
Endless Worm

Colossal Magical Beast

Hit Dice: 40d10+280 (500)

Initiative: +3 (-1 Dex, +4 Imp. Initiative)

Speed: 60ft (can't run), burrow 30 ft.

AC: 28 (-1 Dex, -8 Size, +27 Natural)

Attacks: Bite +48

Damage: bite 4d6+15

Face/Reach: 30 ft. by 5000 ft. (125 ft./HD) / 15 ft.

Special Attacks: Improved Grab, Swallow Whole, Poison, Overrun, Gate, Rumble, Retract

Special Qualities: Sections, Fast Healing 1

Saves: Fort +24, Ref +16, Will +12

Abilities: Str 30, Dex 9, Con 24, Int 4, Wis 14, Cha 18

Skills: Intimidate +17, Listen +13, Spot +16

Feats: Alertness, Blind-Fight, Combat Reflexes, Improved Initiative, Power Attack, Skill Focus: Intimidate, Skill Focus: Spot

Climate/Terrain: Any land

Organization: Single

Challenge Rating: 18

Treasure: None

Alignment: Always neutral

Advancement: 41-60 HD (Colossal)

These creatures are not literary endless, though it's easy to see why they have that reputation. They live on the astral plane, but come to the material plane to feed or lay eggs, since they don't hatch on the Astral plane. Endless worms speak common, but at a tenth of common rate, and at a tone too low to be heard by humanoids. They weigh

They seldom move all of their body to the Material plane. They prefer to keep some of themselves on the Astral plane, so that their portal remains open. This portal is usually made underground or inside a cave for protection.

The Egg

An endless worm egg is a 10 ft. diameter sphere, made from nearly unbreakable material (hardness 20). It weighs 300 pounds, or 130 pounds empty. The baby leaves the egg after a month by means of a Gate, and a week later the shell starts to decompose. If decay can be prevented, the shell provides enough material for 3 full plates, 5 half-plates, 8 breastplates, 20 small shields, 10 large shields, or 6 tower shields. They must be made magical to prevent decay. They cost quadruple their normal (steel masterwork) costs. They have an armour bonus 1 higher than normal and can be worn without penalty by druids.

COMBAT

Endless worms are not aggressive creatures, and creatures large or magical enough too escape their usual hunting technique are left alone. If they are attacked, they will fight back in retaliation, but if the fight becomes difficult, they will retreat into their gates. When hunting they encircle an area and then drive all wildlife to one spot, where they first use their sonic attack before closing in for the kill.

Movement: The worm's speed can also be the speed in which it moves sideways. It cannot run, jump, or climb, but it can lift up to a quarter of its length off the ground horizontally, up to half straight up, or three quarters downwards.

Improved Grab (Ex): To use this ability, an endless worm must hit with its bite attack. If it gets a hold, it can try to swallow the creature.

Swallow Whole (Ex): An endless worm can try to swallow a grabbed opponent of Huge or smaller size by making a successful grapple check. Once inside, the opponent takes 2d8+12 points of acid damage per turn each round from the digestive juices. A swallowed creature can cut its way out by dealing 30 points of damage to the digestive track (AC 15). This damage is done to a random segment along the creature's body, which is also where the creature exits. This might be in another plane.

Poison (Ex): The entire body of the worm is covered in a jelly-like film that is painful to the touch. Fortitude save DC 25, primary damage 1d6 subdual, secondary damage 1d6 Strength.

Overrun (Ex): When an endless worm moves over a Large or smaller creature, it is caught under it and dealt 4d8+15 points of crushing damage each turn.  They can escape with a successful grapple check. Huge or larger creatures that don't take an attack of opportunity can attempt a DC 21 reflex save to avoid the movement.

Gate (Sp): By concentrating for 10 minutes, an endless worm can open a 35-feet Gate as by the spell, but only to the Material or Astral plane, and it may open at any place they know. The gate does not close if the worm is still in it unless dispelled.

Rumble (Ex): An endless worm can emit from their mouth a low-frequency sound that causes nausea in all other creatures in a 120 feet range, unless they succeed at a DC 18 Fortitude save.

Sections (Ex): An endless worm is composed out of 125-feet sections. A single section has 80 hit points and is dealt damage separately. If it dies, it cannot perform overrun attacks and has no potent poison. Also, the worm as a whole gets -2 to Dexterity, Strength, and Constitution.

If a section is at -160 hit points, it is considered severed. The worm loses an HD, and all portals through which its back end stuck close, severing more sections. It can reattach the parts by moving the front half of itself against the back half and waiting for an hour.

Retract (Ex): If the rear end of an endless worm is still in the Astral plane, an endless worm can perform a very fast retreat. It moves back with no sideways movement at a speed of 400 feet per round.

Fast Healing (Su): An endless worm can heal 1 point of health every round, but to do so it must have been still for at least an hour. An endless worm needs this ability, because normal healing does not work on the Astral plane.
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