DIRE RAT

Description: With four times the size and fierceness of an average rodent, Dire Rats are rarely encountered outside of dense forests and caves. Woe to any urban settlement infested with such creatures, however. These vile animals have no fear of humanoids, are very difficult to hunt down and exterminate, and are notorious carriers of disease. It is not unheard of for a pack of dire rats to attack and maul small children and pets. Dire rats are almost impossible to tame, with only rat-ogres being able to domesticate them with any real success.

Garb: Brown tunic, furry paws with black claws, large tan rat ears, buck teeth and muzzle, and a hairless rat's tail.

Type: Standard Beast

Questor/Monster Ratio: 1/1

Armor: None.

Weapons: Two short melee (Natural)

Immunities: Disease, Subdual

Natural Lives: 6

Traits & Abilities: 
Trait: Sheer Numbers
Innate Abilities:
Berserk on last 2 lives.
Sneak (1/life)
Touch of the Plague (unlimited)

Vulnerability: Weak

Levels: 
1st level: As listed.
2nd level: +2 lives (8 total) 
3rd level: Sneak becomes 2/life
4th level: +2 lives (10 total)
5th level: Berserk on last 3 lives.
6th level: +2 lives (12 total)



Berserk
M: A red headband or armband.
I: You may choose to go Berserk at any point on an eligible life by tying on the red band and announcing
your Berserk state.
E: While Berserk you gain the following traits:
a. Natural armor: 2 points on all hit locations.
b. Strong: Melee weapons become Red. Melee weapons that are already Red do an extra point of damage to
armor for a total of three.
c. Rage: Weapons used while berserk must be over two feet in length. Players may not cast magic, use
projectiles, shields, hinged weapons, or activate class abilities (except Berserk). Armor worn is considered
destroyed, and cannot be used while berserk. You may not retreat from combat unless facing odds of at least
5:1, monsters with a ratio of 5:1 or greater, or a Wizard, Healer, Druid, or Bard.
d. Immunity: Control

Sheer Numbers
Each person playing a creature with this ability is actually representing a horde of similar Monsters. When
one creature dies, the player must lie down in place, only to rise again after a 50 count. See individual
entries for number of lives.

Sneak
I: “Sneak” x5 to activate, chant “Sneak” every 5 seconds to continue, must repeat “Now you see me” x2 to
deactivate
E: As per Monk Sanctuary, except Sneaking players may hold Natural weapons in hands. May not
deactivate ability within 10 feet of another player.

Touch of the Plague
I: “Touch of the Plague” x5
R: Touch
E: Any player touched dies from the plague in a 100 count unless protected from Disease, immune to
Disease or Cure Disease is cast on them. Stopped by Invulnerability or Invulnerable Armor but bypasses
normal armor.


