
Hoard Scarab Larva Swarm CR 6
N Diminutive Vermin (Swarm) 
Initiative: +4; Senses: Darkvision 60 ft., Tremorsense 30 ft. 
Defense 
AC: 20, Flat-Footed: 16, Touch: 16 
(+4 dexterity, +2 natural, +4 size) 
HP: 66 (12d8+12)   DR: None 
Fort: +9, Ref: +8, Will: +5  SR: None 
Resistances: None 
Immunities: Critical hits, flanking, mind-affecting effects, weapon 
damage 
Defensive Abilities: None 
Offense 
Base Attack Bonus: +9; Grapple: -3; Space/Reach: 10 ft. / 0 ft. 
Speed: 30 ft., climb 20 ft. 
Melee: Swarm (3d6) 
Special Abilities: Distraction, Glittering Prizes 
Tactics 
During Combat: In combat a hoard scarab larva swarm typically moves 
as quickly as possible towards the nearest warm body that they can find. 
Once they have attacked a target, they go out of their way (even to the 
point of risking death) to attack that same target round after round. 
Morale: Once they have found something to devour, hoard scarab larva 
swarms never flee from combat. 
Statistics 
STR 3 (-4) DEX 19 (+4) CON 12 (+1) 
INT --- (+---) WIS 13 (+1) CHA 4 (-3) 
Armor Check Penalty: -0 (-0 armor, -0 shield) 
Feats: None 
Skills: Climb +12 (+4 Dex, +8 race), Listen +9 (+1 Wis, +8 race), Spot 
+9 (+1 Wis, +8 race) 
Languages: None 
SQ: Swarm Traits, Vermin Traits 
Combat Gear: None 
   Other Gear: None 
Ecology 
Environment: Deserts, Underground 
Organization: Solitary, Hoard (2 – 8 swarms) 
Treasure: None 
Special Abilities 
   Distraction (Ex): Any living creature that begins its turn with a hoard 
scarab larva swarm in its space must succeed on a DC 17 Fortitude save 
or be nauseated for 1 round. 
   The save DC is Constitution-based.  
   Glittering Prizes (Ex): Hoard scarabs in larval form look so much 
like gold pieces that most creatures have trouble noticing that they are 
living, and vicious predators. Noticing that swarms of hoard scarab larva 
are actually living creatures requires a DC 25 spot check or a DC 15 
appraise check. 
   Skills: Larval swarms of hoard scarabs gain a +8 racial bonus to listen 
and spot checks. 
   In addition, Hoard scarab larva swarms gain a +8 racial bonus to climb 
checks and they use their Dexterity modifier instead of their Strength 
modifier for Climb checks. Hoard scarab larva swarms can always 
choose to take 10 on climb checks, even if rushed or threatened. 
 
 
   A large pile of shimmering gold coins lies before you. 
 
   Once fully grown, a hoard scarab is roughly the size of an ogre’s fist; 
more than capable of quickly slaying and devouring smaller animals 
such as cats, dogs, and the occasional small child. 
   When in larval form, however, they are much smaller; roughly the size 
of a gold piece. This shape, size, and coloration make the larval form of 
an already dangerous predator even more deadly to those unaware of the 
threat posed by a randomly placed pile of coins. 
   Hoard scarabs in larval form are nocturnal creatures, as such, if found 
during the day and stashed away in an adventurer’s pack, they can spring 
a rather nasty surprise upon their owner once the sun sets. Often, a 
swarm of hoard scarab larvae will bury themselves an inch or two 

beneath the sand of a desert while the sun rages above them, woe to he 
who mistakes this swarm of flesh-eaters for a hidden cache of coins. 
 
Lore 
   A successful knowledge (nature) check will reveal the following 
information about a hoard scarab larva swarm: 
DC 22 This is a swarm of hoard scarab larvae; these small creatures 

are nocturnal, carnivorous, and often attract prey with their 
distinctive coloration and appearance. This reveals all swarm 
and vermin traits. 

 
 


