Trillipede

Large Vermin

Hit Dice: 3d8+9 (22 hp)

Initiative: +2
Speed: 50 ft. (10 squares), climb 40 ft.

Armour Class: 18 (-1 size, +2 Dex, +7 natural), touch 11, flat-footed 16
Base Attack/Grapple: +2/+7
Attack: 2 claws (1d6+1 plus 1d8 acid)
Full Attack: 2 claws (1d6+1 plus 1d8 acid)
Space/Reach: 10 ft./5 ft.

Special Attacks: Acid
Special Qualities: Darkvision 60 ft., vermin traits, damage reduction 5/- (shell only)
Saves: Fort +3, Ref +3, Will +1

Abilities: Str 13, Dex 15, Con 14, Int –, Wis 10, Cha 2

Skills: Climb +10, Hide +6, Spot +4

Feats: Toughness, Stealthy
Environment: Warm deserts
Organisation: Solitary or colony (2-5)

Treasure: None

Alignment: Always neutral
Trillipedes are feared inhabitants of the desert, their thick exoskeletons and deadly blades making them more than a match for an unprepared traveller. They excavate shallow burrows in the sand dunes of their native deserts and lie in wait until unwitting rodents fall in. However a hungry trillipede can venture from its burrow to hunt larger prey.
Combat
When faced with an enemy, trillipedes will scuttle at amazing speeds over the sand, using their many legs, and then rear up, giving them a height of up to 5 feet. Their serrated front legs are hidden under their head, and these then slice into action, made all the more dangerous by an acidic solution. When an enemy has been killed, it is washed with acid, melted and devoured.
Their strong shells have damage reduction and they also have a high AC, so the best way to kill a trillipede is to hit its soft underside.
Acid (Ex): The serrated sword-like front legs are covered with an acidic coating. This acid is used to kill weaker creatures as soon as they are attacked, and is therefore useful only for three successive attacks and is replenished only after 6 hours. The acid deals secondary damage of 1d4 the next round.
