SANDCRAWLER

Description: This creature has a thick, scaly body like a snake but with a great number of failing limbs, some ending in broad claws which it uses to "swim" through sand like a fish, and some ending in prehensile tentacles which it uses for predation. It likes to hide in shallow sand and wait for prey to wander by. When something small enough does appear, the monster grapples with it and goes back beneath the sand. This usually smothers the victim, allowing the monster to feed at its leisure. Sandcrawlers usually run from anything really dangerous, but will seldom resist the lure of a feast of several weakling creatures.
Garb: Brown scale-like robes, clawlike gloves, horns
Type: Standard Beast
Q/M Ratio: 2/1
Armor: 1 point natural armor
Weapons: Any combination of short swords (claws) and flails (tentacles) (Natural)
Immunities: Quicksand, Sand (the creature suffers no ill effects from either.)
Natural Lives: 3
Abilities & Traits
Trait: Hard to Kill: Creature only dies once all limbs are taken, or by a killing torso shot. Wounded limbs are still useless, but fighting continues regardless of handicap
Trait: Many-Armed: The first time a many-legged creature’s leg is injured, it forces them to walk instead of dropping to one knee. A second leg shot that would injure the creature acts as normal (creature drops to one knee, and further shots to the same leg have no effect).
Trait: Regeneration: Lost limbs will grow back after a 50 count. If slain, creature will come back to life after a 50 count (this does not count towards the total lives lost). Regeneration does not function against wounds or death caused by any form of fire, magical attack (including magic weapons) or Powerful Blows. Damage to Natural armor and wounds from these attacks remain even if the Monster is slain by non-magical means and regenerates back to life. (ex.: a Regenerating Troll loses an arm to an Acid Bolt, but is slain by a normal arrow to the chest. When the Troll regenerates from death, it keeps the wounded arm.) Simulates the great number of "extra" limbs possessed by the creature.
Innate Ability: Break Object (2/life)
	M: Non-hinged weapon/claw
I: While touching object with weapon, repeat ×2 "I snap this in two." 
E: Object is destroyed.
N: Cannot be used on players, armor, shields, or similar very large objects.
Innate Ability: Burrowing (unlimited)
I: “Burrowing” x5 to activate, “Arriving” x5 to end
R: 100 feet
E: Creature must move in a straight line to any point within 100 feet and may not engage or be engaged in combat while moving. Burrowing creatures may delay arrival for up to a 100 count once they reach the destination by continuing to chant “Burrowing” once every five seconds.
N: If the creature has a Grappled victim when it uses its Tunneling ability, the victim dies of suffocation after a 30 count of being pulled into the sand, regardless of armor or Invulnerability. May not arrive within 50 feet of a base or Nirvana. May not carry game items.
Innate Ability: Disarm (2/life)
M: Hinged weapon/tentacle
I: Player yells “Disarm!” while striking an opponent's weapon.
E:If a weapon is hit during this strike, the weapon struck must be dropped immediately.
N:Dropped weapons may be picked up anytime after they hit the ground.
L: Has no effect against siege weapons or weapons wielded with two hands.
Innate Ability: Grapple (2/life)
I: Following a successful hit on an opponent in melee, repeat ×3 "I grab hold of thee"
E: Victim takes no damage from the hit, but is captured by the monster as if caught by a Yield spell, but with no duration. The sandcrawler may not use the weapon used to Grapple an opponent while one is being held.
N: Invulnerability and immunity to subdual will negate this ability (damage is dealt normally). If monster is killed while Grappling a foe, the victim is immediately freed. (A sandcrawler can use this ability with either a claw or tentacle.)
Vulnerability: The creature is Slowed if it moves outside of a Quicksand or Sand area.
Levels: None


