
Blood Scarab CR 2
N Medium Vermin 
Initiative: +2; Senses: Darkvision 60 ft. 
Defense 
AC: 16, Flat-Footed: 14, Touch: 12 
(+2 dexterity, +4 natural) 
HP: 22 (4d8 + 4)   DR: None 
Fort: +5, Ref: +3, Will: +1  SR: None 
Resistances: None 
Immunities: None 
Defensive Abilities: None 
Offense 
Base Attack Bonus: +3; Grapple: +6; Space/Reach: 5 ft. / 5 ft. 
Speed: 20 ft., burrow 30 ft. 
Melee: Bite +6 (1d6+4) 
Special Abilities: Blood Drain, Feeder 
Tactics 
During Combat: During battle, blood scarabs typically surround a 
single target and quickly reduce it to a gore-stained husk with their 
blood drain ability. If encountered alone, a blood scarab will attack a foe 
who is wearing the least amount of armor.  
Morale: Blood scarabs have little in the way of a sense of self 
preservation, they attack relentlessly until killed. 
Statistics 
STR 16 (+3) DEX 14 (+2) CON 12 (+1) 
INT --- (+---) WIS 10 (+0) CHA 10 (+0) 
Armor Check Penalty: -0 (-0 armor, -0 shield) 
Feats: None 
Skills: None 
Languages: None 
SQ: Vermin Traits 
Combat Gear: None 
   Other Gear: None 
Ecology 
Environment: Any desert 
Organization: Pair, trio, pack (4 – 16), swarm (10 – 100) 
Treasure: None 
Special Abilities 
   Blood Drain (Ex): As a full round action, the blood scarab may make 
a single attack that, if successful deals 1 point of Constitution damage in 
addition to normal damage to its target. The blood scarab heals 5 hit 
points for every point of Constitution damage it deals in this way. 
   The blood scarab may only employ this ability once every 1d4 rounds. 
   Constitution damage dealt by this ability is not multiplied on a critical 
hit. 
   Feeder (Ex): Against any foe that it has dealt Constitution damage to 
via its blood drain ability, the blood scarab gains a +1 bonus to attack 
rolls and deals +3 points of damage on each successful attack. 
 
 
   A massive beetle the size of a large dog scurries around before you; its 
chitin is a deep russet in color and looks to be spattered with blood. A 
strong scent reminiscent of blood assaults your nostrils. 
 
   Amongst most desert tribes, the scarab is a being of light and life, not 
so with the blood scarab. Initially created by some dark god, these foul 
things have become the stuff of terrifying legend; swarms of the beasts 
are known to drain a man dry within moments and their approach is 
often met with heralds of doom. 
   Blood scarabs look like scarab beetles that are nearly the size of larger 
dogs; their shells are russet in color and feature bright red streaks along 
their length that is reminiscent of spattered blood. Most creatures smell 
blood scarabs before they see them; when a blood scarab is preparing to 
attack it exudes a pheromone that reeks of blood and draws any nearby 
blood scarabs to attack its target. 
 
 
 
 
 
 

Lore 
   A successful knowledge (nature) check will reveal the following 
information about a blood scarab: 
DC 14 The large beetle before you is known as a blood scarab, a 

strange species of the normally docile scarab that has 
developed a fiendish taste for blood. This reveals all vermin 
traits. 

DC 19 Blood scarabs are capable of quickly draining the blood of 
their foes; when doing so, the blood scarab redoubles its 
attacks becoming a truly fearsome opponent. 

 
 


