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PALANQUIN 
BEETLE

Large Vermin
Hit Dice: 9d8+27 (67 hp)
Initiative:  +0
Speed:  30 ft.
AC:  19 (-1 size, +10 natural)
Base Attacks/Grapple:  +5/+16
Attack:  Bite +12 (2d6+10)
Full Attack: Bite: Bite +12 (2d6+10)
Space/Reach: 10 ft. / 5 ft.
Special Attacks: Trample 2d8+10
Special Qualities: Vermin
Saves:  Fort +9, Ref +3, Will +2
Abilities:  Str 25, Dex 10, Con 17, Int 
—, Wis 8, Cha 9
Skills:  ---
Feats:  ---
Climate/Terrain: Temperate and warm 
land
Organisation:  Solitary
Challenge Rating: 5
Treasure:  None
Alignment:  Always neutral
Advancement Range: 10-12 HD 
(Large), 13-27 HD (Huge)
Level Adjustment:  ---

Palanquin beetles reach lengths 
of 15 feet or more.  They are 

easily identifiable by the six long 
spines projecting upward from the 
edges of their carapaces, each spine 
often reaching 6-8 feet in length.  
While these spines probably serve 
a defensive purpose (preventing 
large flying creatures from swooping 
down upon the beetle without 
running the risk of being impaled), 
they are often put to a different 
use by the humanoid races that 

‘domesticate’ these enormous insects: 
the spines serve as ‘poles’ to which 
a canvas covering is tied, providing 
shade for the creatures riding upon the 
beetle’s back.  The spines also make 
a handy place to display the severed 
heads of vanquished foes.

Palanquin beetles have brightly 
coloured carapaces, usually of 
contrasting colours: red and green; 
purple and blue; yellow and pink.  
The rest of their bodies are a uniform 
black, including the six upward-
thrusting spines.  Their eyes are tiny in 
comparison to their enormous bodies 
and their antennae are similarly small, 
providing the beetle with very little 
details of the world around it beyond 
10 feet or so.

Combat

While most insects are considered 
non-intelligent, the palanquin 

beetle is exceptionally so.  It has a 
single offensive capability: biting an 
enemy with its powerful mandibles.  
As soon as it detects potential prey it 

heads straight for it with mouthparts 
open wide.  The creature has no sense 
of strategy, no finesse, just a simple find 
prey/chase prey/eat prey formula which 
it uses at all times.  Palanquin beetles 
have been known to attack creatures 
many times their own size.

The monster’s offensive capabilities 
are often enhanced by the creatures 
that ride upon its back, usually orcs, 
goblins, or occasionally gnolls.  These 
humanoids use the palanquin beetle as 
a combination transport vehicle and 
weapons platform, riding the beetle 
into battle against enemies and hurling 
spears, shooting arrows, or lobbing 
rocks from the relative safety of the 
giant insect’s back.

Palanquin beetles have a tendency to 
focus upon a single target at a time, 
chasing after him exclusively even 
if other potential victims are in the 
same area.  This is more of a result of 
the insect’s limited intelligence and 
awareness rather than any devotion of 
purpose or single-mindedness upon its 
part.

Palanquin beetles 
do not use their 
spines as weapons, 
as they stick 
straight up into 
the air and are not 
manoeuvrable.

Those races that 
‘domesticate’ 
palanquin beetles 
do so by a simple 
method: rushing 
at the creature 

By Johnathan M. Richards

Creature Feature!
‘Once they were men … 
now they are land crabs.’ - 
Attack of the Crab Monsters

Beetles, spiders, moths. . . a 
creature I can’t even spell.  Feast 

your eyes on these little devils 
- before they feast on you!
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Creature Feature!
from all sides and jumping up onto 
its back while it eats those foolish 
enough to have approached it from 
the front.  Once on the beetle’s back 
the humanoids are ignored by the 
monster; as it cannot reach or even 
see them, they cease to exist to the 
beetle.  ‘Steering’ a palanquin beetle is 
a simple matter as well: tie a piece of 
meat (usually part of a slain foe) to the 
end of a pole and dangle it in front of 
the beetle’s head in the direction you 
wish it to go.  Lift the pole up out of 
its range of vision and the beetle stops, 
amazed at its prey’s sudden vanishing 
act.

A palanquin beetle makes an excellent 
war mount, although in many ways it 
is more like a seagoing vessel: getting 
on and steering is easy enough but you 
certainly do not want to fall ‘overboard’ 
for fear of being eaten.  Several orc 
tribes have taken this analogy even 
further, attaching a heavy ‘anchor’ to 
one of the beetle’s legs via a length 
of sturdy chain.  When the weight 
is upon the beetle’s back it can move 
normally; when dropped, the beetle is 
unable to pull the weight solely by the 
strength of its leg and so cannot move 
from the area.

Trample (Ex): A palanquin beetle 
can trample Medium or smaller sized 
creatures for 2d8+10 points of damage.  
Opponents who do not make attacks 
of opportunity against the beetle can 
attempt a Reflex save (DC 21) to take 
half damage.  The Save DC is Strength 
based.

Vermin:  Palanquin beetles are immune 
to mind-influencing effects.  They also 
have darkvision (10-foot range).

SAND SCARAB

Large Vermin
Hit Dice: 5d8+10 (32 hp)
Initiative:  +0
Speed:  20 ft., burrow 10 ft.
AC:  17 (-1 size, +8 natural)
Base Attack/Grapple:  +2/+10
Attack: Bite +6 melee (1d8+6 (males) 
or 1d4+6 (females))
Full Attack: Bite +6 melee (1d8+6 
(males) or 1d4+6 (females))

Space/Reach: 10 ft. / 5 ft.
Special Attacks: Improved grab
Special Qualities: Vermin, tremorsense
Saves:  Fort +6, Ref +1, Will +1
Abilities:  Str 19, Dex 10, Con 15, Int 
—, Wis 10, Cha 9
Skills:  Hide +4*
Feats:  —
Climate/Terrain: Desert
Organisation:  Solitary
Challenge Rating: 3
Treasure:  None
Alignment:  Always neutral
Advancement Range: 6-10 HD 
(Large), 11-15 HD (Huge)
Level Adjustment:  ---

The sand scarab gets its name 
from its environment, not from 

its coloration: the creature is a shiny, 
uniform black, the better to capture 
precious droplets of condensed dew 
as it forms at the break of day.  Sand 
scarabs have thin, whip-like antennae, 
slender legs and a sleek build, to 
facilitate burrowing under the sands of 
the deserts in which they make their 
homes.  Sand scarabs have lost the 
ability of flight.

Sand scarabs keep no permanent lairs, 
digging under the sand when they 
need shelter and constantly roaming 
the desert for food.  They are truly 
omnivorous, living on desert plants 
(especially cacti), animals and even 
carrion.  They have a slow metabolism 
and an efficient digestive system 
allowing them to 
make the most out 
of everything they 
eat.  As a result, a 
sand scarab can go for 
over a week between 
meals if needed.  They 
prey upon just about 
anything moving on 
or under the desert 
sands, even poisonous 
creatures; while not 
immune to poisons, 
a sand scarab knows 
enough to snip off a 
rattlesnake’s head or a 
scorpion’s stinger with 
its mandibles before 
eating the rest of the 
animal.

Combat

Sand scarabs attack with their 
powerful mandibles, with males 

causing more damage than females.  
(As in many beetle species, sexual 
dimorphism is apparent in sand 
scarabs, with the males having larger 
and more prominent pincers.)  They 
spend much of their time burrowing 
under the sand, just below the surface.  
With their sensitive antennae, they can 
sense movements on the surface above 
them and burrow up to attack their 
prey from below.  Once on the desert, a 
sand scarab generally remains above the 
surface while attacking its prey, digging 
its way back underground only if 
fleeing battle with a more powerful foe.

Sand scarabs habitually roam the 
desert sands when hungry during the 
daytime, then bury themselves under 
a layer of insulating sand during the 
cold desert night.  If not particularly 
hungry, they remain poised just below 
the layer of sand, patiently waiting for 
prey to pass by overhead.

Improved Grab (Ex): To use this 
ability, the sand scarab must hit an 
opponent of Medium or smaller size 
with its bite attack.  Grabbed victims 
are subject to automatic bite damage 
each round.

Tremorsense (Ex): A sand scarab can 
automatically sense the location of 
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anything within 60 feet in contact with 
the ground, even while it is buried 
below the surface of the sand.

Vermin:  Sand scarabs are immune to 
mind-influencing effects.  They also 
have darkvision (60-foot range).

*Skills:  Sand scarabs receive a +16 
circumstance bonus to their Hide 
checks when buried under the sand.

SHRIEK SPIDER

Small Vermin
Hit Dice: 1d8 (4 hp)
Initiative:  +3 (Dex)
Speed:  40 ft., climb 20 ft., fly 20 ft. 
(poor)
AC:  14 (+1 size, +3 Dex)
Base Attack/Grapple: +1/-5
Attack: Bite -1 melee (1d4-2 plus 
poison)
Full Attack: Bite -1 melee (1d4-2 plus 
poison)
Space/Reach: 5 ft. / 5 ft.
Special Attacks: Poison, shriek
Special Qualities: Vermin
Saves:  Fort +2, Ref +3, Will +1
Abilities:  Str 7, Dex 17, Con 11, Int 
—, Wis 12, Cha 6
Skills:  Climb +8, Jump +4, Spot +9
Feats:  ---
Climate/Terrain: Any non-arctic or 
non-subarctic land
Organisation:  Solitary or colony 
(2-5)
Challenge Rating: 1
Treasure:  None
Alignment:  Always neutral
Advancement Range:  —
Level Adjustment:  ---

Shriek spiders are small, narrow-
bodied arachnids with long, thin 

legs.  Their sleek bodies are a pale grey, 
enabling them to blend in with stone 
when seen from above or to a lesser 
extent with the sky when seen from 
below.

Shriek spiders are loners, each seeking 
its own prey.  They do not co-operate 
in the hunt; however, in an area 
hosting several of the creatures, an 
unfortunate victim could find herself 
being attacked by more than one shriek 
spider.

Combat

Shriek spiders have adopted an 
unusual form of attack.  Making 

their homes in trees or along cliff 
sides, when a shriek spider detects 
potential prey it begins spinning a line 
of webbing from its abdomen.  The 
strand is gossamer-thin, catching the 
wind and dancing in the air like an 
unseen ribbon.  The spider continues 
paying out the line until the web-
strand is long enough to support the 
spider’s own weight, at which time the 
creature releases its hold and drifts in 
the air, pulled aloft by its own strand of 
webbing.

While such behaviour is not unknown 
in normal spiders (the process is called 
‘ballooning,’ and is the way many types 
of new-born spider spread throughout 
the world), the shriek spider is one 
of the only spiders known to travel 
in such a fashion in its adult form.  
Furthermore, the shriek spider is not 
at the mercy of the breeze; using two 
home-made ‘fins’ – twin weaves of 
webbing between the two front legs on 
either side of its body – it can ‘steer’ to 
some extent, gliding in on targets.

Shriek (Ex): To assist it in landing 
on prey, when it gets near its target 
the spider lets forth a wild shriek, 
seemingly too loud to have come from 

such a small creature.  The shock 
of hearing the shriek forces victims 
to make a Will save (DC 12) or be 
stunned for one round; this gives 
the spider a non-moving target.  If a 
shriek spider cannot steer itself to land 
directly on a victim, it aims for a point 
above the victim, cutting its web-line 
at the last moment and dropping down 
upon him.

Poison (Ex): Bite, Fortitude save (DC 
11); initial and secondary damage 1d3 
temporary Strength.  The bites of a 
shriek spider become inflamed at once, 
causing a reddish-purple welt around 
the bitten area.

Vermin:  Shriek spiders are 
immune to mind-influencing 
effects.  They also have darkvision 
(60-foot range).

Skills:  Shriek spiders receive a +10 
racial bonus to Climb checks, a +6 
racial bonus to Jump checks and a 
+8 racial bonus to Spot checks.

STILT BEETLE

Large Vermin
Hit Dice: 6d8+12 (39 hp)
Initiative:  +2 (Dex)
Speed:  30 ft. or 60 ft. (with legs 
extended), climb 20 ft. or 40 ft. 
(with legs extended)
AC:  18 (-1 size, +2 Dex, +7 
natural)
Base Attack/Grapple: +3/+11

Attack:  Bite +7 melee (1d8+6)
Full Attack: Bite +7 melee (1d8+6)
Space/Reach: 10 ft./5 ft. or 15 ft. (with 
legs extended)
Special Attacks: Improved grab, swat
Special Qualities: Vermin, sprint, 
dodge missiles
Saves:  Fort +7, Ref +4, Will +3
Abilities:  Str 19, Dex 14, Con 15, Int 
—, Wis 13, Cha 11
Skills:  ---
Feats:  ---
Climate/Terrain: Temperate and warm 
land
Organisation:  Solitary or cluster (2-5)
Challenge Rating: 4
Treasure:  None
Alignment:  Always neutral
Advancement Range: 7-12 HD 
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(Large), 13-18 HD (Huge)
Level Adjustment:  ---

The stilt beetle’s six well-armoured 
legs have two more joints than 

most beetles; normally, three segments 
of each leg are ‘folded up’ on top of 
each other, although this is not readily 
apparent at first glance.  In the blink 
of an eye the stilt beetle can ‘unfold’ 
its appendages to their full length until 
the creature towers over its opponents 
at a height of up to 15 feet.  With 

its stilt legs fully extended the beetle 
covers ground at an accelerated rate, 
either chasing down prey or fleeing 
from more powerful foes.

A stilt beetle’s carapace is black with 
red patterns along the exterior rim.  
The creature’s elytra (wing-cases) have 
fused into a solid shell, preventing the 
stilt beetle from flying, but its rapid 
ground speed more than makes up for 
this loss.

Stilt beetles have excellent vision, an 
uncommon trait among insects.  Their 
antennae are extremely sensitive as 
well, allowing the beetles to pinpoint 
the movement rates of other creatures 
around them.  This ability aids in 
targeting attacks against their enemies.

Stilt beetles make excellent riding 
mounts, although a charm monster or 
similar spell is necessary to gain their 
servitude.

Combat

When actively hunting, most stilt 
beetles extend their legs to their 

full height so they get the best view of 
their surroundings and any potential 
prey.  When the beetle spots a possible 
victim, it rushes toward him at top 
speed, dipping its elevated body at 

the last moment to bring its sharp 
mandibles into range to attack.

Improved Grab (Ex): To use 
this ability, a stilt beetle must 
succeed at a bite attack, after 
which the stilt beetle attempts 
to start a grapple as a free action 
without provoking an Attack 
of Opportunity (grapple bonus 
+12).  Once grabbed, a victim 
takes automatic bite damage each 
round and is pulled to a height 
of 15 feet, where the beetle has 
the advantage.  (Most ground-
based prey is at a disadvantage 
when dangling from a stilt 
beetle’s mandibles: even if they 
escape they plummet 15 feet to 
the ground, taking an additional 
1d6 points of falling damage.)

Swat (Ex): A stilt beetle can 
swat flying creatures out of 
the sky with one of its fully 

extended front legs.  This requires a 
normal attack roll; if successful, the 
flying creature takes 1d6 points of 
bludgeoning damage and must make 
a Reflex save (DC 18) or fall to the 
ground, disoriented.  Note the stilt 
beetle can only reach creatures flying 
at an altitude of 30 feet or less and 
normal falling damage applies to 
the ‘swatted’ victim.  It takes but a 
moment for the beetle to extend or 
retract its legs, so it can be crawling 
along like a ‘normal’ giant beetle one 
round and swatting a wizard levitating 
25 feet up in the air the next.

Dodge Missiles (Ex): With its legs 
extended, a stilt beetle is allowed a 
Reflex saving throw to avoid being hit 
with missile weapons.

Sprint (Ex): Once an hour, a stilt beetle 
with its legs extended can take a charge 
action to move at five times its normal 
speed (300 ft.).

Vermin:  Stilt beetles are immune to 
mind-influencing effects.  They also 
have darkvision (120-foot range).

TEXTILE MOTH

Small Vermin
Hit Dice: 1d8 (4 hp)
Initiative:  +0
Speed:  20 ft., fly 40 ft. (average)
AC:  13 (+1 size, +2 natural)
Base Attack/Grapple:  +1/-5
Attacks:  Bite -1 melee (1d4-2) or 
antenna +1 touch (dissolve cloth)
Full Attack: Bite -1 melee (1d4-2) or 
antenna +1 touch (dissolve cloth)
Space/Reach: 5 ft. / 5 ft.
Special Attacks: Dissolve textiles
Special Qualities: Vermin
Saves:  Fort +2, Ref +0, Will +1
Abilities:  Str 7, Dex 11, Con 10, Int 
—, Wis 12, Cha 9
Skills: --- 
Feats:  ---
Climate/Terrain: Any nonarctic or 
nonsubarctic land and underground
Organisation:  Solitary or swarm (2-5)
Challenge Rating: ½
Treasure:  None
Alignment:  Always neutral
Advancement Range:  —
Level Adjustment:  ---

In many ways, the textile moth is to 
woven fabrics what the rust monster 

is to metallic objects; neither creature 
is highly regarded by adventurers.  A 
textile moth’s white, feathery antennae 
can dissolve cloth objects into puffs 
of dust, which the textile moth then 
devours.  Many dust particles cling to 
the undersides of the moth’s wings, to 
be consumed at the creature’s leisure.

A textile moth’s body is two feet long 
and covered in a soft, downy fur, with 
stripes and patterns in white, tan and 
brown.  Its wings are similarly shaded, 
with twin stripes of black along the 
outermost edges.  The creature’s 
wingspan is about four feet.
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It is perhaps inevitable that, given 
the creature’s diet, textile moths are 
occasionally referred to as ‘cloth 
moths.’

Combat

If necessary, a textile moth can bite at 
opponents with its sharp mouthparts, 

but for the most part it saves its attacks 
for articles of cloth.  Textile moths do 
not differentiate between cloth that is 
worn and that which is unattended, 
or between magical and non-magical 
cloth.  A canvas tent is as tasty to them 
as a cloak of charisma and a dropped 
bedroll might keep the moths busy 
enough to ignore the tasty garments 
worn by adventurers long enough for 
the adventurers to respond, either by 
striking the moths at a distance or 

fleeing out of sight.  Fortunately, textile 
moths are not durable creatures and are 
easily slain but often not before causing 
great inconvenience and possible 
embarrassment to their targets.

Dissolve Textiles (Su): A successful 
touch attack with a textile moth’s 
feathery antenna causes textiles to 
dissolve into a cloud of dust particles.  
Magic cloth items must succeed at a 
Reflex save (DC 20) or be dissolved.  
Only one layer of worn clothing is 
affected by each antenna touch, so a 
wizard might lose his cloak one round 
and his robe the next.

Vermin:  Textile moths are immune to 
mind-influencing effects.  They also 
have darkvision (60-foot range).

XANTHONYCHOS

Large Vermin
Hit Dice: 4d8+8 (26 hp)
Initiative:  +5 (Dex)
Speed:  30 ft., climb 20 ft.
AC:  17 (-1 size, +5 Dex, +3 natural)
Base Attack/Grapple:  +2/+8
Attacks:  Tail-pincer +4 melee (1d6+2), 
bite +4 melee (1d6+2 plus poison)
Full Attack: Tail-pincer +4 melee 
(1d6+2) and bite –1 melee (1d6+2 plus 
poison)
Space/Reach: 10 ft. / 10 ft. (tail-
pincer) or 5ft. (bite)
Special Attacks: Improved grab, 
squeeze, shocking grasp
Special Qualities: Vermin, Resistance 
to Electricity 15
Saves:  Fort +6, Ref +6, Will +1
Abilities:  Str 14, Dex 21, Con 15, Int 
—, Wis 10, Cha 4
Skills:  ---
Feats:  ---
Climate/Terrain: Any land and 
underground
Organisation:  Solitary
Challenge Rating: 3
Treasure:  None
Alignment:  Always neutral
Advancement Range: 5-8 HD (Large), 
9-12 HD (Huge)
Level Adjustment:  ---

The xanthonychos (ZAN-tho-
NYKE-ose, literally ‘yellow claw’) 

is a twelve-legged arthropod with a 
predominantly scorpion-like build, 
although it lacks the oversized 
claws on its forelegs and does not 
have a stinger at the tip of its tail.  
Rather, its tail ends in a pair of wide 
pincers capable of darting forth 
and snatching prey.  The creature’s 
exoskeleton is predominantly black, 
with the exception of the jagged 
stripe of yellow running down its 
back and tail and the tail-pincers 
themselves, which are yellow as well.  
Xanthonychi are often referred to as 
‘pincer-tails’ or ‘lightningbacks.’

Combat

A xanthonychos darts out at prey, 
using its tail-pincer to grasp prey 

and shock it to death in wave after 
wave of electrical emanations.

Improved Grab (Ex): To use this 
ability, a xanthonychos must succeed 
at a tail-pincer attack, after which it 
attempts to start a grapple as a free 
action without provoking an Attack 
of Opportunity (grapple bonus +9).  
A grabbed victim is subjected to the 
xanthonychos’ squeeze and shocking 
grasp attacks.

Squeeze (Ex): A xanthonychos that 
gets a hold automatically deals 1d6+2 
points of crushing damage each round 
with its tail-pincer.

Shocking Grasp (Sp): Once every 
three rounds, a xanthonychos can 
send a shocking bolt of electricity 
through its tail-pincer.  This deals an 
automatic 1d8+1 points of damage to 
a victim grabbed by the tail-pincer; 
the xanthonychos can alternately make 
a touch attack with its tail-pincer to 
affect an opponent not already held.

Resistance to Electricity (Ex): A 
xanthonychos ignores the first 15 
points of electrical damage each round.

Vermin:  Xanthonychi are immune to 
mind-influencing effects.  They also 
have darkvision (60-foot range).
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Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the 
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8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work 
that you are distributing are Open Game Content. 

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. 
You may use any authorized version of this License to copy, modify and distribute any Open Game Content 
originally distributed under any version of this License. 

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game 
Content You Distribute. 

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of 
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12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with 
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13. Termination: This License will terminate automatically if You fail to comply with all terms herein and 
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termination of this License. 

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be 
reformed only to the extent necessary to make it enforceable. 
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