	Leech, normal swarm
	CR 1/10; Fine Vermin: HD- 1 hp each; Spd 1' Swim 10'; Init +1; AC: 19 (+1 Dex, +8 size)[T:19 ,FF: 18 ]; BaB+1; Grap: N/A ; Att +1 melee (1d4-3 touch); Fc/Rch: 5"x5"; SA: Attach, Anticoagulant salivary juices, Blood Drain, Panic; SQ: Tremor-sense; AL: N; Sv F +3, R +1, W+0; Abil: S 4/-3, D 12/+1, C 10/0, I-/, W 10/0, Ch 1/-5; Skills: Hide +18; Feats: Weap Finesse (bite); Clim/Terr: widespread in marine waters and exist in freshwater and on land in temperate & tropical region; Org: swarm (5-100); Treasure: None (but captured & kept alive ( in fresh water) 80 of them will fetch 1gp; Lv Adv:-

Leeches are carnivorous or bloodsucking worms, used widely used by barbers, wise women and other non-magical healers for bloodletting and cleaning wounds. Leeches are flattened ringed worms, from 0.2" to 18" long, with a sucking disk at both ends. The mouth is on the skinny end.  Their bite gives off a histamine like substance that dulls the pain. (DC 20  spot check to notice) and then it is like any ignored  normal mosquito bite   Blood ingested by leeches is mixed with salivary juices containing an anticoagulant substance, which can be extracted and used as a serious contact poison that prevents blood clotting. Leeches are hermaphroditic and typically lay their eggs in mucous cases known as cocoons.  They have a rubbery outer skin and appear brownish black and blend in well with the rotting vegetation and muck in which they dwell. Combat:  


Anesthetizing mucus (Ex): Leeches have an anesthetic enzyme in their saliva that prevents creatures from feeling its bite. Creatures that are bitten by a leech must make a Spot check (DC 33) or a Wilderness Lore check (DC 20) to notice being bitten.

Attach (Ex): If a leech hits an opponent with its touch attack, it has latched on with its suckered mouth and remains attached. An attached leech loses it Dexterity bonus and negates its size bonus to AC (it is AC 10 while attached).

Panic: Once the victim notices or is told about them, they make a DC 15  Will Sv or begin ripping off all armor and clothing to remove the parasites. A failed save less than 5 will mean they used a dagger and ruined the armor and clothing in the panic to remove it. They will not stop until they are naked and have removed all the leeches.

Tremor-sense (Ex): Leeches in the water can automatically detect the presence of anything within 30 feet that is also in contact with the water.

Weather detection: Aquatic leeches tend to move to the surface when they find themselves in water of low oxygen content. As a fall in atmospheric pressure results in a small decrease in dissolved oxygen concentrations, rising leeches in a jar of water provided nineteenth century weather forecasters with a simple way of predicting bad weather.

Removing leeches:  If you are bitten by a leech and are compelled to remove it before it has had its full (leeches drop off on their own when they are done feeding), you can do so by following these steps: 

1.
Identify the anterior (oral) sucker which will be found at the small end of the leech. 

2.
Put your finger on your skin adjacent to the oral sucker 

3.
Gently but firmly slide your finger toward the wound where the leech is feeding. Using your fingernail, push the sucker sideways away from your skin. 

4.
Once you have dislodged the oral sucker, quickly detach the posterior (rear) sucker (the fat end of the leech). Try flicking the leech or proding with your fingernail. As you work to remove the leech, it will attempt to reattach itself. 

5.
Keep the wound clean -- minor cuts in tropical climates can quickly become infected. The leech itself is not poisonous. The wound will itch as it heals. 

NOTE: Is it generally not advised to attempt removing a leech by burning with a cigarette; applying mosquito repellent, shampoo, or salt; or pulling at the leech. This can result the leech regurgitating into the wound and causing infection much worse than the leech bite itself.

	Leech, giant


	CR:3/4; Sm Vermin; HD: 1d8+1 (5 hp); Spd: 5', swim 10'; Init: +2; AC: 12 (+2 Dex); Att: +1 melee (1d6-3 Touch); Fc/Rch: 5'x5'/5'; SA: Attach, anesthetizing mucus, blood drain, disease, poison, Swallow whole; SQ: Tremor-sense; AL: N; Sv: F +3, R +1, W +0; Abil: S 4/-3, D 14/+2, C 12/+1, I-/, W 10/0, Ch 2/-4; Skills: Hide +13; Feats: Weap Finesse (bite): Clim/Terr: widespread in marine waters and exist in freshwater and on land in temperate & tropical region; Org: Cluster (2-5) or swarm (4-16); Treasure: None; Lv Advancement: 2-4 HD (Sm); 5-6 HD (Med).

Giant leeches are horrid, slug-like creatures that dwell in wet, slimy areas and suck the blood of warm-blooded creatures. They typically range from 2 to 3 feet long, though some can grow as large as 5 feet, and their skin is a mottled brown and tan with an occasional shade of grey. Leeches have a sucking disk at both ends and can attach with either end, the mouth is on the skinnier side.

Combat: Leeches wait in the mud and slime for prey to pass by. Generally, there will be some larger leeches (of greater HD) in any given group.


Attach (Ex): If a leech hits an opponent with its touch attack, it has latched on with its suckered mouth and remains attached. An attached leech loses it Dexterity bonus to AC (it is AC 10 while attached).


Anesthetizing mucus (Ex): A leech has an anesthetic enzyme in its saliva that prevents warm-blooded creatures from feeling its bite. Creatures in the water that are bitten by a leech must make a Spot check (DC 33) or a Wilderness Lore check (DC 20) to notice being bitten.


Blood drain (Ex): A giant leech drains blood, doing 1d3 points of temporary Con damage each round that it remains attached. Once it has drained 4 points of Con, it releases its hold and swims off to digest its meal. 


Disease (Ex): Swamp fever ( bite, Fort save (DC 11), incubation period 1d4 days; damage 1d3 temporary Con.


Tremor-sense (Ex): Leeches in the water can automatically detect the presence of anything within 30 feet that is also in contact with the water.

            Poison:  DC 15 Initial damage 1d6 Con, Secondary damage additional 2hp per round blood loss from wound (edged weapons only). Normal healing will lessen the loss to .5 hp per round. It will last 5 rounds if not magically healed, or treated with garlic. It cannot be allowed to dry or it looses all its properties, thus making it unusable on traps.

           Swallow whole: This ability is only present in 5' long or larger leeches. On a natural 20 attack rolll any small and below size creature Must succeed in a DC 15 Reflex save or suffer 1d 8-3 points of damage per round
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 I felt the need to convert regular leeches, as I was running a swamp like area and you have to have leeches in a swamp. I was saddened when I read the giant leech from the MM and they had it being hurt by salt.  That is a Slugs weakness not a leech.  Also leeches are known to NOT CARRY OR HARBOR DISEASE, But I left this SA for giant leeches to give them some more kick.  I have also given giant leeches the combined abilities of the entire family of leeches. This meaning they are amphibious, have the ability to change color and swallow whole any small creatures.

