Scarab Beetle (Grave)

Fine Vermin

	Hit Dice
	1/8 d8 (1 hp)

	Initiative
	+2 (Dex)

	Speed
	20 ft, climb 20 ft

	AC
	24 (+8 size, +2 Dex, +4 natural)

	Attacks
	Bite +10 melee

	Damage
	Bite 1d2-5 and burrow

	Face/Rch
	0x0 / 0 ft

	SA
	Flesh burrow

	SQ
	Vermin, tremorsense

	Saves
	Fort +2, Ref +2, Wil +0

	Abilities
	Str 1, Dex 15, Con 10, Int - , Wis 10, Cha 2

	Skills
	Listen +2, spot +1, hide +10, climb +2

	Feats
	Weapon finesse (bite)

	Climate
	Desert and underground

	Organization
	Solitary or swarm (10-100)

	CR
	--

	Treasure
	None

	Alignment
	Always N

	Advancement
	--


Glassy blue-black carapace.  When inactive, look like pieces of jewelry.  If placed next to a source of body heat, it becomes active and attacks.

COMBAT:

Scarab beetles have one purpose, to eat the heart.

Vermin:  Immune to mind-influencing effects.

Flesh Burrow (Ex):  takes 3 rounds to reach a Medium sized victims heart, 2 rounds for a Small victim, and 4 rounds for a Large victim.  The scarab inflicts 1d4 points of damage reach round it burrows.  Once it reaches the heart, it consumes it, inflicting 1d4 points of permanent Constitution damage each round, and killing the creature in a horrific and painful death.  Creatures immune to critical hits are also immune to this attack.


Once the beetle has become imbedded, it is difficult to remove.  The most obvious ways is to remove the limb.  Someone may attempt to kill the beetle inside the skin.  The beetle loses its Dexterity bonus while burrowing, but the damage done is split evenly between the beetle and the individual.  An individual trying to attack a beetle burrowing in its own body incurs a –2 penalty to hit and damage.

