartly evolved from),
she is the literal mother of the colony. Her entire life is spent in childbirth, but it is also spent dealing with affairs of her nation. The
pharaoh is also the most powerful magicuser of the colony, capable of wielding spells from first to fifth level. Unlike ants, however,
Refractor Pharaohs and colonies are able to form alliances and work together. Because of this, it is far more difficult to obtain the
solar lenses that cap Refractor colonies than it used to be. In recent days, the Refractors have begun to patrol the surface, making
passage near the Hutaatep Ruins a very dangerous proposition.

Ecology

These creatures tunnel underneath the chimers and apparentely seem to be able to dislodge the crystals rhey need and bring to
their lairs. These are very great distances to cover, and take a lot of time. Mainly because of this refractors living near a Chimer
have a merchandise positrion with Refractor colonies not having this advantage.

They feed on plants, and funghi grown upon (any) organic underground, but they also harvest the sweet sugary excrements of plant
lice, which they use like cows.
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Beetles, Giant (Coleoptera species)

Giant beetles are similar to their more ordinary counterparts, but thousands of
times larger -- with chewing mandibles and hard wings that provide substantial
armor protection. Beetles have two pairs of wings and three pairs of legs.
Fortunately, the wings of a giant beetle cannot be used to fly, and in most cases,
its six bristly legs do not enable it to move as fast as a fleeing man. The hard,
chitinous shell of several varieties of these beetles are brightly colored, and
sometimes have value to art collectors. While their shells protect beetles as well
as plate mail armor, it is difficult to craft armor from them, and a skilled alchemist
would need to be brought in on the job.

All beetles are basically unintelligent and always hungry. They will feed on
virtually any form of organic material, including other sorts of beetles. They taste
matter with their antennae, or feelers; if a substance tasted is organic, the beetle
grasps it with its mandibles, crushes it, and eats it. Because of the thorough
grinding of the mandibles, nothing eaten by giant beetles can be revived by
anything short of a wish. Beetles do not hear or see well, and rely primarily on
taste and feel. Except as noted below, giant beetles are not really social
animals; those that are found near each other are competitors for the same
biological niche, not part of any family unit.

The creatures go through a metamorphosis cycle like normal insects. Their

larval stage has all the statistics of the adult creature, but lacks the AV and
special attack forms. Sometimes the larval stage has its own abilities and statistics.




Bombardier Beetle (Carabidus gigantes)

Giant Insect

Bombardier

Type Lowlife (Insect)
Climate/Terrain Any,
Frequency Common
Organization Solitary
Activity Cycle Day
Diet Carnivore
AL N
NA 3d4
Size S; 4
ST »
IN/WI 1
DX 6
co 14
CH 9
Languages 0
Spellcaster Limits; 0
AC 4
AV d 5
HD 2+2*
HP 2d10+2
MV 90'(30")
BR 3'(1)
Sw 3'(1)
FL 60'(20")
MF 5B
THACO 4 19
2d6 1Bite
Damage 1d8
Special Attacks; Squirt
Special Defenses; 4 0

Immune to;

Charm,Hold lllusion

Extra Vulnerable to; Fire
AM 4 0
Save as; F2
ML 4 6
XP 4 35
TT nil
B ody Weight 5Lbs

Ecology:

The bombardier beetle is usually found above ground in wooded areas. It primarily
feeds on offal and carrion, gathering huge heaps of the stuff in which to lay its eggs.

Combat:

If it is attacked or disturbed, there is a 50% chance each round that it will turn its rear
toward its attacker and fire off an 8-foot, spherical cloud of reeking, reddish, acidic
vapor from its abdomen. This cloud causes 3d4 points of damage per round to any
creature within range. Furthermore, the sound caused by the release of the vapor has
a 20% chance of stunning any creature with a sense of hearing within a 15-foot radius,
and a like chance for deafening any creature that was not stunned. Stunning lasts for
2d4 rounds, plus an additional 2d4 rounds of deafness afterwards. Deafening lasts
2d6 rounds. The giant bombardier can fire its vapor cloud every third round, but no
more than twice in eight hours.

The bombardier action of this beetle is caused by the explosive mixture of two substances that are produced internally and
combined in a third organ. If a bombardier is killed before it has the opportunity to fire off both blasts, it is possible to cut the creature
open and retrieve the chemicals. These chemicals can then be combined to produce a small explosive, or fire a projectile, with the
proper equipment. The chemicals are also of value to alchemists, who can use them in various preparations. They are worth 50 gp
per dose. Senses; Tremorsense 30, infravision 60’, darkvision, scent high other senses low.

Main Prey; Funghi, Plants, dead organic matter, Main Predator; Spiders, Humanoid, mammals.




Boring Beetles (Different species)

Boring
Cowlite (Insect)
Climate/Terrain Aby woodlands
Frequency Common

Solitary
Bight
Omnivore
N
3d6
L;6't09

=
REapr o

wjo o ©

6
3t06
1d10/HD
60'(20')
3010
3(1)
60'(20')
5B
16
1 Bite
5d4
Squirt
Special Defenses; 0
Immune to; Charm, Hold lllusion
Extra Vulnerable to; Fire Boring beetles feed on rotting wood and similar organic material, so they are usually

F03 found individually inside huge trees or massed in underground tunnel complexes.

6
3 HD=35
4HD =75
5HD =175
6 HD = 275
nil
25 cn/hp

Combat:
The large mandibles of the boring beetle have a powerful bite and will inflict up to 20
points on damage to the victim.

Habitat/Society:

Individually, these creatures are not much more intelligent than other giant beetles, but
it is rumored that nests of them can develop a communal intelligence with a level of
consciousness and reasoning that approximates the human brain. This does not mean that each beetle has the intelligence of a
human, but rather that, collectively, the entire nest has attained that level. In these cases, the beetles are likely to collect treasure
and magical items from their victims.

Ecology:

In tunnel complexes (dug by themselves—corridors as big as they are), boring beetles grow molds, slimes, and fungi for food,
beginning their cultures on various forms of decaying vegetable and animal matter and wastes. One frequent fungus grown is the
shrieker, which serves a dual role. Not only is the shrieker a tasty treat for the boring beetle, but it also functions as an alarm when
visitors have entered the fungi farm. Boring beetles are quick to react to these alarms, dispatching the invaders, sometimes eating
them, but in any case gaining fresh organic matter on which to raise shrieker and other saprophytic plants.

Senses; Tremorsense 30’, infravision 60’, darkvision, scent high other senses human.

Main Prey; Wood Plants, dead organic matter, Main Predator; Spiders, Humanoid, mammals.
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Fire Beetle: (Coleopterus furens)

Fire beetles are 2
1/2' - long creatures
often found below
ground. The smallest
of the giant beetles,
fire beetles  are
nevertheless capable
of delivering serious
damage with their
powerful mandibles.
They have 4 eyes on
a row above their
mandibles. They are
found both above
and below ground,
and are primarily
nocturnal. They have
green blood and
internal organs.

Despite its name, the
fire beetle has no fire
attacks, relying

instead on its huge mandibles to inflict up to three times the damage of a dagger in a

Fire beetles have two special glands above their eyes and one near the back of their

abdomens. These glands produce a luminous red glow,
and for this reason they are highly prized by miners and
adventurers. This luminosity persists for 1d6 days after
the glands are removed from the beetle, and the light
shed will illuminate a radius of 10 feet. The light from
these glands is "cold" -- it produces no heat. Many mages
and alchemists are eager to discover the secret of this
cold light, which could be not only safe, but economical,

with no parts to heat up and burn out. In theory, they say, such a light source could

Senses; Tremorsense 30’, infravision 60’, darkvision, scent high other senses low.

Main Prey; Funghi, Plants, dead organic matter, in case of low food aggressive to any

creature. Main Predator; Spiders, Humanoid, mammals.

Giant Insect Fire
e Lowlite (Insect)
Climate/Terrain Any land
Frequency Common
(Organization Solitary
ctivity Cycle Night/Darkness
Diet Omnivore
L N
NA 1
Size S2'5
ST 10
IN 2
| 5
DX 8
CO 13
CH 9
Languages 0
Spellcaster Limits; 0
C 4
\% 5
HD 1+2
HP 1d10+2
MV 120'(40")
BR| 3(1) :
o 3(1) single attack.
FL| 60'(20)
MF| 5B
[THACO 19
ttacks 1 Bite
Damage 2d4
Special Attacks 0
Special Defenses; Confusion
Im mune to; Charm, Hold, Illusion
Extra Vulnerable to; Fire
M 0
Save as; F1 last forever.
ML 7
XP 20
T nil
Body W eight 1350cn
(Giant insect _Oil Oil Beetle: (Meloé variegates)
e Lowlife (Insect)
Climate/Terrain Any underground/forest
Frequency Common
Organization Solitary
ctivity Cycle Night/Darkness
Diet Omnivore
L N
NA 1d8(2d6)
Size M; 3
ST 12
IN/WI 1
DX 8
CO 13
CH 9
Languages 0
Spellcaster Limits; 0
C 4
\% 5
HD 2%
HP 2d10
MV 90'(309)
[THACO 11
ttacks 1 Bite
Damage 1d4
Special Attacks; Blistering Ol squirt
Special Defenses; 0
Im mune to; Charm, Hold, Illusion
Extra Vulnerable to; fire

Oil beetles are 3'-long giant beetles that
sometimes burrow underground. When
attacked, an oil beetle squirts an oily fluid at one attacker (an attack roll is needed; the range is 5'). The oil raises painful blisters,
causing a - 2 penalty on the victim's attack rolls until cured by a cure light wounds spell or until 24 hours have passed.

Senses; Tremorsense 30’, scent high other senses low

Main Prey; Funghi, Plants, dead organic matter, larvae, Main Predator; Spiders, Humanoid, mammals.
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Rhinoceros Beetle (Dynastinae gigantes)

Rhinoceros

Stag

This uncommon monster

Climate/Terrain
Frequency

Lowlife (Insect)
Any Jungle
Uncommon

Solitary
Any
Herbivore
N
1d6
M: 10

Lowlite (Insect)
Any Forest
Common
Solitary
Any
Omnivore
N
2d6
L:12

15
1
1

7
12
12d10
60'(20')
2500/5000
3(1)
3(1)
60'(20')
58
9

7d10
60'(20')
1500/3000
31
3@
60'(20)
5B
13

inhabits  tropical and
subtropical jungles. They
roam the rain forests
searching for fruits and
vegetation, and crushing
anything in their path. The
horn of a giant rhinoceros
beetle extends about 6
feet.

Combat:

The mandibles of this
giant beetle inflict 3d6
points of damage on
anyone unfortunate
enough to be caught by
them; the tremendous
horn is capable of causing
2d8 points of damage by
itself.

Ecology:

The shell of this jungle

1 Bite
3d6

1 Horn
2d8

or 1 Horn
2d8

1 Bite
1d10

Special Defenses;
Immune to;
Extra Vulnerable to;

0
0

0
0

Charm, Hold, lllusion

Fire
0

Fire
0

F6
8
1250
0

F3
7
450
0

3650cn

2750cn

dweller is often brightly
colored or iridescent. If
retrieved in one piece,
these shells are
valuable to clerics of
the Egyptian pantheon,
who use them as giant
scarabs to decorate
temples and other
areas of worship.

It is a representation of
this, the largest of all
beetles, that serves as
the holy symbol for
clerics of Apshai, the
Nithian (Egyptian-style)
god whose sphere of

influence is said to
include all insects.

Senses; scent medium other senses low
Main Prey; Animals, Humanoid, Main
Predator; Spiders, Humanoid, mammals.

Stag Beetle (Lucanus servus enormus)
These woodland beetles are very fond of
grains and similar growing crops, and they
sometimes become great nuisances when
they raid cultivated lands.

Combat:

Like other beetles, they have poor sight and
hearing, but they will fight if attacked or
attack if they encounter organic material
they consider food. The giant stag beetle's
two horns are usually not less than 8 feet
long; they inflict up to 10 points of damage
each.

Ecology:

The worst damage from a stag beetle raid is
that done to crops; they will strip an entire
farm in short order. Livestock suffers too,
stampeding in fear and wreaking more
havoc. The beetles may even devour
livestock, if they are hungry enough.
Senses; Sound and scent high other senses
low Main Prey; Animals, Humanoid, Main
Predator; Spiders, Humanoid, mammals.



Tiger Beetle: (Cincindela maximus)

Beetle, Giant Tiger Water
Type Towlite (Insect) Cowlite (Insect)
Climate/Terrain Any Any Water Lake 30+ deep
Frequency Common Common
Solitary Solitary
Night Any
Omnivore Omnivore
N N
1d8(2d6) 1d12
M. 4 M: 6"
11

14
1
1
8

13
9
0
0
3
6

3+1

3d10+1 12d10
150'(50") 60'(20")
3(1) 3(1)
(1) 90'(30)
60'(20") 60'(20)
5B 5B
17 17
1 Bite 1 Horn
1d6 3d6
1 Bite
1d8 2d8
special 0
Special Defenses; 0 0
Immune |t°; ble to: _ Charm, Hold, lllusion Tiger beetles are 4'-long giant beetles with a striped carapace that
Extra Vulnerable to; Fge Fge looks like a tiger's skin. They are carnivores and usually prey on
= = robber flies.
7 8 Senses; Tremorsense 30, scent high other senses low
50 75 Main Prey; Animals, Plants, Humanoid, Main Predator; Spiders,
u 0 Humanoid, mammals.

1250cn 3250cn

Water Beetle (Amphizoidus rex)
The giant water beetle is found only in fresh water no less than
30 feet deep.

Combat:

Voracious eaters, these beetles prey upon virtually any form of
animal, but will eat almost anything. Slow and ponderous on
land, they move very quickly in water. Giant water beetles hunt
food by scent and by feeling vibrations.

Habitat/Society:

Water beetles sometimes inhabit navigable rivers and lakes, in
which case they can cause considerable damage to shipping,
often attacking and sinking craft to get at the tasty morsels
inside. Ecology: Although they are air breathers, water beetles
manage to stay underwater for extended periods of time by
catching and holding a bubble of air beneath their giant wings.
They will carry the bubble underwater, where it can be placed in
a cave or some other cavity capable of holding an air supply.
Senses; Tremorsense 30’, taste high other senses low

Main Prey; Animals, Fish, Humanoid, Main Predator; Spiders,
Humanoid, mammals.

Gina Mikel, wwwseientificillustator.com
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Scarab Beetle, Giant:

(Scarabaeus maximus)

Beetle, Giant Scarab Beetle T
Type Lowlife (Insect)
Climate/Terrain any underground
Frequency uncommon
Organization mated pairs
Activity Cycle any
Diet Omnivore
AL NG
NA 1d4
Size L; 12'long
ST 22
IN 5-7
WI 7
DX 7
CO 14
CH 9
Languages 0
Spellcaster Limits; 0
AC 3
AV 6
HD 6*
HP 6d8
MV 60'/20")
BR 30710
Jump 120
THACO 9
Attacks 1 Bite
Damage 2d6
Special Attacks; Flare
jump
Special Defenses; jump
Immune to; Charm, Hold, lllusion
Extra Vulnerable to; Fire
AM 0
Save as; F3
ML 7
XP
TT 0
Body Weight 1250LBS
Scarab beetles are black- or brown-
shelled beetles, familiar to many as the
beetles adorning Nithian amulets. In the
underground regions, they survive on bat

guano and cave crickets, but they are not averse to a change of diet they consider all smaller creatures potential prey.

Combat:

Scarab beetles are generally reclusive creatures, scuttling along with their balls of dung in the center of great caverns, gathering
food and avoiding predators as best they can Their vestigial wings allow them to fly short distances up to 120 yards at a time, with a
loud clacking, buzzing flight. They always seek to flee first if attacked; these jump-flights often take them up to cavern ledges.

When pressed, scarab beetles can ignite a special magical flare beneath their vestigial wings, creating a light brighter than normal
sunlight that illuminates everything within 150", dispels any magical shadows or darkness within 10, and inflicts 1d6 hp
damage/round to the undead or creatures made of shadow, such as shadow fiends, slow shadows, and darkness elementals. The
flare lasts for one round per HD of the giant beetle and does not interfere with its normal mandible attacks. However, the scarab
beetle cannot fly while its flare shines, because the wings must be used to generate the intense light.

Habitat/Society:

Scarab beetles are often sought after by sun god cults and followers of the Nithian pantheon, who believe they are holy animals and
symbols of rebirth, In general, they have no complex societies and simply prefer areas containing great quantities of dung, which
they fashion into ball-shaped containers for eggs, and which they use to build their elaborate tunnel-nests.

The scarab beetle’s nest are simple, circular tunnels about 4’ in diameter, just wide enough for the beetles to pass through, but not
big enough for larger predators. The tunnels are packed with balls of dung and stink abominably, but they are otherwise as dry as
the surrounding stone. Any treasures the beetles have will be embedded into the tunnel walls.

Ecology:

In addition to their role as scavengers, scarab beetles keep the number of undead in the underground world down. An instinct which
some believe was implanted in the species by the ancient Nithian sun god Ra (Rathanos) drives scarab beetles to swarm to the
attack whenever confronted by undead of any kind; their sunlight and their powerful jaws are capable of destroying and then
recycling everything from skeletons to vampires. It is rumored that Ra was responsible for the creation of these creatures, but this
remains unproven sofar. For the ancient Nithians, this was not needed to be proven, for them it was a fact of life.

Senses; Tremorsense 30’, Infravision 60’, taste high other senses Medium
Main Prey; Animals, Fish, Humanoid, Main Predator; Spiders, Humanoid, mammals.
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Death Watch Beetle (Xestobium rufovillosum gigantes)

Death Watch

Lowlite (Insect)
Any temperate
Rare
Solitary
Night
Omnivore

9*
9d10
120'(40")
3(1)
3(1)
60'(20")
5B
17

1 Bite
1d6

Special Defenses;
Immune to;
Extra Vulnerable to;

Death vibration
Camouflage
Charm, Hold, lllusion
Fire
0

F5
7
1600
U

Body Weight

Senses; Tremorsense 30’, Scent and
taste high other senses human

Main Prey; Animals, Humanoid, Main
Predator; Spiders,

mammals.

1250cn

This monstrous insect
is found in temperate
regions. It is
particularly dreaded as
it often disguises itself.
These disguises range
from wearing
carapaces of other
giant beetles to
sticking  rubbish to
itself with a glue of
earth and saliva.
Although ~ commonly
encountered outdoors
(the minute species—
i.e.; 4"), death watch
beetles of the giant
sort have also been
known to invade
subterranean areas in
search of food. The
normal attack of a
death watch beetle is
by biting with its great
mandibles. Before
such an attack,
however, the monster
will make a single
clicking sound with its
carapace. The sound

produces sonic
vibrations which are
deadly. Creatures

within a 30-foot radius
must save vs. death

magic or die by heart- failure. Those saving must take from 5d4 points of damage. The
clicking of the death watch resembles that of a drum or gong. As the sound is diffused
and seems to come from everywhere, location of the monster thereby is 90% unlikely.

After 1 round, the vibrations have the stated effect. The effort required to produce the

killing vibrations is such that the monster is able to perform the clicking only once every
1d4+1 hours. As a death watch moves frequently in search of food, it is unlikely that it will have treasure, other than an incidental
item possibly stuck upon its back as camouflage. Even if a beetle stays in one locale for an extended period (10% chance) only the
treasure carried by victims slain by the monster will be in the area.

Humanoid,
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Killer Beetle (Coleoptereae rex)

Death Watch
Lowlife (Insect)
Any temperate

Coninent of Davania only
Very Rare
Solitary
Night
Omnivore
N
1
L; 121'long
16
8-11

[e e

9d10
120'(40")
17
4 clawed tentacles
1d10 each
Psionics
Special Defenses; Psionics Killer beetles, or arathas (in Elfish), are thankfully very rare. These
Immune to; Heat, Petrification, Charm, Hold, lllusion W tireless hunters inhabit non-mountainous warm or temperate regions,
Extra Vulnerable to; Fire avoiding heavily populated areas. Solitary by nature, they live on
0 creatures located by thought and scent; they highly prize brain moles,
m and are also partial to the flesh of Halflings and Owlbears. In a pinch
’ they will eat any meat, and are greatly feared by common folk because

16:')0 of their powers and toughness.

1250cn

Combat

The massive, curved carapaces of arathas resist squeezing and crushing, and the beetles are immune to fire, other heat-related
attacks, and petrification. They are also immune to mind-affecting spells or powers, but otherwise have no magic resistance. They
attack prey by means of their four fearsome tentacles, and also have psionic powers.

Arathas use any one of the following psionic spell-like powers once per Turn each at most (as equal in strength as a 9" level caster):
animal telepathy, Trip, Empathy, Cause serious wounds, and Paralysis. They employ these powers habitually to avoid powerful foes
(or to assault them psionically if cornered), to locate and stalk victims, and to strike when a victim is disoriented, upset, confused, or
injured.

Habitat/Society

When an aratha grows old and weak, it seeks out a powerful enemy and attacks, so that it will die in battle. Arathas mate once in
life; 2 to 4 months after mating, one of the partners bears 1 to 3 live young, the parent dying afterward.

Killer beetles grasp and hold prey by means of four 20'-long tentacles. These tentacles are retractable, collapsing to as small as 8
feet in length. Each tentacle ends in a pincer like claw that closes with bone crushing strength. An aratha can reach in any direction
(including behind itself) with great speed, and can "see" behind itself by means of light- and movement sensitive organs (primitive
"eyes") located on its belly and back. An aratha has two eye clusters at the front of the carapace, three legs on each side of its body,
and a grinding, iris like mouth at the front underside of its body. An aratha does not bite opponents, but merely chews flesh that is
torn away and conveyed to the mouth by the tentacles.

Ecology

An aratha's carapace softens and rots after the creature's death, but the claws can be salvaged and fashioned into ever sharp,
unbreakable arrow and spear points.

Senses; Tremorsense 30’, taste high other senses low

Main Prey; Animals, Fish, Humanoid, Main Predator; Spiders, Humanoid, mammals.
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Slicer Beetle (Ondontolabis cuvera gigantes)

Slicer
LCowiite (Insect)
Temperate woodlands
Rare
Solitary
Any
Omnivore
N
1d12
L, 7
13

6*
6d10
60'(20")
3(1)
90'(30")
60'(20")
5B
17
1 Horn
2d8
Severation

Special Defenses;
Immune to;
Extra Vulnerable to;

The slicer beetle is similar to a stag beetle (g.v.) but does not have horns. Its

F2 mandibles are razor-sharp. When attacking, a roll of 19 or 20 indicates that it has

nipped off an opponent's arm or leg, and destroyed a piece of armor (AV permanent

500 lowered by 1). If the battle is going against the slicer beetle, it will grab any food
0 conveniently available (i.e., lost limbs) and flees.

1150cn This creature will negate the first two AV points an opponent eventually has. This

functions as follows; when the beetle succeeds in making a hit damage is
rolled. Normally AV would be subtracted, with a minimum damage of 1; in this
case will the AV be lowered by 2 points. Its lair usually contains many bones
and 1-6 types of normal weaponry.

The lair may also contain magical weapons (25% chance) or magical boots
(10% chance). (l.e. anything held by the bitten off arm or leg). However, if a
pair of boots or gauntlets is present, the pair is probably not matched (only a
5% chance of matching). The rest of the prey survived and escaped or died
somewhere else, eaten by other creatures. (So any magical item could have
survived in the area (roughly up to 1 mile from the lair—so though there exists
a chance to find the matching item it is extremely slim (unless and even when
magic is used).

Each boot alone will perform as follows:

1 foot taps and shuffles.

1 foot tip-toes.

1 side of the body tends to rise.

1 foot takes 2 steps to the other's 1.

1 foot makes goose steps

Attempts at identifying an unmatched set will give standard ing: 1 foot makes hops of 3-4 feet.
(but false) results. The effects of non-matching boots or
gauntlets can be unpredictable. These effects will not

Each gauntlet alone will perform as follows:

commence until the wearer is engaged in an encounter, ity: 1 hand tends to attempt pocket-picking
adventure, or other normal but potentially dangerous activity. (with half normal chance of success).
Senses; Tremorsense 30, Scent and taste high other senses ing: 1 hand tends to drop things (50% chance).
human

. . . . . 1 hand sloppily uses more force than intended,;
Main Prey; Animals, Humanoid, Main Predator; Spiders, PRty

Humanoid, mammals.

if in combat, no strength modifiers will apply.
1 hand tends to wave about randomly.

1 hand tends to wave about randomly.

The DM must invent actions for all other items)
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Thorn Slicer Beetle (Ondontolabis cuvera terrax)

i Thorn Slicer

Lowlife (Insect)
Jungles
Very Rare
Solitary
Any
Carnivore
N
1d3
L7

16

8**
8d10
60'(20")
3(1)
90'(30")
17

1 Bite
2d10

Special Attacks;

Special Defenses;
Immune to;
Extra Vulnerable to;

Severation
Negates AV
Thorns 1d4
Charm, Hold, lllusion
Fire
0

F4
9
1750
0

Senses; Tremorsense 30, Scent and taste high

other senses human

Main Prey; Animals, Humanoid, Main Predator;

1500cn

Spiders, Humanoid, mammals.

The Thorn slicer beetle is similar to a normal slicer beetle but does have many thorns
all over its carapace. Its mandibles are razor-sharp. Its mandibles are as strong as
steel, and sharp as a razor.

When attacking, a roll of 18, 19 or 20 indicates that it has nipped off an opponent's arm
or leg. This creature will negate the first six AV points an opponent eventually has. This
functions as follows; when the beetle succeeds in making a hit damage is rolled.
Normally AV would be subtracted, with a minimum damage of 1. in this case will the
AV be lowered by 6 points, If the battle is going against the slicer beetle, it will grab
any food conveniently available (i.e., lost limbs) and flees.

Its thorns are for camouflage together with its green color but they are also used as a
form of defense, any hit on the creature will also damage the attacker by 1d4 (subtract
complete AV, so it is possible to get none of this damage at all in an attack if wearing a
better Armor than AV4).

Its lair usually contains many bones and 1d6 types of normal weaponry. The lair may
also contain magical weapons (25% chance) or magical boots (10% chance). (l.e.
anything held by the bitten off arm or leg).

However, if a pair of boots or gauntlets is present, the pair is probably not matched
(only a 5% chance of matching). The rest of the prey survived and escaped or died
somewhere else, eaten by other creatures. (So any magical item could have survived
in the area (roughly up to 1 mile from the lair—so though there exists a chance to find
the matching item it is extremely slim (unless and even when magic is used). Attempts
at identifying an unmatched set will give standard (but false) results. The effects of
non-matching boots or gauntlets can be unpredictable. These effects will not
commence until the wearer is engaged in an encounter, adventure, or other normal but
potentially dangerous activity.

Each boot alone will perform as follows:

Dancing: 1 foot taps and shuffles.

Elvenkind: J1 foot tip-toes.

Levitation:  J1 side of the body tends to rise.
Speed: 1 foot takes 2 steps to the other's 1.
Striding 1 foot makes goose steps

Leaping: 1 foot makes hops of 3-4 feet.

Each gauntlet alone will perform as follows:

Dexterity: 1 hand tends to attempt pocket-picking
(with half normal chance of success).
Fumbling: 1 hand tends to drop things (50% chance).
Ogre power: |1 hand sloppily uses more force than intended;
if in combat, no strength modifiers will apply.
Swimming J1 hand tends to wave about randomly.
Climbing; 1 hand tends to wave about randomly.

702

The DM must invent actions for all other items)




Bullet Beetle (Dynastidae catapulis)

Beetle, Giant

Bullet Beetle

Type
Climate/Terrain

Frequency

Lowiite (Insect)

Hills, Broken Lands, Forests, Jungle

Warm to tropical
Very Rare
Solitary
Any
Omnivore
N
1d2
H; 20'length

11
1
1

18

11

0

6
6
12¢
12d10
60'(20")
3(1)
8

1 bite
1d8

or i bombardment
6d6 acid explosion

Special Defenses;
Immune to;
Extra Vulnerable to;

Severation
0
Charm, Hold, lllusion, Acid
Fire, Electricity
0

F6
8
2175
0

15.000cn

The bullet beetle has similarities with the water beetle but lives on land. It
has an extra-ordinary enlarged abdomen, in which the creature has
collected its own acidious body fluids to be used as bombardment globs.
In total 20 of these bombardments can be made.

The creature directs its abdomen towards the target and shoots to a
maximum range of 240’ where the acid will land. In flight it will
temporarily be coated in a thin gelatinous sheet that directly ruptures on
impact, but otherwise is completely immune to fire, electricity, acid, cold
and other area attacks.

When the glob ruptures on impact or in flight by material missiles, it will
coat a 20 diameter area with acid that will burn organic matter for 1d8
damage each round unless flushed with water. Creatures in the area that
are somehow warned or otherwise aware of the glob impact coming in,
may make a saving throw vs. Dragon Breath to jump aside, the amount
of success in this saving throw will reduce the acid damage to this target.
So it is possible to an aware creature not to take ay damage at all. The
acid will become slimy in 3 Turns, and reduce its strength to 1d4 points
of damage on touch. In melee the creature may attack by biting the
target with its red mandibles, or by crushing the target. This will cause
1d20+12 points of damage.

Senses; Tremorsense 30’, Scent and taste high other senses human
Main Prey; Animals, Humanoid, Main Predator; Spiders, Humanoid,
mammals.
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Horax (Culicidus horax)

Insect Giant Hor ax
Type Lowlife; insect
Climate/Terrain Subteranean
Uncommon
Colony
Any
Camivore
N
3d10
M;5'67ong
17

1d8
150'(50)
17

1 Bite
2d8
nil (disease)
Special Defenses; 0
Im mune to; Cham, Hold, lllusion
Extra Vulnerable to; Fire
0
NM
3
10 (disease 13)

. I
nil The Horax are insectoid bug-like creatures, as ferocious as they are mindless. They
15cn are long with 12 legs, small but powerful mandibles, and tough chitinous plates that
cover the back. Horax are long and low to the ground. Their legs end in strong
grippers, able to hold firmly to nearly any surface. They are very dark in color, blue-black to pure black and are not easily seen, even
by those with infravision.

Combat:

The Horax almost always attack in packs. They rely on numbers and speed to make their kills. Although they appear short and
stocky, they are surprisingly quick, making them difficult to fight. They gain a +1 bonus to their chances of being surprised and a -1
bonus to all initiative die roils.

The Horax have exceptional climbing ability and can cling and attack from almost any surface and any angle. It is not unusual to find
Horax packs scouring underground tunnels, some moving along the floor while others cling to the ceilings and walls. This can make
them dangerous and difficult to fight for the unwary. Horax attack with their mandibles. Though these are small, they are strong
enough to crush bones. Once a Horax scores a hit, it maintains its lock. Each round this lock causes 1d6 points of additional
damage. No attack roll is needed for this. A Horaxs’ lock can be broken by a character (whether the attacked character or another)
who spends an entire round working to dislodge the beast. The character attempting must still roll for the attack. If successful, he
has pried the beast's jaws open. Being insectoid, Horax are vulnerable to cold. While ice and cold-based attacks do not cause any
additional damage, they have the effect of a slow spell. This effect lasts for 2d6 rounds.

Habitat/Society:

The Horax are communal creatures, living in small colonies of 30+1d10 individuals. There is no distinction between male and female
Horax. Each colony is located underground in a series of chambers. There are several communal chambers connected to a central
egg chamber. Normally, there are 3d6 young among the eggs (HD 1, AC 7, Dmg 1d6). Other chambers are used to store food
dragged back to the lair by the Horax. These are kept for later use, preserved by the dry air of the tunnels. These chambers contain
whatever treasure the Horax have accidentally collected. Magical items found are most often weapons or armor from the .bodies of
dead warriors slain and brought back by the foragers.

Ecology:

Although subterranean, the Horax do venture to the surface when prey is scarce in the tunnels underground. They venture onto only
the surface in the hours of dusk, after the hot desert sun has cooled, but before the chill night air makes them sluggish. Although
they prefer fresh kills, they also scavenge. They do not seem to have preferences for prey, although they seldom attack other
insectoid creatures. The back plates of the Horax can be fashioned into a lightweight and durable armor (AV3) by armorers
experienced at handling the stuff.

Senses; Tremorsense 30, scent high other senses low.

Main Prey; Mammals, Main Predator; Spider.
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Dragon Beetle (Coleopterus draconis)

Measuring about 1 foot, dragon beetles are crimson in color with black trimmed

Insect Giant Dragon Beetle shells’ they have three horns, spiked shells, and viscious looking stingers.
Tye Lowiife; insect Unlike other types of beetles, dragon beetles do not have fully enveloped wings
Climate/Terrain Desett, Subterranean (they are only rudimentary existing underneath the shell and can’t be used in any
Frequency Uncommon way). They are basically unintelligent, and do not see or hear very well. They rely
Organization Nest on taste and touch to interact with the world around them.
ctivity Cycle Any Dragon beetles seem to communicate among themselves by touch and a small
Diet Camivore variety of sounds, but they have no capacity for understanding or communicating
N"; 238 with intelligent creatures. When threatened, they produce a raspy, hissing sound.
Size T, 1 tall Combat
S 14 Dragon beetles have two attack forms. The primary attack is a bite that delivers 1d4
IN 1 points of damage by the strong mandibles. The second attack is a stinger that
! 2 delivers a dose of venom on a successful hit.
D¢ 8 The stinger’s physical damage is negligible, and the poison only affects dragons
gg 190 and dragonkin such as drakes, wyverns, chimera, Chameleon men and lizardmen.
To others the sting is only a slightly more bothersome than a normal insect bite. It
;ar;glcuzgt?r Limits 8 hurts little at first, then itches, but produces no other harmful effects.
P - Dragon beetles produce venom that doesn’t harm humans, demihumans and most
S ! humanoids. If a dragon or dragon kin is hit by a dragon beetle’s stinger, it must
ﬁ‘\é 513 make a saving throw vs. poison. A successful save inflicts only 1d10 points of
poison damage in 1 round, a failed save inflicts 2d10 points of damage and marks
;'\3/ 1539(203 the area around the insertion point with a burning red scar.
THACD 20 Lone dragon beetles are not typlca!ly Aggressive. When confronteq, a'Ione dragon
Afacks TEe beetle ggn(_erally flees unl_ess ther_e is no escape rot_Jte. Even_then, it will not attack.
Damage 14 Ins_tead, it lies perfectly still and hisses, refusing to fight even if attacks are Iaunched
et T at it. In groups of two or more, _however, dragon beetles become more aggressive.
Damage poison Any creatur_e that comes within 10 feet of a group of dragon beetles will be
Special ATacKs, poison attacked. If !ntruders approach a dra_igon beetle nest, all beetles present swarm to
Special Deferses; 0 attack, gaining a +1 bonus to their attack roll and a +1 damage bonus to all
Immune to; Cham, Hold, lllusion successful bites.
Extra Vulnerable to; Cold
AM 0 Habitat/Society
Save as; NV While most other types of beetles are not social creatures, dragon beetles live
ML 6 together in groups called nests. The nest is the most important location for a dragon
xp 10 beetle, and it will defend the nest from all intruders. Nests of up to 16 beetles can

be found in underground ruins, in cramped caves, and even in thick clumps of
underground vegetation. At least half of the nest

ranges out to hunt every day, seeking recently killed
creatures or prey that a group of beetles can easily take
down. Nests are always occupied by larger, stronger
dragon beetles. A nest leader is always 3 HD, with a
stronger shell that provides AC 5. The bite of a nest
leader causes Id6 points of damage. Its venom inflicts
2d12 points of damage on draconic species (Id12 if a
saving throw is successful).

Ecology:

Dragon beetles eat carrion, though they may bring
down small creatures when they attack in sufficient
numbers. When enough meat is found (either carrion or
prey), the beetles work together to haul the body back
to the nest. In the nest, the body is used not only as a
food source-a man-sized creature can last for as long
as two months-but as a depository for eggs. The
females lay their eggs in the carcass.

When the eggs hatch (in about one months time), the
newborn beetles feast upon the remaining flesh until
they are strong enough to emerge and join the rest of
the nest. Adventurers locating a dragon beetle nest can
sometimes find treasure on these egg-infested
carcasses.

It is possible to extract dragon beetle venom and coat
weapons with it. Each beetle can produce 14 doses or
coatings, and each dose is good for a single effect. On
a naked blade, the poison remains potent for one day.
In a glass or ceramic container, the venom keeps for a

week. Crude armor and shields can be fashioned from

the chitinous shells of dragon beetles, though this is a painstaking process and requires proper knowledge of crafting techniques.

Senses; Tremorsense 30’, taste high other senses low
Main Prey; Animals, Fish, Humanoid, Main Predator; Spiders, Humanoid, mammals.
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Dragonfly (Meganeura species)
Dragonfly (Anisoptera and Prehistoric meganeura species)

Dragonfly
Lowlfe, insect
Swamp, River Lake
Rare
Solitary
Day
Carboon till today
Carnivore
N

1d6

M: 13
22
2
5
18
12
9

0
0
3
2

7
7d8
30'(10)
360(120")
1
850/1700

0 30'(10Y)
13 15
1 Bite 1 Bite
3d4 3d6
Special Attacks; 0 Jump Beak
Special Defenses; 0 0
Im mune to; Charm, Hold, lllusion
Extra Vulnerable to; Fire 0
0 0
F3 F3
7 7
450
nil nil
26LBS

Giant dragonflies gain a -3 bonus to initiative rolls and a +4
Armor Class bonus against missile weapons. A dragonfly scoops
tiny- and small-sized creatures into its leg basket and devours
them in midair. When captured, its victim is attacked
automatically. When attacking man- or large-sized creatures, the
dragonfly darts in to bite with its mandibles and backs up, always
facing its opponent.

Small (mostly shaman) frogmen may sometimes use them as
mounts.

06




Dragonfly, Larva (Meganeura species)

This larva surprises their prey 50% of the time. Their
mandibles are covered with a rubbery organ when not
in use; so even before the attack, they appear to be
inoffensive, toothless creatures.

Main Prey; insects, Main Predator; Fish, Humanoid,
Spider, Insects.

Senses; Tremorsense 30, scent/taste and vision high
other senses low

Odonate mouthparts: the dragonfly larva
fmandible

~ 11999 Encyclopadia Britannica, Inc.
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Draconic Dragonfly (Meganeura draconis species)

Dragonfly

Lowlife
Dragonkin
Warm to Temperate
any except mountains or oceans
lots of water

A draconic Dragonfly is also magical crossbreed (in effect a bioconstrct)
between the normal insect form of the creature with the same name (1" to 4”
long) and normal dragons of different colors. It appears similar to a normal
dragonfly, but is several feet long, and has a subtly draconian head. It has two
sets of wings, of which the front pair is slightly smaller than the other. They are
never folded back, even when the creature has landed and is resting, they
remain outstretched. There are five different colors of dragonfly, each with their

Breeds in ponds,swamp, river
Very rare
Solitary
Day
Carnivore
N

1d4 (3d6
3-4long (and )span Unlike full-sized dragons, the breath weapon of a dragonfly inflicts only 1 point

8 of damage per Hit Dice of the creature, and each breath is only 3 feet long and
1 1 foot wide at the end. Each breath can affect only one creature, unless they
1 stand against each other. A saving throw against the dragon breath is only
allowed if the creature and the victim are not in melee with each other. Those
who successfully make their save against the breath suffer half damage (AV is
negated) each dragonfly can breathe and bite each round of combat, and there
is no limit to the number of times a dragonfly can breath. Dragonflies dart
around very quickly and are therefore very hard to hit. (Even normal
Dragonflies are capable of darting up to 60 miles per hour!). They can stop and
hover in midair before darting off in another direction. They have animal intelligence and never talk or are able to cast spells.
Ecology;
The relative tiny insects called 7
dragonflies are insectivores, they 71 2=}

feed on smaller insects like _.f F.
mosquitoes. The giant dragonflies of | =
Mystara eagerly devours small i
rodents, birds, bird sized insects, ! -
worms and slugs. All Dragonflies VL7
need standing water to reproduce. o et i o
For some, this means a journey far . ~ ,_1"’ r 3"';,:- = 7 _ - ——
from their preferred habitat for the |- - fr" A e e
mating season (summer). The - : )
female dragonfly lays her eggs under il : e — = =
water, attaching the eggs to plants, if she can find a plant large enough
for the purpose; she sometimes cuts a slit in the stem or trunk and
places the eggs inside. Dragonfly eggs are quite small; half an inch in
diameter is typical. Three to eight weeks after the eggs are laid, they
hatch. Young dragonflies emerge as dragonfly nymphs.

Main Prey; Insects, Rats, Mice, Birds Main Predator; Spider, Insects,
Giant Frog/Toad.

corresponding breath weapon as of the same color dragon.

It is unknown who did create these bioconstructs, but they exited already prior
to the Era of Blackmoor.

The immature dragonflies—or Nymphs—are practically a separate creature in
appearance and behavior.

Spellcasterlimits
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Nymphs (Nymphs Meganeura draconis species)

Most dragonflies lay eggs in fresh water, especially in lakes or ponds, but some have
adapted to salt water environments. The young dragonfly, or nymphs, looks quite
differently from the creature that it will grow to be. They are long-legged and wingless. A
chitinous carapace protects their flat body. Their coloration is greenish with dark brown or
black, while the head is of somewhat lighter teint. There is no consistent relation between
the various nymph hues and adult coloration, it is impossible to tell what type of dragonfly

50(20)

HACO: Sw 1712()'(40)18 a nym_ph will b_ecome ba_sed on its color_. Nymphs grow rapidly, feeding on qll kinds of
T : B waterline, ranging from fish to frog and insects. The first nymphs to hatch in a group
bamage: 142 usually start making their still stiff siblings their first meal (one per hour). Two to three
S pecial AGACKS, Acd Brean weeks after hatching, a nymph is about 1 foot long and has 1 HD, after a year of growth; it
Damage; T | 2 becomes a 2 HD creature, measuring 2 to 3 feet in length. A nymph’s life cycle is two
[Special Defenses; None years long. During warm months, the nymph usually eats as much as possible, when
Immune to; Drowning weather turns cold; it enters a state of hibernation. The second winter starts up the
Acid metamorphosis. All nymphs are aquatic, and don't like to go above the water, until the last

final hours prior to the metamorphosis stage. It climbs to shore, on a plant or rock, and
dries up in a day of warm weather (relative to climate and species), then it breaks it outer
carapace and escapes as a living dragonfly of the right color. After an hour it has spread
its wings by pumping the veins full of blood. In a day it will have hardened its own chitinous
carapace, but until then it has a much lower AV (0 to natural). It then flies away and
abandons the familiar waters for unknown skies and to find a mate. The males will usually
die after mating, or else, they will slowly resume hunting until the next winter comes and it
finally dies.

Extra Vulnerable to; Dehydration

. - i .
Fett - Frit i P . B o,
or no matter what the final color will be, but this lasts only an hour or so until

A Dragonfly freshly hatched will be red-greenish in col
the sun has hardened the chitinous layer of the beast.

Combat

All dragonfly nymphs, regardless of the species, have an acidic breath weapon. This is a thin jet of greenish liquid that the nymph
spits against a single target up to 3 feet away. Like the adult dragonflies they can bite and attack in the same round, but generally
don’t do so unless agitated. Its breath weapon inflicts 1 point of damage per Hit dice like the adult dragonflies. A save is only
allowed to those not in melee with the creature. When the save is failed, or not allowed, not only damage is sustained but a random
outside worn item must make an item save vs. Acid or sustains enough acid damage (unless resistant or immune) to destroy it.

Larger nymphs are more aggressive; they may even attack man-sized creatures if sufficiently hungry. They are too stupid to be
turned back by something like a show of force; only after attacking something and finding it inedible (several failed attacks against
an armored target, for example—morale +1/try until go away) will a nymph break off an attack. They propel themselves underwater
by taking water in through their mouths, passing under pressure through their bodies, and jetting it out behind. They move,
therefore, in sudden spurts of 240’ but need to intake each round, therefore their average speed is 120'/40’. Their streamlined
bodies make movement easier when their legs are tucked up next to their carapace.
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White Dragonfly (Meganeura draconis Frigidus)
These dragonflies

range farther north

than others,

inhabiting conifer

MV 60'20") forests ar_ld the
S southern fringes of

FL| 240'(80") : -

ME 1 arctic tundra. It is

THACO: 17 white and black
AT 1Bite colored. Their
Damage; 1d6+3 lifecycle is the
Special Attacks; Cold Breath || shortest of the five
Damage; 3 species, limited by
Special Defenses; none the brief yet intense
Immune to; Cold summers of their
Petrification homes. Adults

Extra Vulnerable to; none emerge from their
MR; 0 old Nymph bodies in
AM; 0 the springtime, and
Save as; F3 have  but one
e 8 summer to grow fat
?r(:’ ngie on arctic in;ects,
- (like mosquitoes,

small rodents such as rats and lemmings, and the tiny
migratory birds that have journeyed to feast on the i
many insects that buzz under the midnight sun. in late summer white dragonflies lay eggs in northern lakes, slow streams, and deep
bogs. When the frost arrives, the adult dragonflies die (which is why they grow never stronger than 3 HD). The eggs, however, as
well as the nymphs, are below the ice, and adapt to the cold. They can even survive being frozen through the long, dark winter,
coming in spring, they hatch (if not already) and begin the cycle anew. The white dragonfly’s breath weapon is a blast of freezing
cold and ice crystals from moisture in the air. It will freeze cloth, non-living meat, and liquids up to 1 inch deep. The males will
usually die after mating, or else, they will slowly resume hunting until the next winter comes and it finally dies.

Black Dragonfly (Meganeura draconis Acidus)

HD; 3+2
MV; 60'(20")
sw| 240(80")
MH 1
THACO; 16
Aft.; 1 Bite
Damage; 1d6+3
Special Attacks; Acid Breath
Damage; 3
Special Defenses; none
Immune to; Acid
Disease
Extra Vulnerable to; none
MR; 0
AM; 0
Save as; F3
ML; 8
X P; 50
Tt none

These dragonflies live in dank
swamps and temperate bogs. It
enjoys climates from the tropics
to middle altitudes. It is Black-
Yellow colored. They do not
grow very large because there
are so many of them,
individuals compete intensely to
survive within their crowded
habitat. They even feed upon
their own species (often — -
smaller). The black dragon fly's = :iil
breath weapon is a stream of

caustic acid, distilled from
unpleasant chemicals natural to the creature’s decomposing home. The males will usually die after mating, or else, they will slowly
resume hunting until the next winter comes and it finally dies.
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Bleu Dragonfly (Meganeura draconis Electricus)

Dragon fly Blue

C; -1

V; 2
HD; 4+2
MV; 60'(20")

FL 240'(80")
MF 1

THACO; 15
Aft.; 1 Bite
Damage; 1d6+4
Special Attacks; Electrical Breath
Damage; 4
Special Defenses; none
Im mune to; Electricity .
Extra Vulnerable to; none '
MR; 0

M; 0
Save as; F4
ML; 9
XP; 125
Tt; none

This is a creature of the plains,
roving over wide landscapes and
devouring many small mammals
and birds, from thrushes to even
prairie dogs. It is light and dark-
blue colored. It rarely eats insects,
except of the giant variety, as they
don't satisfy its hunger. It lays its eggs in ponds and small lakes that dot the prairies and grasslands and in the eddies of slow-
moving rivers. Farmers keep a careful eye out for bleu dragonflies during the hot month, when grass fires may easily be sparked by
the creature’s lightning breath attack. The males will usually die after mating, or else, they will slowly resume hunting until the next
winter comes and it finally dies.

Red Dragonfly (Meganeura draconis Furens)

Dragon fly Red
(S -2
V; 2

HD; 5

MV; 60'(20)

FL| 240'@80")
MF 1

THACO; 15

Aft.; 1 Bite

Damage; 1d6+5

Special Attacks; Fire Breath

Damage; 5

Special Defenses; none

Immune to; Fire

Extra Vulnerable to; none

MR; 0
M; 0

Save as; F5

ML; 9

XP; 175

Tt; none

Most  powerful of the
dragonflies, the red can grow
to 5 feet in length. It inhabits
virtually any terrain in
temperate and  warmer
climates, and is known to
migrate from one place to another in search of food. Hills and moors often yield the best pickings. Stories are told of red dragonflies
that have carried of young lams, certainly rabbits aren’t unusual prey. It is extraordinarily viscious, and will even attack others of its
own kind to satisfy its hunger. The breath weapon of a red dragonfly is a small column of searing fire. It's the most fearsome
dragonfly attack. The males will usually die after mating, or else, they will slowly resume hunting until the next winter comes and it
finally dies.
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Green Dragonfly (Meganeura draconis Chlorinus)

MV; 60(20)

FL 240'80)

MF 1

THACO; 16

Att.; 1 Bite

Damage; 1d6+4

Special Attacks; Chlorine Breath

Damage; 4

Special Defenses; none

Im mune to; Chlorine
Poison

Extra Vulnerable to; none

MR; 0

AM; 0

Save as; Fa4

ML; 8

X P; 75

Tt none

These dragonflies share the

climate of the black, from

temperate to tropical, but it prefers

forested areas. It is green-brown

colored. Its breeding is done in

lakes and slow rivers or creeks more frequently than bogs, though green and black dragonflies do occasionally compete for territory
the green dragon fly's breath weapon takes the form of a small cloud of dense chlorine gas. It processes the chlorine from plain salt
(sodium chloride) found in its environment (Often secreted by plants). The males will usually die after mating, or else, they will slowly
resume hunting until the next winter comes and it finally dies.
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Fly (Diptera species)
Assassin Bug (Reduvidae assassinus)

Assassin Bug
Lowlife; Insect
warm marsh, underground
Very Rare
Solitary
Day
Carnivore
N
1
T; 1"

19
2
6

6*
6d8
120'(40)
15
1 Bite
1d3
Paralyzing poison
see below
Charm, Hold, lllusion
Cold
0
F3
7

5:"0 Assassin bugs are large insects that lay their eggs inside the bodies of

>6LBS humanoids. They have the appearance and color of giant bluebottle flies, with
females being a slightly lighter shade than males. They possess four limbs that
are like miniature arms and legs, which are a light tan color (like all other insects they originally had 6 limbs, but the two middle limbs
are now only found as rudimentary knobs on the sides of the creature). Assassin bugs have two pairs of wings on their backs, which
are almost transparent with a faint silvery hue. Assassin bugs are solitary by nature, but stay well out of sight most of the time. They
only time they are likely to be encountered is during their mating season, every other month, when a lone male and female will pair
together to search for a host creature for their egg. These eggs are 4 - 5 inch long ovals of deep blue color, and are considered
delicacies by trolls, troglodytes, and bugbears.

Combat

When a mated pair of assassin bugs encounters a human or other humanoid, they attack. The male will attack with his paralyzing
poisonous bite, which injects a local anesthetic, (Sv poison or suffer a secondary damage of 1d3 from Dexterity and causes
paralysis for 1 hour(6 Turns)in the affected area of the body), and will continue to attack until killed. The female assassin bug will
hover just out of melee range, waiting until the male has successfully attacked a target. The female follows the scent of the male's
saliva and bites the infected area, injecting her eggs and dying in the process. When the female dies, the male will fly away, and the
female will flee if the male is killed before paralyzing a host.

The male assassin bug attacks first with the female close to the battle. The female attacks that same location the following round to
inject 1d6+6 eggs. In 1d12+12 hours, the eggs hatch, and produce 1d6+6 larvae (never more than there were eggs but often less).
And each hatched larva causes 1 point of damage from intense pain to the host creature per hour as it feasts on the host's muscles
and internal organs. After two weeks of this, the larvae burrow out of the host's body, causing an additional 1d4+4 hit points of
damage per surviving larvae (assuming the host has survived the process in the first place—when the body of the host died the
larvae will each have a 25% chance of dying also.)

Upon reaching the outside air, the larvae will metamorphose in 24 hours into adult assassin bugs and fly away separately. Assassin
bug larvae are difficult to kill while the host is still alive, and usually require a well-placed spell or potion to do so. Cure serious
wounds will kill one larva for every level of experience the caster has above 6" level, and cure critical wounds kills all larvae. The
Cure All/Heal spell also kills all the larvae and functions as usual. Wish spells, if properly worded, can kill all the larvae and heal the
character fully. Immune to mind-influencing effects. Assassin bugs have Infravision with a range of 60 feet, but all its other senses
are as human.

Senses; Darkvision, scent high, vision medium, other senses low.

Main Prey; Humanoids, Main Predator; Spider, Insects.

713



Fly, Giant Bluebottle (Caliphore vomitoria Rex)

Bluebottle Horse Fly
Giant | Large
Lowlife; insect
Any
Very Rare
Solitary
Day
Omnivore
N
1d4
S; 3-5'
21
2
5

This breed of giant fly prefers carrion, offal, and the like. They are,

however, attracted to sweet odors, and creatures covered with blood

or open wounds. They spread any kind of disease, as do the normal

3 3* 1/8 sized flies. The DM must use Pages of Virtue to know how and

3jd8| 3:d8' 1 - which disease infects, spreads and affects the character, and how it

= 338,883,) 26700$(2800)') 11?)'//%1%" is cured. The diseases chosen from are only infections and plagues.
Senses; Scent high other senses low.

MF 5 5 5 ) ; . . . e
Load (non fiying) a S00/1600 e Main Prey; Funghi, Plants, organic Matter Main Predator; Spider,

19 17 20 Insects.
1 Bite

1d8 2d8 1d2
nil (disease) | Blood Drawing [ nil (disease)
Special Defenses; 0 Confusion]
Immune to; Charm, Hold, lllusion, disease
Extra Vulnerable to; Fire
0
NM
3
50
if diseased na
nil

Fly, Large Horsefly (Chrysops fructosis)
These giant flies weigh about two ounces each. They attack men, cattle,
horses, sheep, and just about anything else that moves. The horseflies
swirl a round in a great cloud, causing confusion in their victims. There
must be at least 10 horseflies to confuse or damage one character.
Characters who become confused suffer a - 2 penalty on their attack rolls
and saving throws, and cannot cast spells (save vs. spells for no effect).

For example; If 13 horseflies attack a group of 3 PCs.

the horseflies can confuse and attack only one of the
PCs per round. As soon as the PCs kill 4 of the horse
flies. The remaining nine cannot attack effectively. Do
not use more than 20 horseflies when running this
encounter unless you are confident that the PCs can
think of some clever way to escape’ the horseflies do
not have a lair.

Senses; Scent high other senses low.

Main Prey; Funghi, Plants, organic Matter Main
Predator; Spider, Insects.

Fly, Giant Horsefly (Chrysops gigantes)

The largest of all giant flies, the giant horsefly attacks
any creature to feast for blood with its tuberous mouth.
After biting, the giant horsefly causes an equal amount
of damage the next round by drawing blood, unless
driven off. Bloodsucking creatures never “harvest”
more blood from their victim as they have hit points
themselves. Kobolds sometimes ride them as do wood
imps.

Senses; Scent high other senses low.

Main Prey; Funghi, Plants, organic Matter Main
Predator; Spider, Insects.
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Fyrefly (Anisopterii furens)

The firefly is a slow-moving black insect with red wings and reddish eyes. It

Insect Giant Fyrefly is normally a benign =creature which flits from plant to plant, eating leaves

Lowlife; insect and rotting vegetation. For most of its life, it causes no harm to anyone. It is

Tropical, Subtropical, Temperate B during the creature’s reproductive cycle when it becomes dangerous to

Any, Plane of Fire other creatures.

Sz;;ery Combat _ _ _ _

Night Whe_‘n a Fyrefly comes in contact Wlth‘ﬂammable objectsz there is a ‘chance

Hemivore/Scavenger it will bqr_st into flam_e. To det(_armlne this chance; _f|rst determine the

CN flammability of the object in question. On an average fighter, for example,

1 (see below) perhaps only 10% of his/her attire would be flammable, while on a wizard

T: 1inch almost 90% would be. On any hit, roll 1d100% to see if the Fyrefly hit a

6 flammable object. Any flammable object hit by a Fyrefly, adult or larval,

must save vs. normal fire or be set ablaze. Persons in burning clothing

suffer 1d6 points of damage per round until the fire is extinguished (most

fabrics are gone in 4 rounds, wood items in 2 Turns, paper in 1round). Hits

that do not strike burnable material are assumed to hit flesh, causing 1 point

of damage to the victim.
The Fyrefly will only attack living creatures while it is in its “larval” stage,

Spellcaster Limits; immediately after it has been reproduced (see below). At this time, it
AC becomes frenzied, and will seek to set fire to any living creature. When the
Fyrefly is in this agitated state, it becomes extremely aggressive, and

158 attacks at THACO 15. Because of its extreme quickness, it becomes much

1
3(1)
180'(60')

more difficult to hit, with an effective AC of 5. If, for some reason, a larval
firefly is resting, its Armor Class falls to 9). During its aggressive phase, it
3 flies at anything that moves, believing itself to be invincible.
20(15) When in its “larval” stage, the firefly is immune to fire-based attacks, but
T Born cold-based attacks will immediately cause the creature to fall dormant.
1 Water splashed on a “larval” firefly will also cause dormancy if the insect
Fire fails a saving throw vs. paralysis. It appears dead, but will awaken after 24
Special Defenses; 0 hours (after the cold or water is gone) and begins its feeding process again.
Im mune to; JCham , Hold, Nusion, Fire, Heat “Larval” Fyreflies will swarm, and area of effect spells will have a
Extra Vulnerable to; Cold reasonable chance to take out most of the creatures, but a 10% of the
0 creatures will always survive such an attack. Remember that “larval” fireflies
NM usually swarm around a creature, and an area of effect spell will
g undoubtedly affect that creature also.
nil Habitat/Society
The adult Fyrefly is a solitary insect, which lives in forested areas. Fyreflies
spend most of their time gathering food and sleeping, waiting until
the day they are to reproduce (often summer). Fireflies voluntarily
//h" avoid others of their species, moving off into their own separate
41 feeding areas. They sleep during the day, and feed constantly at
night, pausing only to move to another leaf.
A swarm of “larval” fireflies are born from one Fyrefly which has
been fed constantly for two months. The firefly will seek out a fire
in order to reproduce. The ‘fly is not killed by the fire but rather
reverts to its “larval” state to reproduce. It metamorphoses into a
small, insect-shaped mote of extremely hot fire. This may be
noticed by a much brighter area inside the fire into which the
firefly has been flown. At this time, it begins a process of division,
which, if left unchecked, will produce dozens of tiny balls of flame.
If the fire is quenched while the firefly waits to split, the fly will be
unable to reproduce, and will burn out in 10 minutes. If the firefly
is left undisturbed, it will produce two “larval” fireflies after 10
minutes in the fire. The original ‘fly dies, but its two remaining
offspring remain in the fire. For each succeeding round, each will
generate likewise two offspring, after which they will leave the
flame. So, two rounds after the first split, 2 Fyrefly “larva” leave
the main fire, 4 the following round, then 8, then 16, then 32, and
finally 64. The final 64 “larval” Fyreflies are incapable of producing
any more offspring at this time. After a larval firefly leaves the fire,
it burns until it is killed or sent into dormancy, or until 10 rounds
have elapsed, when it falls into dormancy on its own and begins
its transition into adulthood. This transition takes 9 days.

Ecology

Fyreflies are the creation of the mad wizard Grebdews who
“accidentally’ allowed his pets to escape into the world. Fireflies
would pose no problem to mankind were it not for their peculiar
breeding habits. They are prized for use in many fire-based potions.

Senses; Infravision 30’, darkvision, Vision, and scent high other senses low.

Main Prey; Funghi, Plants, organic Matter Main Predator; Spider, Insects.
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Robber Fly (Alisidae species)

Insect Giant Ro bber Fly
ye Lowlife; insect
Climate/Terrain Any temperate/wam

Frequency Uncommon
(Organization Solitary or swarm
ctivity Cycle Day
Diet Carnivore (L; Omnivore)
L N
INA 1or2d4
Size T; 3
ST 16
IN 1
| 11
DX 13
CO 10
CH 5
Languages 0
Spellcaster Limits; 0
C 6
\ 1
HD 2%
HP 2d8
MV 90'(30Y)
Leap attack] 30'
FL| 180'(60")
MFj 1B
THACO 17
ttacks 1 Bite
Damage 1d8
Special Attacks Paralysis
Surprise 1-4 on 6
Special Defenses; Hide skil(DX)
Im mune to; Insect Poison
Cham, Hold, lllusion
Extra Vulnerable to; Fire
M 0
Save as; F1
ML 8
XP 30
T nil
Body W eight 25c¢cn

Insects in the Diptera family Alisidae are commonly called robber flies. The family
Alisidae contains about 7100 described species worldwide. A robber fly is a 3'
long giant fly with black and yellow stripes. From a distance, robber flies could be
interpreted as a killer bee. All robber flies have stout, spiny legs, a dense
moustache of bristles on the face (mystax), and 3 simple eyes (ocelli) in a
characteristic depression between their two large compound eyes. The mystax
helps protect the head and face when the fly encounters prey bent on defense.
The antennae are short, 3-segmented, sometimes with a bristle-like structure
called an arista.

Combat

They are carnivores, and may attack adventurers. However, they prefer killer
bees as food, and they are immune to their poison. Can surprise in a leap and
attack of 30’, with a +4 to initiative and hit roll for this first attack. Gardeners Kkill

them on sight and there is a 5 gp bounty per

head at most villages.

The short, strong proboscis is used to stab and
inject victims with saliva containing neurotoxic
and proteolytic enzymes which paralyze (Save
Poison to resist effect at -1/ round after first
hit—lasts 3d4 Rounds after last hit and digest
the insides (Each round after the failed save
vs. poison while in effect of it, Save Paralysis
at -1/ round or -1 con temporary— each lasting
1 day); the fly then sucks the liquefied meal
through the proboscis. Bloodsucking creatures
never "harvest” more blood from their victim as
they have hit points themselves, yet this
creature will cause damage as long as the

as normal never more than its own hit points).

poison is active after having its meal (which is

Many species have long, tapering abdomens, sometimes with a sword-like ovipositor. Others are fat-bodied bumblebee mimics. The
larvae are often found in decaying organic matter, such as dung heaps and rotting logs, but these pose no threat and are actually a

good source of food. Other species live in the soil.

In most species the larvae are omnivorous. Adult robber flies attack other flies, Bees, Beetles, Butterflies and Moths, Dragon flies
Giant Wasps, grasshoppers, and some spiders. Senses; Tremorsense 30’, infravision 120’, darkvision, scent high other senses

medium or low.

Main Prey; Insects, Mammals, Main Predator; Spider, human.
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Fireball fly (Diptera pilafurens)

Insect Giant Firball Fly
Lowlife; insect
noncold mountains, hills
very rare (almost extinct)
Swarm
day
omnivore
N
2d6 (lair 6d6)

T; 3"long

2
3
6

2
4

6
0
0
7
0

1/8
1
30710
150750"
20
1 bite
1d2
fire ball burst
Special Defenses; 0
Im mune to; Heat, Fire
Cham, Hold, lllusion
Extra Vulnerable to; Cold

Fireball flies travel in small groups in warm wilderness areas. These 3 inch long
flies long somewhat like a bluebell fly, yet are colored black and red instead of
bluish-black. The greatly dislike temperatures under 15 degrees Celsius, and will
relocate to warmer areas when the cold comes up regularly. This is also the
incidental reason that these creatures huddle together at night to stay warm in a small very

3cn isolated and insulated lair. They reside here about 35% of the time (all night) and
resurface as soon as the sun warms their lair. The lair is constructed by paper
like tissue (like wasps) in such a way it locks the warms of the sun inside for several hours. How these creatures do this is as yet
unknown, and probably will remain so, as these creatures are on the endangered species list.

Combat

They initially attack victims by biting, doing 1d2 hp damage each. If a victim falls, the fireball flies will back away and wait to feed
upon the body when it is left alone by any nearby comrades. They will only attack one person in a group at a time.

If one or more of an attacking swarm of fireball flies is slain, there is a 50% chance on each round thereafter that 1d2 fireball flies will
dive on the victim in suicide attacks. Diving fireball flies will have a +3 bonus to hit and will explode on impact with a solid surface.
The dying fireball fly will burst into a 3' diameter ball of flame similar to a miniature fireball; the victim struck will suffer 3d4 hp
damage per explosion unless he saves vs. spells (saving will only yield half damage). A victim who fails to save must have all of his
equipment save vs. magical fire to keep it from being destroyed; clothing is included, of course. When a fireball fly dives on a victim,
the other fireball flies will move out of range of the fireball and will hover nearby to see if the explosion has disabled the victim. If this
tactic fails, the fireball flies will not pursue a walking or guarded victim and will leave to find easier prey.

A fireball fly is immune to fire of all sorts, even red dragon breath or the heat from molten lava. If struck by any form of magical frost,
including a cone of cold, ice storm, or even being touched by a frost brand sword, the fireball fly will die instantly. If struck by a
normal weapon (excluding hands or feet), there is a 25% chance that the fireball fly will explode at once; for this reason, missiles
and hurled weapons are preferred means of dealing with them.

Habitat/Ecology

Fireball flies lair in rocky areas, and incidental treasure from previous victims might be found nearby; only rarely will expensive or
magical items be found. Fireball flies are sometimes released in dungeons, tombs, or other places that need guardians, though
capturing them is very difficult.

Senses; Scent high other senses low.

Main Prey; Heat Main Predator; Spiders, lava fish, shadow elves
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Lightning Bug (Beliaeus fulmenus)

Insect Giant Lightning Bug
Lowlfe; insect
Tem perate forests
Uncommon (becoming very rare)
Swarm
day
energy
N
1d12
T; 2'long

5
1
3
15
15
3
0
0
9
0

9 -

1d3 /j.‘:ff o
30710' e
210770 ""Ilr..--' e
19 ":-a:'-" 1?1
swarm butts
4
! Lightning spark Lightning bugs are actually lightning flies, but the bug name was given by
PIPEEEl PTG o humanoids, who mostly encountered this nasty pest (even to them) and
[EOGIYRS ok Blectricity the name stuck even when transposed to other species. The creature is
Charm, Hold, Illusion . L X X X
Extra Vunerable to: Water, Cold a direct re_latlve to the fire ball fly nghtnmg bugs tend to swarm
harmlessly in temperate forests unless a piece of metal larger than 30 gp
in weight is brought within 60’ of them. The bugs will sense the presence
of the metal and will move toward it.

Combat

When they get within range, they will each discharge a 10’ long spark of
lightning at the metal; this attack can be made only once per turn. No hit
roll is required, though persons wearing metallic armor or carrying metallic weapons or tools of sufficient size must make saving
throws vs. spells to sustain half of the total damage taken from the lightning in each round. Nonmagical or nonmetallic items are
unaffected by this spark.

Note; that being properly insulated, such as holding a metal weapon in rubber or thick leather gloves, will prevent any electrical
damage from being taken. However, victims who are standing in water have a -4 penalty on their saving throws. Any magical metal
object struck by this electrical spark must save vs. lightning at +4, or all magical properties it has will be lost forever.

Giant lightning bugs are themselves immune to all electrical attacks, including natural lightning and blue dragon breath.

Habitat/Ecology

These magical insects give off a blink of light from their abdomens at night, one flash per segment, which can be seen up to 60’
away. A dead giant lightning bug will radiate this light continuously for up to an hour, and they have been used as temporary trail
markers in this manner. A pile of 20 dead bugs will produce enough light to equal a clerical light spell. Giant lightning bugs have no
lairs and keep no treasure, even incidentally. Their habit of ‘sparking’ metal appears to be related to their mating rituals. They lay
their eggs on recently charged metals and the energy and the warmth will help the eggs to hatch within 24 hours.

Senses; Scent high other senses low.

Main Prey; rotting plants Main Predator; Spiders.
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Steam Weevil (Beliaeus fumogans)

Insect Giant

. Steam weevils are
Steam Weevil tiny flying insects,

yoe
Climate/Terrain
Frequency
(Organization
Activity Cycle
Diet

Lowlife; insect related to primitive
Any lava weevils, which thrive
Uncommon on intense heat and
Asn‘;"al;r:a pressure in
energy subterranean  areas

N of geothermal activity.

1d6 swams of each 4d6 ] 1hey have developed
1d2 swams of 4d6 each Jj @ way to turn the heat
T: U2 of a lava pool directly

into usable energy,
and many
generations of steam
weevils live their lives
out  without ever
leaving the deep
caverns that are their
preferred home. They

are found in

abundance (almost to
112 the point from a mere hindrance to a plague) along the Lava Rivers in the
1|d4 . shadow elves and broken land caves. They are also found in the caves of the

30/,10, schattenalfen of the hollow world. And due this it is presumed that the egg phase

180760 of these creatures drifts along the lava and can surface anywhere.

Steam weevils glow in darkness or dim lighting, because of the intense heat of

their bodies.

Occasionally, because of volcanic or seismic activity, a swarm of steam weevils
may be carried to the outside world in a blast of hot air or steam or lava stream.
Heat, Fire, Lava They cannot live long in this—to them relatively cold—atmosphere, but they can
Cham, Hold, llusion be dangerous enemies to any nearby creatures in theld4 hours before they die.
Water, Cold
0 Combat

NM A person caught in the midst of a steam weevil swarm suffers 4 points of damage
11 each round from burns if the swarm is at full strength. A swarm takes up an area
S of roughly 5 feet wide by 5 feet long and 5 feet high. Note that a swarm can only
nil attack one creature or character at a time. Smoke or fire does not bother steam

weevils, but water damages them if it is splashed on the swarm (roll against AC7
to hit). Characters may swoop water from a puddle or a stream with their
hands, or they may uncover a water container and attempt to douse the bugs
that way.

For each splash on the swarm, the damage that the steam weevils can inflict
is reduced by 1 (to a minimum of 1). Therefore, if two splashes have hit a
swarm, the swarm does only 2 points of damage. However, the water will not
slay them, but only reduce the strength of their personal temperature. As long
as within reach these creatures will reheat and able to attack anew.

The creature is also vulnerable for cold, and any cold spell will cause double
damage, and thus easily slay these creatures.

Habitat/Ecology

These creatures lay their eggs by the millions in the streams of the Lava
Rivers. This way spreading their offspring, and literally bringing these
creatures anywhere on the world where lava bursts from the restless ground.
These eggs will only erupt when brought along the edge of lava, after
surviving a period between 3 weeks and 1 year in it. The shadow elves use
ground weevils as a major component in the creation of spells like lava
breathing and protection against lava/heat.

Cold is a way of the shadow elves to slay these irritant pests, and harvest
them to make a truly delicious weevil soup. The shadow elves call this
potluccii, and one bowl can contain all weevils of a swarm together with
several mushrooms (recipies tend to vary by family tradition). Each bowl is
averagely sold for 1sp and is counted as 1 meal. The soup can also be stored
and will remain warm for a day in a metal container (this is possibly due the
effect of the weevils). Lava fish live on both the eggs and the weevils, and
this is their sole reason to jump up from the Lava Rivers.

Senses; Scent high other senses low.

Main Prey; Heat Main Predator; Spiders, lava fish, shadow elves
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The Boneless (Di

terus larvae-permanentus

Worm The Boneless
Type lowlife(worm)
Climate/Terrain Underground or moist weather
Hollow World Milenia only

Frequency Very Rare
Organization Solitary
Activity Cycle any
Diet Hemovore
AL CE
NA 1
Size L; 15'ong
ST 14
IN/WI 7
DX/CO/CH 14
Languages 0
Spellcaster Limits; 0
AC 0
AV 2
HD 10**
HP 10d8
MV 60'(20")
THACO 14
Attacks 1 Bite
Damage 1d10
Attacks or 1 glob 10
Damage 4d6
Special Attacks; Entanglement

Blood Drain

Death Throes 6d6

Special Defenses; Fear Aura 20'

Acid slime

edged weapons 1/2dm
Immune to; Charm, Hold, Control.
Cold The Boneless is a horrific monster, far more dangerous than its appearance

Extra Vulnerable to; Fire/Heat might suggest (from a distance). The Boneless looks like nothing more than a
AM 5% sickly yellow-cream maggot of vast size, up to 15 feet long. Its movement is a
Save as; F10 peristaltic writhing in the acidic slime it so freely secretes. At the front end is a
ML 10 small mouth ringed with wickedly sharp teeth and, while the creature has no
XP 2500 visual sense, it has two dark patches where eyes ‘should’ be, which it uses for
T 0 thermal sensing.
Body Weight 8500LBS

Combat

A boneless is an aggressive creature, attacking anything foolish enough to get near to it. It attacks by biting, and can (once a Turn)
also spew out a thick glob of very corrosive acid slime once per turn. This glob has a 10-foot radius and a range of 60 feet; with all in
the area of effect taking 4d6 damage (a saving throw vs. Dragon Breath halves this damage).

The Boneless likewise has several defenses. It is immune to all magical cold-based attacks (wall of ice, ice storm, etc.). Hits from
edged weapons will only inflict half damage on the Boneless due to its thick and slippery skin.

Also, any creature or character in melee with the Boneless may be affected by acid. Any successful melee hit by a character on the
creature means that the character must make a saving throw vs. Wands or be splattered by acid on the skin of the Boneless,
suffering 1d8 points of damage.

Worst of all, the Boneless radiates magical fear. Anyone approaching within 20 feet of the monster must make a saving throw vs.
Spells or be forced to run and flee from the monster at maximum rate for 1d6 rounds. Such an affected character can return to try
again, but must make a new saving throw. However, once a successful saving throw has been made, the character will not need to
make another for the duration of the combat.

Habitat/Ecology

A boneless is not likely to flee, and adventurers must be careful not to kill a boneless while within 20 feet of it. The Boneless has a
final attack upon its death. When slain (unless by a special attack such as a Disintegrate spell), the horror's head arches back, the
monster writhes frantically and utters a screaming gurgle, then its body literally explodes. Its disgusting internal organs and acidic
slime explode in a 20-foot radius, inflicting 6d6 points of acid damage on all in the area of effect. A saving throw vs. Dragon Breath
will halve this damage. This slime not only damages characters but may take out the characters equipment too. At the DM's option,
(magical) items carried by PCs should be vulnerable to this acid. Saving throws vs. Dragon Breath can be made for such items with
a +1 bonus per +1 of enchantment. This creature will feat upon anything living it can. It is very rare and used for many small
creatures as a breeding ground for their own larvae (like poacher wasps).

It is rumored that this creature is a magically altered larvae of original giant bluebottle flies, becoming stuck in its larval form, and
altered to accustom by its form. The creature is still in effect an insect, even when it has no metamorphosis phase more.

Dead boneless still are dangerous giving 1d6 damage per round per touch, until they are fully rotten away. Gelitinous cubes are very
fond of these corpses, and other such low life also ‘enjoy’ such a feast, without being affected.
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Parasite (Parasitoid species)

Irritating Vermin; Lice, Flees, Headlice, Cooties, Bedlice, Ticks, sealice, etc.

Insect Vermin

Type Lowlie Insect

Climate/Terrain Any

Frequency Common to Rare

Organization nil
ctivity Cycle Any

Diet Carnivore/Hemovore

Variable

AL N

NA 1 infestation

Size T less than 1"

IN/WI 0

ST/DX/CO/CH 5

Languages 0

Spellcaster Limits 0

AC na

AV na

HD na

HP na

MV 3(1)

THACO na

Attack s variable

Damage Variable

Special Attacks; Varnable

Special Defenses; Variable

Im mune to;

Charm, Hold, lllusion

Extra Vulnerable to; fire
AM 0
Save as; host
ML na
X P 5 irritating
50 other
TT nil
Body W eight up to 1cn

These tiny insects cause irritation when feeding or moving on the target. They feed
by slightly draining minute amounts of blood or flesh. This causes an itch which can
be so damn irritating that it imposes a -1 to Hit, Damage, Saves and all other actions.
It also disturbs concentration so greatly that casters must make an intelligence check
if using magic or wisdom check if using immortal powers (like clerics or shaman) at -1
for each spell they cast. When failed the spell will be misdirected or does not come to
pass. These parasites are commonly found where Demihumans, Humans or
Humanoids live. Only with elves they aren’t found as these are originally vegetable,
however, elves have other vermin to complain about, with similar behavior and
irritants.

Important; Vermin of any kind, on animal or Demi-Human-oid can greatly spread
diseases like the Black plague, or other. There is no extra xp awarded for this factor.
But if a region is cleansed of this disease by use of whatever means the characters
use. Award them with 500xp per 8 mile hex infected.

Combat:

Parasites do not inflict combat damage. Each parasite has a special attack mode,
outlined above. A victim who survives infestation by one of these parasites should
receive the experience point award. Some parasites are deadly, in which case the

victim receives a larger experience point award. Other parasites are merely annoying or inconvenient, so the experience point
award is less. In many cases, the majority of the experience points from an encounter with a parasite will come from the subsequent
adventures that take place while the victim is seeking a cure.

Habitat/Society:

Parasites are mindless and have no organized society. Most parasites are extremely adaptable and can live wherever their hosts

can live.

Ecology:

Parasites derive all or part of their nutrients from the host, usually without contributing anything helpful.

The Red Curse:

Parasites do not acquire Legacies or become Afflicted.

Senses;

Tremorsense 30, infravision 60’, darkvision, scent high other senses low.

Lice, Inheritor (Phthideridus liheritus)

These tiny parasites resemble common head lice, usually inhabiting the hair or fur of the host
creature. They cause their victims to deplete cinnabryl more quickly; the level of increase
depends on how badly the carrier is infested. (Roll percentile dice to determine the degree of
infestation.) A victim with a 50% infestation depletes cinnabryl at an increase of half the
normal rate. A 100% infestation would cause the victim to deplete cinnabryl at twice the
normal rate. Collectively, Inheritor lice can also indiscriminately teleport the carrier up to
three times per day to a random location up to 1d10 mile away from the former location. This
usually happens if the host is physically threatened or in danger, but can also happen at
completely random (and sometimes embarrassing) moments. The Inheritor lice thus attempt
to preserve the life of their hosts. Purging a humanoid body of Inheritor lice requires
expensive ointments made with cinnabryl powder. Saragén lyra birds prey upon these lice.
This Parasite can only be found on the savage coast.
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Moth, Powder, Cinnabar moth (Tyria jacobaea)

These tiny insects swarm together and build breeding-nests inside caches of
smokepowder. They consume the vermeil contained in the smokepowder, quickly
spoiling it. The moths are so small that they cannot be seen unless a detect
invisibility is used. After the mating season is over, the insects leave the spoiled
powder. The insects cause chemical reactions in the smokepowder, which could
cause any remaining unspoiled powder to detonate if the container is moved while
the moths are still inside. (Roll percentile dice to determine the amount of spoiled
powder.) Any person moving a powder-moth-infested keg must make a successful
saving throw vs. paralyzation, or the keg will detonate. A full keg of smokepowder,
if detonated, would inflict 10d6+10 points of damage to everyone within a 10-foot
radius, half that out to a 20-foot radius. A successful saving throw vs. breath
weapon reduces this to half damage. Also, the damage should be adjusted
according to the amount of powder remaining in the keg. A keg that is 50% spoiled
would do (10d6+10) x 0.5 points of damage. This detonation depletes cinnabryl
worn by any Inheritors within the 20-foot radius, at a rate of one week's worth for
every 8 points of damage inflicted. An explosion that did 22 points of damage

': inna h ar H ﬂth would thus deplete two weeks worth of cinnabryl.
r_ox This Parasite can only be found on the savage coast.
FVrig jacofigese

Pest, Jibart (Variant species)

The Jibaru jungle abounds with thousands of species of deadly and annoying
parasites and insects. Jibarl pests are always either poisonous or equipped
with a potentially deadly defense mechanism. The phanatons know how to avoid
or neutralize most of these pests. Nearly all Jibard pests provide some
component useful in the preparation of medicines, poisons, and antidotes;
some, if prepared correctly, even have the potential to counter Afflictions or
other infestations like Inheritor lice, cardinal ticks, and vermilia. Jibard pests are
intended to be more of an adventure hook than true monsters. Three well known
Jibar( pests include:

1 A small moth that spreads a hallucinogenic powder which makes its
victims truly believe that they can fly. The moth can also be used to prepare a
medicine that alleviates detriments associated with the Fly Legacy. (Jipabarius
detestus)

2 A small brown leech that drains several hit points worth of blood each
week but prevents Afflictions associated with the Strength Legacy. (Espellium
dargastis)

3 A bright green, fiercely territorial, poisonous wasp (if stung, make a
successful saving throw vs. poison or die). The wasp's nest can be processed
and made into an ointment that will cure those infected with vermilia. (Vespa
jibarii)

These Parasites can only be found on the savage coast.

Plague, Lupin (Dalius vitisinius)

The Lupin plague is an extremely deadly
infestation of disgusting burgundy, purple, or
ginger-colored maggots. These creatures are
usually attracted to maturing grapes, in which
they lay tiny eggs. The eggs survive the
fermentation of the grapes, hatching months later
in the wine. Even worse, the eggs survive if they
are ingested by someone unfortunate enough to
consume tainted wine or grapes. Once hatched,
these maggots grow quickly and eat their host
from the inside unless proper medication or
magical healing is used. The victim must make a
successful saving throw vs. poison with a -3
penalty at the end of each day or die. More than
one unscrupulous assassin has used wine
tainted with the Lupin plague to kill a victim.
These pests were dubbed the Lupin plague
because Renardy (the home of the Lupins) is the
main producer of wine (and thus grapes) on the
Savage Coast. However, new strains could
feasibly spread to other vegetables, like hops,
potatoes, grain, rice, or scarlet pimpernels. This

Parasite can only be found on the savage coast.
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Tick, Cardinal (Ixodes cardinalus)

These tiny parasites usually infest humanoids with Legacies (magical abilities or
powers derived from extensive use of Cinnabar), although they can survive on
blood alone. The presence of cardinal ticks reduces or deprives the host's
Legacy powers, but it does not alter the other effects of the Red Curse upon
them. Roll percentile dice to determine the level of infestation and thus the
host's chance of failure when attempting to use a Legacy. A single melee
encounter against a tick-bearing creature causes everyone involved to walk
away with a 5% infestation. Ticks then multiply at a rate of 15% each time the
host attempts to use a Legacy. Non-humanoids are naturally limited to a
maximum 50% infestation. Purging someone of a cardinal tick infestation
requires expensive ointments made with cinnabryl powder. Scratching off the
ticks causes 1 point of damage per 1% removed, unless rare JibarG medicine
can be used (see Jibaru pest). These ticks can often be found on voats, succuli,
Slagovich juggernauts, legacy trolls, cinnavixens, and batracines. Saragon lyra
birds often prey on cardinal ticks.

This Parasite can only be found on the savage coast.

Vermilia (Vermilius cinabarilius)

- ~ N ! -
Vermilia are red, glowing bacteria which are
often mistaken for vermeil. Unlike the harmless
vermeil, however, vermilia are flesh-eating
bacteria. They are sometimes found on the
decaying bodies of dead, Legacy-using
creatures, along with vermeil fungus and scarlet
pimpernels. Vermilia infection causes 1 point of
damage the first day, the second, 4 the third, 8
the fourth, etc., until either a cure disease or a
heal spell is applied to the victim. Vermilia
counts as a +2 magical weapon for purposes of
devouring undead or magical creatures. The
blood of vulture hounds and various Jibar( pests
can be used in the preparation of medicine

useful for killing vermilia. Fire effectively cleanses all vermilia-infested remains. Vermilia is transmitted through physical contact only.
Living creatures must make successful saving throws vs. poison to avoid the infection. Undead creatures are automatically infected,
but they can attempt a saving throw vs. death magic at the end of each day, with a penalty equal to the damage caused by the
vermilia. If the saving throw is successful, the undead creature takes no damage that day. All Legacy-using creatures get a —1

penalty per Legacy to any saving throws associated with vermilia infection.
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Heart Tick (Ixodes pectoris)

Insect Giant Tick
ye Llowlife; Insect
Climate/Terrain Forest, Grasslands, Bushes
Frequency Very Rare
Organization Solitary
ctivity Cycle Any
Diet Hemovore
L N
NA 3d4
Size S; 6 inches
ST 18
IN 1
| 2
DX 12
CO 6
CH 5
Languages 0
Spellcaster Limits; 0
C 5
\% 1
HD 1*
HP 1d8
MV 60/20'
leap 50
[THACO 20
ttacks 4 legs
Damage 1d2 each
ttacks thereafter 1 bite
Damage 1/Tum
Special Attacks; egg laying

Numbing wound

Cham, Hold, lllusion

Extra Vulnerable to; Fire
M 0
Save as; F1
ML 5
XP 15
T nil

There are few creatures more horrid than the Heart Tick, thankfully very rare
and endangered; these terrible parasites feed on the blood of mammals,
including humans and demihumans.

Heart ticks are roughly circular in shape, averaging 6 inches in diameter and
bringing to mind horseshoe crabs or beetles. Their tough exoskeleton ranges
in color from dark grey to black. They have no functional eyes and are wholly
blind, making use of their excellent hearing to hunt prey. The heart tick has six
legs, four of them designed to grip prey and two made for leaping

Heart ticks are utterly unintelligent and have no language. They are known to
emit clicks and chirps, but fall silent when prey draws near.

Combat

So delicate is the heart tick’s ability to detect sounds that it can hear the heart
beat of an approaching creature (human, demihuman, or humanoid) when he
is still 50 feet away. Indeed, the heart tick can even tell if the creature’s
heartbeat is muffled by armor (it will not attack anyone in metal armor).

When an acceptable target comes within range, the heart tick leaps. The
target will thus be surprised 1-4 on 6, on the round that it leaps, the heart tick
gains a +2 to its initial attack roll, if the victim is surprised this is even
increased to +4.

The heart tick attacks four times by driving its four barbed legs into its victim’'s
flesh. In addition to inflicting 1d2 points of damage, a successful hit allows the
parasite to anchor itself to its prey. If all four attacks fail, the heart tick has
missed its mark and must spend two rounds before it can attack again. Once
a heart tick sinks a leg into its victim, it will not use that limb again. Legs that
failed to hit on previous rounds will attack each round again until they too have
anchored themselves to the host.

Once the heart tick has secured itself to a victim with all four legs, it attempts
to plunge its feeding tube into his flesh. No roll is required for this attack and
the victim promptly suffers 1 point of damage as the creature feeds upon his
blood. On each subsequent Turn, an additional point is lost. When the heart
tick has drained a number of hit points equal to its own starting hit points, it is
sated. At this point it yanks out its legs, inflicting an additional 1d2 points of
damage each, and drops to the ground.

Removing a heart tick from a victim before it has finished feeding is a difficult
task. Anyone determined to do so must roll a strength check against the
creature with a penalty of 1 on the roll for each leg that has buried itself. Even
if the creature is killed, the legs that it has buried in its
victim must still be removed. Pulling these out requires a
successful strength check and causes 1d2 points of
damage each.

Attacking a heart tick while it is secured to someone
requires a great deal of care. Area attacks will inflict full
damage upon both the tick and the host, while other
attacks will cause only half damage to both parties. Called
shots might be possibly to damage only the tick and not the
host, although this will depend upon the exact situation.

Habitat/Society

The origin of heart ticks is unknown, but they are believed
to have arrived from distant lands in the holds of ships, and
as thus they are most often found in harbors worldwide.

Ecology

Like all parasites, heart ticks cannot exist or procreate
without a host to feed upon. Unfortunately, the chosen food
of these vile creatures is mankind. Anyone who dies from
the feeding of a heart tick will be injected with its eggs. A
day thereafter the larvae will feed on the host, and one
week later 2d4 heart ticks will emerge from the body and
begin to seek food.
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Tick, Giant (Ixodes enormous)

Tick

Climate/Terrain
Frequency
Organization
Activity Cycle

Llowlife; Insect
Forest, Grasslands, Bushes
Very Rare
Solitary
Any
Hemovore
N
3d4
S; 5inches

= N
rlaloou B s w0 RN

2%k 3k
2d8 3d8

301(10)

9 [ 18

1 bite
1d3 each

Special Defenses;
Im mune to;
Extra Vulnerable to;

Continuos bloodloss, Disease
Numbing wound
Charm, Hold, lllusion
Fire
0

F2

5

65

nil

4cn

These large 3 inch creatures creatures drop on victims from trees, bushes
or cling to high grass and hitch with its intended prey.

The creature drops saliva on the intended place to attack numbing the
place instantly. This is the reason the creature’s attack often remains
unnoticed.

After the initial hit, the tick drains 1d6 hit points of blood every round until
its drain total equals its hit point total.

Like all parasites they spread diseases. Their xp gained from defeating
one is including this fact. A victim has a 50% chance of contracting a fatal
disease (Lyme disease) that kills the host in 2d4 days unless a cure
disease is cast. The disease will be noticeable in 24 hours, with strange
twitches and uncontrollable muscles; Skills and saves that need motion
and THACO -1.Hr thereafter. The wounds of these creatures are clearly
visible (as soon as the creature leaves its prey), but have no feeling except
numbness. When swollen this could be a clear sign that the victim is
infected with this dreaded disease.

Remember, like all bloodsucking creatures they never drain more blood (in
hp) from their victim as they have hit points themselves. Thereafter they let
go, swollen to a 5 inch diameter. Then they digest their blood, find a mate
and lay eggs on plants to end this dreaded circle of life.

Senses; Tremorsense 30, infravision 60’, darkvision, scent high other
senses low.

Main Prey; animal blood (mammals only), Main Predator; Spiders,
Humanoid, mammals.

In Thyatis this creature is on the instant kill list, there is even a bounty for
dead ticks of 1sp each. Other countries could imply (or already have)
similar ways to slay these pests. They are somewhat resistant to poison
(gaining a +2 to their saves.)

eight jointed legs ]

. e
chelicera

pedipalp

apparently
4 unsegmented
/ abdomen
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Whispering Moth (Heterocerus semilogquorus)

Insect Giant

Whispering Moth

Type
Climate/Terrain

Lowlife; Insect
Underground
Rare
Swarm
Night
Omnivore
NE
20-200
T; 4"wingspan

11
5-7
8
18
16
12
0
0

10

1

1/8**
1d2 each

1274

FL|

150750"
20

as swarm
1d2 each

Special Attacks;

Special Defenses;
Im mune to;

Extra Vulnerable to;

Swarm
Insanity
Spell reflection
Cham, Hold, lllusion
Fire
0

F1

6

15

nil

2cn

Whispering moths are to the deep Underground regions what bats are to the
surface world; insectivores who serve a useful function by spreading seeds and
distributing fertilizer throughout the cavern systems they inhabit. Despite their
benefits to the ecosystem, whispering moths are more often cause for alarm
than for joy, because they drive most sentient creatures to bizarre behavior and
even permanent insanity. Individual moths are about 2" long, with a 4"
wingspan; they gained their name because of the soft, slithery noise they make
in flight, a sound that seems always on the verge of being intelligible. Their
wings are glittering, opalescent blurs when in motion, and they glow with their
own light on the top surface. The moths are dark and almost invisible when
they are perched on cavern walls with their wings folded shut.

Combat:

Whispering moths are individually weak but gain their strength in numbers.
They can attack physically as a swarm, more importantly; the dizzying blur of
their glowing wings has magical power and can cause insanity when combined
with the sussuration of their wings. Any creature viewing them in darkness
must make a saving throw vs. death magic or become raving killers, possessed
by bloodlust for a number of hours equal to 24 minus the creature’s Wisdom.
Creatures caught in the center of a swarm make the saving throw at -1; any
creature viewing them near a mirrored surface (such as a still lake or any
highly-polished metal) makes the saving throw at a -3 penalty. This insanity
effect cannot occur under lighted conditions; as long as creatures remain within
the circle of illumination of any light source, they need not make a saving throw.
As soon as they step outside the light's protection, they must make the saving
throw normally.

Whispering moths are drawn to any source of fire and magical light, even in the
middle of combat; however, rather than being destroyed by these lights or fires,
a swarm always manages somehow to magically douse it, restoring darkness.
Even permanent light sources such as continual light spells or magical
weapons are extinguished by the power of the moths.

Finally, the magic of these moths’ wings protects them from all spells targeted
at them directly; these spells are reflected back at the caster, as if the moths
were wearing rings of spell turning.

Society/Habitat:

Whispering moths always travel in groups, never leaving the
safety of the fluttering swarm. When resting, they all cover the
ceiling or walls of a moist cavern drinking the water from the cave
wall.

Ecology:

Swarms of whispering moths feed on fireweed blooms, fungal
spores, and small insects, especially cave crickets, small spiders,
and cave fisher young. They are believed to be related to
Gloomwing moths. The dried wings of whispering moths as useful
in the ink for symbols of confusion and in the construction of rings
of spell turning. They are valued at 50 gp/moth or more. They lay
their eggs in water, where the young go through a larval stage
before hatching into adults. A swarm of whispering moths hatching
from the surface of an underground lake looks like nothing so
much as a layer of light peeling off the surface of the water; the
doubled reflection is a sight few creatures survive.

Senses; Tremorsense 30’, taste high other senses low

Main Prey; Animals, Fish, Humanoid, Main Predator; Spiders,
Humanoid, mammals.
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Insect Swarm*
Normal Insect Swarm*

Normal Swarm
Lowlife (Insect)
Climate/Terrain Any,
Frequency Uncommon
Organization Swarm
Activity Cycle Any,
i Varies
N

1 Swarm(1d3 swams)

3/HD

2*to4*
1d10/HD
30'(10")
60'(20")
18
Area Effect
vsaries
vaties
Special Defenses; 0
Im mune to; Charm, Hold, Illusion
Extra Vulnerable to; Fire

25, 50, 125
0
minute

An insect swarm is not a single creature, but
rather a group of small insects acting
together. It may be attracted to light or
strange smells, or may be defending its lair.
Sometimes they come into existence due
other cause and can reach immense
proportions, and then they are massive swarms.

The swarm may fill a 10’ x 10’ x 30’ volume or more. The insects are normal-sized, either crawlers (driver ants, centipedes, or
spiders), flyers (bees or wasps), or both (beetles and locusts), but always one single type of creature.

No Hit roll is made for the swarm; it is an “area effect.” All armored victims within the area and any monsters with AV 9 take no
damage at all, those 4 or better automatically take 2 points of damage per round. Unarmored victims and monsters with AV 3 or
worse) take 4 points per round. Any victim who runs out of the swarm, or who swats the insects, takes only 1 point per round.

If the swarm is damaged, it will pursue its attacker nearly without fail (ML 11). A victim may still escape either by disappearing from
sight (invisible, around a corner, etc.) or diving under water (which kills all the insects after one round, during which normal damage
is done). Any victim may swat at the insects. A weapon or torch must be used; attempts to swat with hands or arms have no effect.
As individuals, velvet ants, grasshoppers, and locusts are relatively harmless. But in swarms, these insects can cause immense
damage to fields and forests, as well as threatening the lives of all creatures in their path.

For almost all insects swarms these statistics are used, only the velvet ant, grasshoppers (Locusts) and the massive plague-like
swarms are mentioned differently.

Insect swarms of any kind, don’t use their senses very well, they just come and go after available food on location. However, one

could say that these creatures can be having a high sense of smell as they are clearly steered by the pheromones they eject each
individual.
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Ant Swarm (Formicidae species)

Insect Swarm Ant Swarm
e Lowlife (Insect)
Climate/Terrain Tropical forest, hills or Plains
Frequency very rare
Organization Colony
ctivity Cycle Day
Diet Omnivore
L N
NA seebelow
Size 3/4inch
IN/WI 1
ST/D X 1
CO/CH 9
Languages 0
Spellcaster Limits; 0
C 10
V 0
HD seebelow
HP 1hp/10 ants
MV 60720
THACO see below
ttacks 1bite/round
Damage see below
Special Attacks; poison
Special Defenses; 0
lm mune to; 0
Extra Vulnerable to; Fire
M 0
Save as; F1
ML 8
X P special
T 0
Body W eight lcn/5ants

There is no sight more fearsome than a swarm of
red or golden army ants on the march through a
tropical forest, steadily consuming everything in
their path. The individual ants resemble smaller
versions of giant ants, red or golden in color with
powerful mandibles. The swarm is a mobile colony
of ¥"long workers numbering in the thousands (to
determine the number of ants in the swarm, roll
1d10 and multiply the result by 1500). A single
queen, identical to the workers except for her
enlarged abdomen and tiny unusable wings,
marches in the center of the swarm. If the queen is
killed the swarm dissipates and each individual will
be eaten by any predator able to.
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The swarm moves in a straight line as a solid block of ants (about 150 ants per square foot). The ants eat all organic matter in their
path, including any creatures too slow to get out of their way. If the ants approach a river or other obstacle, they turn 90 degrees and
continue their march. They will not get out of their way to attack and are therefore easy to avoid. Any creature in contact with the
swarm has a 90% chance per round of suffering 1d6 damage from bites (no hit roll needed).

If bitten, the creature must roll a saving throw vs. poison or suffer an additional 1d2 points of damage from the mild poison. Check
for bites and poison each round the creature is in contact with the swarm.

Each point of damage inflicted upon the swarm kills 1d20 ants. Ants may be scattered with smoke or fire; immersion in water
washes them off. If half the swarm is killed, the surviving ants attempt to scatter and hide; since the ants scatter equally in every
direction, this actually increases the possibility a creature in the vicinity may be attacked. If an entire swarm is killed, award 975 xp
per 1500 ants.

Velvet Ants swarm (Mutillidae species)

Insect Swarm Velvet Ants
Type Lowlife (Insect)
Climate Tropical, subtropical/ Temperate
T errain Forest/Hils/Plains
Frequency very rare
Organization Swarm
Activity Cycle Day
Diet Omnivore
AL N
NA see below
Size T; 1"long Swarm see below
IN/WI 1
ST/DX 1
CO/CH 9
Languages 0
Spellcaster Limits; 0
[AC 8
AV 0
HD see below
HP 1d10/HD
MV 60'(20")
THACO see below =
[Attacks AreaEffect The velvet ant resembles a plump version of the common ant, except for the
Damage varies soft fuzz that covers its entire body. The fuzz is usually red or black, but it
Special Attacks; Poison can also be yellow, brown, or orange.
Special Defenses; 0
Im mune to; Cham, Hold, lllusion Combat:
Extra Vulnerable to; Fire A velvet ant swarm eats everything in its path, animal matter as well as
AM 0 vegetation. To determine the size of a swarm, roll 1d100 and multiply the
Save as; F1 result by 10 to find the amount of square feet covered by these creatures.
)'\:”P‘ > 5?) Wi There are about 100 ants per square foot; therefore, a block about ten feet
B ' o’ per side holds a swarm of 10.00_0 ants. _ _
Body Weght — If a swarm comes in contact with an obstacle, it turns around or aside and
g minute - L .
continues. A victim in contact with a swarm has an 80% chance per round of
total mas 1cn/5Hp

being bitten and suffering 1d4 points of damage.

The victim must roll a successful saving throw vs. poison or suffer intense pain for the next 2d4 turns, making all attack and damage
rolls with a -2 penalty during this time. Each point of damage inflicted on an insect swarm kills 1d20 insects. They may be scattered
with smoke or fire; immersion in water washes them off. If half of a swarm is killed, the survivors attempt to scatter and hide. If an
entire swarm is killed, award 500 experience points.

Habitat/Society:
Insect swarms are migratory, sleeping at night wherever they happen to be. Females lay up to 100 eggs every year. These insects

have no leaders or any specialized workers. They do not collect treasure.

Ecology:

Velvet ants eat seeds, grasses, and meat, especially enjoying carrion. The poison of velvet ants renders them inedible to carnivores,
only spiders and insects immune to poison consume these creatures. It is rumored a velvet ant swarm’s greatest enemy are the
lowlife slimes, and oozes.
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Grasshoppers and Locusts (Gomphocerinae species)

Insect Swarm Grasshoppers, Locust
e Lowlife (Insect)
Climate Tropical/Subtropical
errain Forest/Hills/Plains
Frequency very rare
Organization Swarm
ctivity Cycle Day
Diet Herbivore
L N
INA see below
Size T; 2"long swam see below
IN/WI 1
ST/D X 1
CO/CH 9
Languages 0
Spellcaster Limits; 0
C 7
\" 0
HD see below
HP 1/20 insects
MV 60'/20'
FL 180760"
THACO 18
ttacks AreaEffect
Damage varies
Special Attacks; 0 The grasshopper is
Special Defenses; 0 about two inches in
Immune to; Cham, Hold, lllusion length and is usually
Extra Vulnerable to; Fire green or brown in
M 0 color. The
Save as; F1 grasshopper can
ML 5 make leaps of about
X_‘; 2080 four feet. Locusts are
- - a type of
Body W eight minute grasshop?)lgr, with
lotalmas lenoHp shorter antennae.

They can rub their
hind legs against their wings to produce a distinctive chirp.
There is no taxonomic difference between locust and grasshopper species, and
the term "locust" is used for grasshopper species that change morphologically
and behaviorally on crowding, to form swarms or hopper bands (of immature
stages). These changes, or phase polymorphism, whose solitary and gregarious
phases were first as thought as being a separate species. Research has
identified that swarming behavior is a response to overcrowding. Increased
tactile stimulation of the hind legs causes an increase in levels of serotonin. This
causes the locust to change color, eat much more, and breed much more easily.
The transformation of the locust to the swarming variety is induced by several
contacts per minute over a four-hour period. It is estimated that the largest
swarms have covered hundreds of square miles and consisted of many billions
of locusts.

Combat:

Grasshopper and locust swarms fly from place to place in search of lush fields
on which to settle and consume. These swarms move in straight lines and are
easy to avoid. To determine the size of a grasshopper swarm roll 1d100 and
multiply the result by 1000. There are about 20 grasshoppers or locusts per
cubic foot (for convenience, assume there are 20 insects per cubic foot when
approximating the size of flying swarm). Therefore, a block about ten feet per
side (1000 cubic feet) holds a swarm of 20.000 locusts. These creatures don't
have actually a HD as swarm, but more as individual (Which is 1/20 insects).

A victim in contact with a grasshopper or locust swarm has a 90% chance per
round of being bitten and suffering 1 point of damage. Additionally, victims within
a cloud of these insects have their vision reduced to 2d4 feet.

Each point of damage inflicted on an insect swarm kills 1d20 insects. They may
be scattered with smoke or fire, immersion in water washes them off If half of a
swarm is killed the survivors attempt to scatter. If an entire swarm is killed,
award 2000 experience points.
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Habitat/Society:
Locust swarms are migratory, sleeping at night

wherever they happen to be. Females lay up to 100
eggs every year. These insects have no leaders or
any specialized workers. They do not collect
treasure.

Ecology
Grasshoppers and locusts prefer seeds and grains.

Snakes, mice, birds, and spiders are among these
insects’ numerous natural enemies. Grasshoppers
and locusts can be eaten by carnivores.

A swarm will increase the yield of all predators for
months, and as thus increase their amount of
offspring for a mating season. Thereafter all
numbers balance again, due to the effect that the
locust also removed most food, and this needs time
to grow again.

If a character is caught in an insect swarm, vision is
limited to ten feet, and the person incurs damage
each round from insect bites. The concentration
needed for spell casting is impossible, as insects
land in eyes, mouth, nose, and ears. Furthermore,
being invisible or otherwise undetectable is no
protection. If a character is unable to escape the
swarm, after 10 rounds the damage increases to
double points a round. After 20 rounds, the damage
is triple points a round due to the likelihood of
suffocation, as the insect bodies completely cover
the victim.

Attacks of swarms last 5 to 45 minutes.
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Massive Swarm

Massive Swarm
Lowlife (Insect)
Any,
very rare
Swarm
Any,
Varies
N

1 swarm
10/HD

to 1000*
1d10/HD
30'(10)
60'(20")
18
1 bite/round
varies

These swarm are the ones of the biblical plagues on the world’ swarms like these can
hold up to 120 million insects, but seldom last more than a few weeks, and are
constantly on the move for more food.

These are mostly locusts, but could be any insect. From time to time, massive
amounts of these creatures congregate together and feast upon anything edible.
Whole fields could disappear in a matter of hours. Known species include mosquitoes
(when nearby swamps or similar are extremely warm and wet),_Locusts (biological
reason—they even change color and feeding habits, sometimes even feeding on
animal matter), Lice (mostly during warmer periods when rats are abundant and
health is low—often followed by a disease like the plague) or horseflies (as with lice a
lowered health on the animals in a warmer period.

calculate
0
minute

To the DM, there is a base chance that a swarm will come in to existence of 5% once each decade, but this will increase with 5% for
each of the following; higher temperatures, more rain or water influx, a disease killing cattle, plants or animals, overall lack of
health—no sewers, no washing, overabundance of food plants after a long fertile period of weather.

With driver ants millions of insects, birds, amphibians and small mammals that can’t get out of the way are killed and eaten or taken
away. Luckily giant insects can NEVER exhibit this trait. This is due to the massive amounts of food they need with their enlarged
body, this thus blocks the urge to congregate and feast. The largest insects to swarm now and then are giant ants, when a nest
relocates to a new place, feeding on the way, but these are handled individually an insect swarm.

While these massive swarms are a clear threat to acres and fields or forests, they never are the cause for massive amounts of
deaths.

No Hit roll is made for the swarm; it is an “area effect.” All armored victims within the area and any monsters with AV 4 take no
damage at all, those 2 or better automatically take 1 point of damage per round. Unarmored victims and monsters with AV 0 take 2
points per round. Any victim who runs out of the swarm, or who swats the insects, takes no damage.

If the swarm is damaged, it will pursue its attacker nearly without fail (ML 11). A victim may still escape either by disappearing from
sight (invisible, around a corner, etc.) or diving under water (which kills all the insects on the victim’s body after one round, during
which normal damage is done). Any victim may swat at the insects. A weapon, plank, flat surface, or torch must be used; attempts
to swat with hands or arms have no effect.

Main Prey; Any organic matter (mostly plant), Main Predator; Any insect eating creature, self deprivation.
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Molluscs (Molluscae species)

Qyster, Giant (Hyotisa Hyotis gigas)

Mollusc Giant Oyster
Type Normal Animal
T errain Any Salt Water
Climate Any but cold
Frequency Uncommon
(Organization Solitary

ctivity Cycle Day
Basic era Permian
Diet Carnivore

L N
NA 0(1d4)
Size M-L; 1'+1"/hp
ST 25
IN 1

| 3

DX 3
CO 24
CH 6
Languages 0
Spellcaster Limits; 0

© 5(-2 if closed)

\% 7 (inside 0)
HD 10
HP 10d8
MV 3/ Hour
THACO 10
Attack s 1 Clamp
Damage 4d6
Special Attacks; Entrap
Special Defenses; Closing shell
Im munities None
Special W eaknesses None
MR 0
Save as; F5
ML na
XP 1090
TT 95% pearl 1d100x100gp
Body W eight hp x100cn

—————————————————————————————————————
Giant oysters look just like ordinary ones, except that they are 6 feet in diameter and
stand 4 feet high. The giant oyster has a grayish color, a more or less elongated shape,
and an uneven exterior, they may be found in nearly any type of watery environment,
although they are most often found in cold, shallow water.

Combat

When open, the AC of a giant oyster is 5, and -2 when closed. The shell gives it an AV of 5. Any damage to the shell will reduce its
value accordingly. When attacked from a distance, a giant oyster closes its shell and does not open for at least 1 turn. The creature
can entrap its attacker between the parts of its shell. (A total of 50 Strength points are needed to pry it open without killing / harming

the creature.

Habitat/Society

These creatures live solely on the oceans in reefs or along shores. They can be found in any water of between 300 and 20 feet
depth. Sometimes, these creatures take a wrong turn in their difficult movement and can thus be found beyond these limits, but

deeper areas will cause their death due to
the pressure and at more undeep areas,
there is the threat of the tides, falling dry
and predators of the land, like humanoids.

Ecology

Most oysters (95%) of this size will bear a
pearl of 1d10 x 100gp value, w