TATERDEMAILION


By Wm. Eric Downton


Small Outsider�HD:   4d8+8  ( 22 hp)�Initiative: +9 ( +5 Dex, +4 Feat)�Speed: 30 feet�AC: 19 (+5 Dex, +4 Race)�Attacks: 2 claws +7 (+3 Str, +4 Skill)


�Damage: 2d4+3 (claws)�Face/Reach: 5 ft. X 5 ft. / 5 ft.�Special Attacks: Paralyze, by claw (Fort save15, duration 1d6 rounds)


�Special Defenses: Immune to enchantment, poison and disease. Damage Resistance 10/+1.


�Saves: Fort  +4, Ref +7, Will +4    �Abilities:  Str 16, Dex 20, Con 15, Int 12, Wis 14, Chr 10  �Skills: Hide +10, Listen +5, Bluff +5, Spot +5





�Feats: Improved Initiative, Improved Unarmed Combat





Climate/Terrain: Mid to Large Cities. Taterdemalions live (and hunt) amongst the homeless and the beggers.





Organization: Solitary or groups of 1-4





Challenge Rating: 4


Treasure: None


Alignment: Chaotic Evil





Description: Taterdemalions appear as small, gaunt, starving children covered in hoded robes that are tattered and torn and dirty. Underneath the robes, however, they are far from children in appearance. They are hairless and their skin is oily and smells faintly of dead fish. The palms of their hands and the soles of their feet are sticky to the touch, which gives them the ability to spider climb at will. Taterdemalions are flesh eaters. They  use their claws to paralyze a victim so that the flesh is still warm. They will not eat those that are dead. 
























































