
FANTASY BESTIARY 

UPDATE 
 

FOR GURPS 4TH EDITION 
 

 
 

05 January 2018



GURPS FANTASY BESTIARY UPDATE 2 CONTENTS 

CONTENTS 
CONTENTS ........................................................... 2 

INTRODUCTION ................................................... 3 
Disclaimers.......................................................................................3 
Required Reading .........................................................................3 
Creature Stats .................................................................................3 

CREATURES ......................................................... 5 

DRAGONS ....................................................... 106  

PLANTS .......................................................... 120  

CREATURES TRAITS ....................................... 128  
Meta Traits ................................................................................. 128 
Poisons ......................................................................................... 128 

CREATURE ECOLOGY .............................................................. 131 
Climate ......................................................................................... 131 
Habitats........................................................................................ 132 
 



GURPS FANTASY BESTIARY UPDATE 3 INTRODUCTION 

INTRODUCTION 
 

The creatures in this Fantasy Bestiary Update come 
mostly from GURPS Fantasy Bestiary  for Third Edition . 
Several creatures have been adapted from other GURPS 
Third Edition  titles. Each entry contains source informa-
tion, so that readers may backtrack to the original. 

Although it has been attempted to keep a fairly con-
sistent process of conversion, there are many cases in 
which a by-the-book conversion would produce unde-
sirable results. 

For those creatures from third edition that have 
been officially updated to fourth edition the new stats 
have been taken, instead of converting the old ones. 

This update uses the Monster Stats form from the 
GURPS Dungeon Fantasy line. 

DISCLAIMERS 
The material presented here is my compilation, in-

tended for use with the GURPS © system from Steve 
Jackson Games. This material is not official and is not 
endorsed by Steve Jackson Games. 

Internet Sources: 
Steve Jackson Games: 

http://www.sjgames.com/gurps/  

REQUIRED READING 
The majority of the entries in the Update only re-

quire the two books of the Basic Set. Some, however, 
rely on elements from GURPS Fantasy, GURPS Magic or 
GURPS Powers. 

Page References 
Page references ( always to 4th edition books) begin 

with a letter, followed by page number, e.g. B436 means 
GURPS Basic Set, p. 436. B = Basic Set; D = Dragons; H = 
Horror; M = Magic; F = Fantasy; Z = Zombies. 

CREATURE STATS 
Creatures aren't built with character points, they 

only need a view stats to represent their abilities: 

Name 
Points  

Decription of the Monster. 
 

Class 
ST:  HP:  Speed: 
DX:  Will:   Move: 
IQ:  Per:  Weight:  
HT:  FP:  SM: 

 
Dodge:  Parry:   DR: 

 
Attack (Skill or Resistance):  &ÏÒ ÉÎÓÔÁÎÃÅȟ Ȱ"ÉÔÅ ɉρτɊȡ 
ρÄϹς ÃÕÔÔÉÎÇȱ ÏÒ Ȱ$ÅÁÔÈ 'ÁÚÅ ɉρυ ÖÓȢ (4Ɋȡ (ÅÁÒÔ !t-
ÔÁÃË ɉÐȢ "τςωɊȢȱ 3ÅÅ ͼ$ÁÍÁÇÅ ÆÏÒ !ÎÉÍÁÌÓͼȟ "τφπȢ 
The number in brackets is the skill level of the attack. 
Some attacks succeed automatically, for example, (F) 
is a Follow-up of another attack. 

 
Traits:  Advantages and disadvantages, most of them 

important to encounters and combat (like resis-
tances, invulnerabilities, weaknesses and vulner-
abilit ies). 

Skills: Relevant skills, also important in encounters. 
Points: Appears after name, if point cost is given. 
Description:  Appear above Statistics. 
Notes: !ÎÙ ÄÅÓÃÒÉÐÔÉÏÎ ÔÈÁÔȭÓ ÓÐÅÃÉÆÉÃÁÌÌÙ ÒÅÌÅÖÁÎÔ ÔÏ ÔÈÅ 
ÓÔÁÔÓ ÒÁÔÈÅÒ ÔÈÁÎ ÔÏ ÔÈÅ ÃÒÅÁÔÕÒÅȭÓ ÏÒÉÇÉÎÓȟ habitat, or 
whatever. 

Author:  The Author of the specific beast if source was 
internet. 

Source: The book where the Creature comes from. 
Climate: The creatures preferred climate. See Creature 

Ecology chapter. 
Habitat:  This is where the creature usually is found. see 

Creature Ecology chapter. 

Abbreviations  
A = Air Move 
DX = Dexterity Attribute 
FP = Fatigue Points Secondary Attribute 
G = Ground Move 
HP = Hit Points 
HT = Health Attribute 
IQ = Intelligence Attribute 
ML = Mythic Lore 
Per = Perception Secondary Attribute 
SM = Size Modfier 
ST = Strength Attribute 
TS = Tough Skin (In DR entrance). 
W = Water Move 
Will = Will Secondary Attribute 

Move Information  
Move information is usually simple to indicate, but in 

some cases an entry will have multiple movement types. 
In such cases, a letter will appear in front of each num-
ber to simplify the reference. 

 
G = Ground Move, A = Air Move, W = Water Move 
 
Enhanced Move variants will appear in paretheses. 

So, for example, a creature with Ground Move 6, En-
hanced Ground Move 12 and Air Move 12 would be 
represented as: G6(12), A12. 

Entries that have only a Ground Move will not have a 
letter, and most aquatic entries will not have W before 
the Move number if that is the only movement type 
available to it. Entries with Enhanced Moves will gener-
ally not have this trait indicated under Traits. 

Creature Class 
Usually appears above statistics. Every creature be-

longs to a specific class which defines its abilities and 
how some game-mechanics work on them. Sometimes 
the class is also a Meta-Trait Template. See Creating 
Creatures chapter. 

 
Animal : Has the Animal Meta-Trait . Especially big ani-

mals are Giant Animals, mutated or otherwise 

http://www.sjgames.com/gurps/
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strange animals are Dire Animals. Animals are fur-
ther divided into birds, dinosaurs*, fish, mammals, 
reptiles and vermin which is important for animal 
spells (see M29). 

Construct: A Construct is Indomitable and cannot be 
influenced by mind control spells. 

Demon: A Demon is a hostile extradimensional creature 
subject to banishment spell. 

Divine Servitor:  Subject to banishment spells. 
Elder Thing:  An Elder Thing is a hostile extradimen-

sional creature not subject to banishment spells. 
Elemental:  An Elemental can be controlled by the re-

spective Control Elemental spell and can be banished 
likewise. 

Faerie: A Faerie is a freewilled magical creature. It de-
pends on mana. 

Hybrid:  A Hybrid is an animal that shares the traits of 
two or more beasts and is subject to hybrid spells. 
Magical Animals also belong to this class. 

Mundane: Anything that does not belong to one of the 
other classes. 

Plant: A Plant is subject to Plant spells. 
Sentient: A sentient creature can be influenced by mind 

control spells. It is not subject to animal spells. 
Slime: A slime is a diffuse creature and is immune to 

most Animal and Plant spells. 
Spirit:  A supernatural being, usually insubstantial. Sub-

ject to spirit-control spells, pentagram, etc. 
Spirit (Extradimensional):  A spirit from outside the 

material world. Subject to spirit -control spells, pen-
tagram, banishment, etc. 

Spirit (Resident):  A supernatural being, usually insub-
stantial, but a resident of the material world. 

Undead: An Undead can be turned and is subject to True 
Faith. 
 
* Dinosaur is a new category of animals. A long time 

it was thought that dinosaurs were reptiles, but they 
lived even in subarctic climates. Current (2009) state of 
research indicates that theropods may be related to 
birds. 

The GM can rule that dinosaurs belong to birds or to 
reptiles, but a new category will suit them fine. 
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CREATURES 
 

Acóatl 
The acoatl was a 

long, thick snake 
with a big head, 
fiery eyes and a 
forked tail. It 
typically dug a 
small pit near 
the water's 
edge, filled it 
with fish and 
then hid in 
the water. 
When some-
one came to 
gather the 
fish, the 
monster 
shot out 
and 
wrapped 
its long 
body 
around him. 
It inserted its 
forked tail into 
the victim's nos-
trils and squeezed him 
until he suffocated. Like many snakes, the acoatl swal-
lowed its meals whole. 

If the victim fled out of reach, this snake shot a ven-

omous stream (range 6 hexes) that stunned its target; a 
HT roll  is necessary to avoid the stunning  effect. Then 

the Acóatl dragged the victim into the water to drown. 
 

Dire Animal  
ST: 15 HP: 15 Speed: 6.5 
DX: 13 Will:  11 Move: 8 
IQ: 5 Per: 10 
HT: 13 FP: 13 SM: 0 

 
Dodge: 9 Parry:  ɂ DR: 2 (TS) 

 
Stunning Venom (Breath -13):  Affliction 1 (Daze; Re-

sist HT-2; 1/2D 1, Max 10) 
 

Traits: Constriction Attack; Vermiform; Wild Animal 
Source: GURPS Aztecs 
Origin:  ML (Aztec) 

Afanc 
An afanc, sometimes called addanc, is a giant toothed 

worm that lives in a lake. (Afanc is pronounced ah-
vahnk. Addanc: ah-thahnkȟ ×ÉÔÈ ȰÔÈȱ ÖÏÉÃÅÄȟ ÁÓ ÉÎ ȰÔÈÉÓȱɊ 
A fully grown one is 20 yards long and two yards in 
diameter, and of very frightening appearance. It does 
not appear to have any eyes, but it sees quite well. It 
rears out of the water quite suddenly, and can attack in 
the same turn that it surfaces. 

It always attacks anyone who approaches its lake. It 
will rear up so that the first 4 yards of the monster are 

all in the same two-hex radius. From this position, 
it can lash out up to 2 hexes in any direction 
from its front.  The teeth are very sharp. There 
are lots of them, and the wounds they make are 

large. 
Afancs are solitary creatures and may be active 

at any time. 

 
Rumors: The modern Welsh word for beaver is very 

similar to afanc, and later legends say that this monster 
is a giant beaver. 

Some say that afancs are invisible and slay with their 
glance. If true, this is an always on ability with a daedly 
glance as for the basilisk, cockatrice or catoblepas. In 
one legend, Parsifal needed a magic stone of Invisibility 
and see Invisible to overcome the beast. 

It is also said that afancs guard treasure at the bot-
tom of their lakes, somewhat as dragons do in their 
caves. Swords and armor from such a hoard would be 
useless, of course, unless magically protected from rust. 
Any lake large enough to harbour an afanc would be 
quite deep, making treasure reclamation an adventure 
in itself. 

 
Dire Animal  
ST: 30* HP: 30 Speed: 5.75 
DX: 9 Will:  10  Move: 3 
IQ: 3 Per: 10  Weight:  48 tons 
HT: 14 FP: 14 SM: +8 (20 hexes) 

 
Dodge: 8 Parry: ɂ DR: 2 (TS) 

 
Bite (9):  3d cutting* + Bleeding. Reach C to 2. 
Bleeding (F):  Anyone taking more than 10 points of 

damage in a single bite will suffer from blood loss at 
the rate of 1 HP per minute until first aid stops the 
bleeding. 
 

Traits:  $ÏÅÓÎȭÔ "ÒÅÁÔÈÅ ɉ!ÑÕÁÔÉÃɊȠ 6ÅÒÍÉÆÏÒÍȠ 7ÉÌÄ 
Animal. 

Habitat:  Fresh Water. 
Source: GURPS Fantasy Bestiary 3e 
Origin:  ML (Welsh) 

 
*Only uses roughly 1/2 of full ST for attacking. 

Agropelter  
The agropelter resembles a baboon with very long 

arms. It is a solitary creature, living in the upper end of a 
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hollow tree. Small birds make up the bulk of its diet. It 
stays well-hidden and is rarely seen by humans (-4 to 
Vision  rolls). 

Agropelters resent human intrusion into their woods 
and have an unpleasant way of showing it - they pelt any 
intruders with dead branches. Each one stores a supply 
of branches inside its lair for just this purpose. If any 
humans pass near its tree, the agropelter will emerge 
and hurl a branch at the nearest one. It will then duck 
back into its tree, and will not come out again unless 
attacked or given another opportunity at an unobserved 
shot! 

If the branch hits, roll at -4 on the Hit Location T a-
ble to determine hit location. If cornered at close range, 
the agropelter can bite. 

 
Agropelter  
Dire Animal (Mammal)  
ST: 8 HP: 8 Speed: 6.5 
DX: 14 Will:  11  Move: 10 
IQ: 5 Per: 10 Weight:  50-70 lbs. 
HT: 12 FP: 12 SM: 0 

 
Dodge: 9 Parry:  ɂ DR:  

 
Thrown Branch (14): 1d4 cr, Acc 1, 1/2D 8, Max. 12. 
Bite (14):  1d-3 cutting. 

 
Traits:  Brachiator; Wild Animal. 
Skills: Thrown Weapon (sticks)-14. 
Habitat:  Forest 
Source: GURPS Bestiary 3e 
Origin:  ML (USA) 

Ahui zotl  
This creature resembles a dog-monkey hybrid 

with a hand on the end of its long tail. It is an arboreal 
ambusher, and apparently amphibious as well, as it 
sometimes attacks from pools. They are active at any 
time of day or night, and have been known to sneak 
into homes after dark to carry people off. 

Ahuizotl seem to kidnap humans. The ones that 
live ÕÎÄÅÒ×ÁÔÅÒ ÄÒÏ×Î ÔÈÅÍȟ ÉÔȭÓ ÔÒÕÅȟ ÂÕÔ ÔÈÅ ÐÅÏÐÌÅ 
that are drawn up into the trees are never heard from 
again. Bodies, bones or even clothing are never found. 
No one knows for sure what happens, or why. 

They attack from above, over a jungle trail. There 
are often more than one of them, and a whole party 
may be attacked simultaneously. Those that live un-
derwater also attack by surprise, the tail-hand coming 
out and pulling the victim in ɂ Contest of ST. 

The usual method is to grapple with the tail and 
pull the victim up into the trees (or down into the 
water). 

Rumors: 4ÈÅÒÅ ÍÁÙ ÂÅ Á ȰÃÉÔÙȱ ÏÆ ÁÈÕÉÚÏÔÌÓ ÄÅÅÐ ÉÎ 
the jungle. Such a city may have stone pyramids for 
human sacriǢÃÅÓȟ ÂÕÔ ÔÈÅ ÉÎÈÁÂÉÔÁÎÔÓ ÌÉÖÅ ÉÎ ÔÒÅÅÓ ÁÎÄ 
at the bottom of pools. The kidnapped victims are 
either offered to a demon, who actually comes down 
to accept them, or shared in a grisly feast. There is 
supposed to be a lul of treasure there . . . 

 
Dire Animal  
ST: 13 HP: 13 Speed: 7.25 
DX: 16 Will:  10 Move: 8 
IQ: 7 Per: 10 Weight:  140 lbs. 
HT: 13 FP: 13 SM: 0 

 
Dodge: 10 Parry:  - DR: 3 

 
Grapple (16):  Reach C. 
Bite (16):  1d-1 cutting. Reach C. 
Punch (16):  1d+2 crushing. Reach C. 

 
Traits:  Axtra Arm (Tail); Extra Legs (total 4); Horizon-

tal; Wild Animal. 
Habitat:  Fresh Water, Jungle. 
Source: GURPS Fantasy Bestiary 3e. 
Origin:  ML (Aztec). 
Notes: The tail has full coordination, and can do any-

thing with its hand that a ST 16, IQ 7 human could 
do. (Punching damage is 1d-1, crushing.) If the crea-
ture uses both tail and hands together, it adds +2 in a 
Contest of ST. They bite for 1d cutting damage. 

Aigamuxa 
The aigamuxa is a very large apelike creature. It 

walks erect on two feet but uses its very long arms to 
ÈÅÌÐ ÉÔ ÍÏÖÅȢ 7ÈÅÎ ǢÇÈÔÉÎÇȟ ÉÔ ÒÅÁÒÓ ÂÁÃË ÏÎ ÉÔÓ ÈÅÅÌÓ 
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ÁÎÄ Ó×ÉÎÇÓ ×ÉÔÈ ÉÔÓ ǢÓÔÓ ÆÏÒ ÃÒÕÓÈÉÎÇ ÄÁÍÁÇÅȢ 4ÈÅ ÁÒÍÓ 
ÁÒÅ ÓÏ ÌÏÎÇ ÁÎÄ ǨÅØÉÂÌÅ ÉÔ ÃÁÎ ÒÅÁÃÈ Ô×Ï ÈÅØes away ɂ 
in any direction! It stands about 10 feet (3m) high when 
upright. It can grapple and attempt to choke, which is 
very deadly ɂ ÄÏÎȭÔ ÇÅÔ ÔÏÏ ÃÌÏÓÅȦ 

Its motives are simple: it eats people, and is always 
hungry. It is active only during the day, and hunts alone. 
Nothing is known of its social life ɂ they may live in 
groups or in pairs or singly. 

 
Aigamuxa 
Dire Animal  
ST: 20 HP: 20 Speed: 6.00 
DX: 12 Will:  10 Move: 5 
IQ: 6 Per: 10 Weight:  1,000 lbs. 
HT: 12 FP: 12 SM: 0 (1 hex) 

 
Dodge: 6 Parry:  - DR: 2 

 
Fist Swing (12 ): 2d+1 crushing. Reach C-2. 
Grapple (12 ): Reach C. Follow-up choking: Quick con-

test of ST or HT (whichever is higher) vs. aigamuxas 
ST. Victim loses as much HP as margin of failure. See 
B370. 
 

Traits:  360°-Vision; Wild Animal. 
Habitat:  Jungle 
Source: GURPS Fantasy Bestiary 3e. 
Origin:  ML (Hottentot). 
Notes: The aigamuxa has an extra pair of eyes ɂ in its 

heels! This allows it full 360° vision ɂ it has no 
ȰÒÅÁÒȱ ÈÅØÅÓ ÆÏÒ ÃÏÍÂÁÔ ÐÕÒÐÏÓÅÓȢ 

Al 
The al is a four-legged reptilian horror that dwells in 

rivers. Active any time, it has brass nails and iron teeth 
which result in higher than normal damage. It is of very 
frightening appearance, with large eyes that seem to 
burn with an inner light, and snakes growing from its 
head. If Fright Check  rules are used, the sudden ap-
pearance of an al as it lunges out of a river requires a 
fright check at -2. 

The snakes on its head cannot attack, but they can 
see. The al swims beneath the river, with a small snake 
head above the surface acting as a periscope. It looks 
like an ordinary snake of no great size. 
!Î ÁÌ ×ÉÌÌ ÁÔÔÅÍÐÔ ÔÏ ÅÁÔ ÁÎÙ ÈÕÍÁÎÓ ÉÔ ǢÎÄÓȢ )Ô 

moves equally well on land and in water. They are soli-
tary or found in pairs. 

 
Dire Animal  
ST: 20 HP: 20 Speed: 6.00 
DX: 13 Will:  10 Move: 7 
IQ: 3 Per: 10 Weight:  900 lbs. 
HT: 13 FP: 13 SM: 0 (2 hexes) 

 
Dodge: 7 Parry:  - DR: 4 

 
Fright Check:  -2. See text. 

 
Iron Teeth (13 ): 1d+2 impaling. 

Reach C. 
Brass Nails (13): 2d-1 cutting. 

Reach C, 1. 
 

Traits:  Wild Animal. 
Habitat:  Fresh Water 
Source: GURPS Fantasy Bestiary 3e. 
Origin:  ML (Armenian). 

 

Amarok  
An amarok is a giant wolflike monster of the 

Greenland Eskimos. Much, much bigger than a real wolf, 
it has longer fur ɀ as well as teeth and claws! An amarok 
has been known to carry a reindeer in its mouth without 
needing to drag it! Stories agree that it can best a polar 
bear. 

Amaroks live in mated pairs (though they often hunt 
singly) and are very devoted to each other. There are 
stories of hunters having slain an amarok only to be 
tracked down and slain by its mate, sometimes months 
later! Amarok young are born in pairs; treat one like a 
wolf or dog, depending on its age. 

Amarok are active any time, and will attack a small 
party of humans on sight. It has Night Vision  and the 
Berserker  disadvantage. They cannot swim. 

Rumor: There is a story of a hero who tamed an ama-
rok and trained it to pull his sled. Use the animal train-
inig rules, if this is possible. Certainly any attempt to 
train an amarok would be at a penalty, unless perhaps 
the young ones are biddable. 

 
Dire Animal  
ST: 21 HP: 21 Speed: 6.25 
DX: 12 Will:  10  Move: 9 
IQ: 5 Per: 10  Weight:  1,200 lbs 
HT: 13 FP: 13 SM: +1 (3 hexes) 

 
Dodge: 9 Parry:  10(7) DR: 0 

 
Bite (14):  2d+1 cutting. Reach C. 
Claws (14):  2d+1 cutting. Reach C. 

 
Traits: Berserk (12); Night Vision 5; Quadruped; Wild 

Animal. 
Habitat:  Arctic, Plains 

Source: GURPS Fantasy Besti-
ary 3e 

Origin:  ML (Eskimo) 

Amikiri  
The Amikiri  is a 

creature about the 
size of a small dog. 

From the waist back 
it is shaped like a 

snake, its front is 
somewhat like a lobster 

with a gullȭs head. It has only 
two limbs, both ot which have 

sharp cutting pincers like scissors 
ɂ they are carried before it like a 

lobster. 
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The Amikiri  either glides on the ground like a snake 
or ǨÉÅÓ ɂ its speed on the ground is 4. The skin of its 
belly contains enoÕÇÈ ÍÁÎÁ ÔÏ ÁÌÌÏ× ÉÔ ÔÏ ǨÙ ÆÏÒ ρ ÍÉn-
ute out of every hour. It has no wings. 

Known as the Net Cutter, it delights in mischief 
around the house. It dwells in gutters, drains, eaves, odd 
spaces in cut-buildings, etc. Any little thing it can do to 
disrupt the household it will ɂ cut ropes, tip over pails, 
snip scrolls in pieces, etc. 

It is not a bold creature, and will not do its pranks if 
it  thinks it will be noticed. It never attacks a human 
outr ight. If cornered, it ×ÉÌÌ ǢÇÈÔ ÂÕÔ ÌÏÏË ÃÏÎÓÔÁÎÔÌÙ Æor 
Á ×ÁÙ ÔÏ ǨÅÅ. It  ǢÇÈÔÓ ×ÉÔÈ ÉÔÓ ÐÉÎÃÅÒÓȟ has full  coordina-
tion and may make two attacks per turn and still defend 
itself. 

An Amikiri  can also ram an opponent with its sharp 
beak. )Ô ÎÅÅÄÓ ÔÏ ÂÅ ÁÂÌÅ ÔÏ ǨÙ ÔÏ ÄÏ ÔÈÉÓ. If the foe suc-
cessfully dodges, it keeps going its full move, trying to 
get away. 

It is active only during the day but it wakes at dawn 
to start its mischief. It is a solitary creature. 

 
Amikiri  
Faerie 
ST: 8 HP: 6 Speed: 7 
DX: 14 Will:  10 Move: G4, A8 
IQ: 5 Per: 10 Weight:  25 lbs. 
HT: 14 FP: 14 SM: -2 

 
Dodge: 10 Parry:  11(8) DR: 0 

 
Pincers (16):  1d-3 cutting. Reach C. 
Beak flyover attack  (16):  1d-1 pi+. Reach C. 

 
Traits:  Extra Attack; Flight (Takes Recharge, 1 hour; 

Maximum Duration, 1 minute); Horizontal; Magery 
0; Wild Animal 

Source: GURPS Fantasy Bestiary 3e and GURPS Japan 
Origin:  ML (Japan) 

Ammit  
A unique 

Egyptian hybrid 
creature, the am-
mit has the body of 
a hippo, with a 
lion's paws and 
mane, and the jaws 
of a crocodile. 
An enemy of man, it is 
only active at night. In the 
original myth, it serves the Judge of the underworld, and 
eats those with too many sins on their souls. As a crea-
ture of the wild, it would eat anyone. 

It attacks in close combat, using only its jaws. It can 
move on land or in the water at the same speed, but 
prefers to stay close to water. It may be found in pairs if 
the GM desires, but is usually solitary. 

 
Dire Animal  
ST: 28 HP: 28 Speed: 6.50 
DX: 12 Will:  10  Move: 5 
IQ: 4 Per: 10  Weight:  1-2 tons 
HT: 14 FP: 14 SM: +2 (6 hexes) 

 

Dodge: 4 Parry:   DR: 0 
 

Bite (14):  2d+2 cutting. Reach C. 
Lions Paws (14):  3d-1 cutting. Reach C. 

 
Traits: Wild Animal. 
Habitat:  Arctic, Plains 
Source: GURPS Fantasy Bestiary 3e 
Origin:  ML (Egypt) 

Amphisbaena 
The amphisbaena is a two-headed snake ɀ not two 

heads growing out of one neck, but one head at each end 
of the body. Only one head can strike per turn, but it can 
switch heads freely if one is pinned. Its total length is 
ÁÂÏÕÔ υȭ ɉρȢυÍɊȢ 4ÈÅ HT roll for its venom is at +1 if the 
venom is immediately sucked out (roll vs. First Aid to do 
this properly). 

 
An amphisbaena can move in either direction in any 

given turn. They are solitary creatures, active any time 
of day or night. They are not aggressive but will attack if 
threatened or even disturbed 

Rumors: There are said to be very large amphisbae-
nae - up to 20 feet (6m) long! These could attack at 1-
hex reach with both heads at once, and would consider 
humans food. 

Some say the poison of both the large or the small 
amphisbaena is type C and type F instead of type A and 
type D. 

 
Dire Animal  

ST: 5 HP: 5 Speed: 6 
DX: 13 Will:  10  Move: 4 
IQ: 2 Per: 10 Weight:  10 lbs. 
HT: 11 FP: 11 SM: -2 (2 hexes) 

 
Dodge: 9 Parry:  ɂ DR: 0 

 
Bite (15):  1d-5 pi. Reach C, follow up Venom. 
Venom: 1d toxic (see Traits). 

 
Traits: Cold Blooded (50°); Double-Jointed; Extra 
Head; Fangs; Loner; Toxic Attack 1d (Cyclic, 1 hour, 
5 cycles; Follow-Up, Fangs; Resistible, HT-5); Vermi-
form; Wild Animal. 

Skills: Brawling-15; Stealth-13. 
Source: F211, GURPS Fantasy Beastiary 3e. 

Ant, Giant 
Giant ants live in large underground nests containing 

hundreds or thousands of individuals. They are the ul-
timate communists - everything is done for the nest; the 
individual means nothing. 

Most ants are divided into soldier and worker castes. 
For every soldier in the colony, there will be 20-50 
workers. Soldiers will be at the high end of the given 
stats, workers at the low end. With most species, the 


























































































































































































































































