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INTRODUCTION
This bestiary is not intended to supplant the usual array of 
RuneQuest monsters, far from it! It is mainly for the purpose 
of supplementing the monsters already included in any healthy 
campaign (for the players, that is—not the player-characters). 
Many of these new and fascinating animals should be used in small 
doses. If wriggling swarms of stoorworms infest the landscape 
and hordes of jabberwocks prey on the citizenry, their interest 
may swiftly pale. Of course, sometimes such a tactic bring more 
interest into a scenario. In nearly every case, though, it is best to 
only sparingly introduce a brand-new creature to your players.

Some of these monsters can provide an entire evening’s 
entertainment in themselves. A well-planned attack on an ant’s 
nest can take up quite a bit of time and energy on the part of a 

player. If the excitement of that fails, then the challenge of an 
evil Rune Lord-Priest with a familiar redcap can often enliven 
the countryside. A few of these monsters are not even intended 
for player ‘consumption.’ Such ghastly things as the hydrae or 
the dinosaurs would fall under this category. As can be quickly 
seen, even the best equipped party of experienced players may be 
completely frustrated by the inert mass of a rampaging brontosaur! 
A single anthropophage can speedily put a damper on a party’s 
wanderings through the catacombs.

However, the monsters included herein are not all terrifying 
nightmares. There are also pushovers for the inexperienced or 
new players. The problem is just to find them …
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I. GIANT ANTHROPODS
SPECIAL NOTES ON DAMAGE

Insects and other invertebrates are less susceptible to damage than 
vertebrates. To simulate this, an insect taking damage to its body 
equal to or greater than its total hit points may continue to fight on 
for three melee rounds, when it will collapse and die in two more 
rounds if not healed. An insect receiving damage to its abdomen 
equal to or greater than that location’s hit points may also fight 
on for three rounds. Damage to the head or thorax equaling or 
exceeding the hit points of that area will immediately incapacitate 
an insect, and it will die in two rounds if not healed.

In addition, damage to an anthropod’s walking legs does 
not count against the total damage taken by that creature. Only 
damage to vital areas, tails, pincers, and the like will count 
towards the animal’s hit points.

HIVE MINDS

Colonies of bees, ants, and termites behave as though they had a 
communal intelligence. It is possible for a hive to learn to perform 
acts that an individual insect cannot be trained for. The larger the 
nest, the more flexible its responses become. Use the Hive INT 
Table to approximate the hive’s INT.

HIVE INT TABLE
Colony Size	 INT
1–99		  3D6
100–249		 3D6+3
250–599		 3D6+6
600–1499	 2D6+12
1500–4999	 3D6+12
5000–14,999	 2D6+18
15,000–44,999	 3D6+18
45,000–90,000	 2D6+24

No insect may surrender, parley, or offer mercy to a defeated 
foe, and these options cannot be chosen by the nest. If a nest 
confronts an extremely powerful foe, it may choose not to attack, 
in hopes that the foe will depart peacefully. The precise form of an 
encounter will depend upon the type of insect involved. Colonial 
wasps do have a hive intelligence, but are governed by a form of 
pecking order. Individually, they are perhaps the most intelligent 
of colonial insects, but their nests do not have INT of their own. 
This also applies to nests of bumblebees.

BEES
Up to 95% of the time, an encounter with bees will actually be 
with the foraging insects, not with the hive itself. Foraging bees 
will usually avoid conflict. The stores of pollen on a returning 
forager’s legs and her stores of honey may be valuable in many 
cultures as a sweetener, but the value is usually not commensurate 

with the difficulties of catching the bee. If adventurers attack the 
nest itself, the only treasure likely to be found is the honey itself. 
If certain types of flowers abound in the neighborhood, this honey 
may be exceptionally sweet, bitter, or even poisonous or magical.

If the hive is assaulted, the guard bees stationed on the 
hive’s edges will usually try to drive away the intruders before 
they enter, as well as alerting the hive itself. If the attackers are 
determined, the hive in general will attack them. If they are able 
to withstand this assault, the bees will retire to within the hive and 
await developments. If adventurers then enter the hive, whether 
by the entrance or by digging, the entire force of the hive will 
attack and try to destroy them. The loss of the queen does not 
mean the end of the hive, and a new queen may be raised. If the 
adventurers attempt some stratagem such as smoking out the hive, 
the fire will have to be quite immense—a hive of giant bees may 
be 50 meters across. If driven out, the bees will usually attack 
those trying to use the smoke. The adventurers should be careful 
not to make preparations in the hive’s vicinity, or scout bees may 
become irritated and signal for an attack.

ANTS
Up to 15% of encounters will be with the nest itself, 80% with a 
party of foragers, and 5% with a war party of ants. Foragers will 
usually be a small band of ants out for food and unlikely to molest 
others, unless obviously weak. A war party may consist of more 
than half the entire population of the nest out to assault another 
nest, a termite mound, or perhaps a small human village …

If the ants’ nest is attacked, the ants will fight back vigorously. 
The nest will set up ambushes, emplace barricades, send out scouts 
to learn the location of the enemy’s camp, and otherwise campaign 
intelligently. If the adventurers are hardy enough to invade the 
nest itself, the insects will try to cut them off inside with a mob 
of warriors, or close off passages ahead of them. Again, the death 
of the queen will not deactivate the ants. Many types of ants have 
more than one queen, often in different chambers. If there is only 
one queen, the ants may be able to replace her. In the case that 
there is only one irreplaceable queen (a rare event) the colony is 
usually small and not worth the trouble to assault.

Ants are irrepressible hoarders and an ant’s storage bin may 
contain quite a bit of treasure among the scraps of cloth, old 
bones, piles of grain and rubbish. If adventurers wish to attempt 
poisoning the ants, figure out how many ants that amount of 
poison would kill and, and kill them. In no case would more than 
1D6% of the hive succumb to poison. Once hit by a particular 
mode of poison, the ants will remember its smell and avoid it. Of 
course, they may set up ambushes at the bait area …

TERMITES
When termites are encountered, it is always the mound itself 
that is met. Giant termites dwell in skyscraper-sized mounds as 
populous as the largest ant nests. They have riddled this mound 
with tunnels and feed upon fungus, grown in gardens deep 
within. They are found in hot, and often dry places. Termites 
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cannot usually be poisoned as can ants, as they feed solely on 
their home-grown fungus.

If a hole is chipped in the rock-hard mound, the termites will 
send out a band of soldiers to delay the attackers while workers 
seal the hole over again with cement. If attackers enter the mound 
itself, the termites are adept at tunnel warfare. The attackers may 
be led into blind alleys, which are then sealed off, or surrounded 
by warriors. The maze of passages confuse the invader and are 
nearly impossible to map, as they twist in all three dimensions.

The motive for attacking termites is usually to get at their 
fungus. This fungus is often magical in nature. Note that it is 
only magical when grown by termites inside their mound. The 
effects may vary, including growth—adding a SIZ point onto the 
eater; a gift of magic—adding a POW point; transformation—
causing the eater to become something else; a Rune spell such as 
Mindlink; the ability to see into the spirit plane; or it may actually 
translate the eater onto a different plane than the mundane one. If 
it appears likely that attackers will defeat the termites and pillage 
their fungus store, the termites will flee and take their fungus 
balls with them.

Since termite mounds are in remote areas, usually inhabited 
by hostiles, the best mode of attack upon one may be to go in a 
small band so as not to attract attention, get into the mound and 
loot the fungus as swiftly as possible and then get out again.

GIANT ANTS

Individual giant ants are usually not very intelligent. However, 
the nest as a whole has usually quite a good INT, as previously 
described. Ants are notorious hoarders and may collect treasure. 
Some types of ants are slavers and will send out forces to capture 
other ants or even humans and use them as slaves.

In a typical nest, about 10–25% of the ants are soldiers. 
Soldiers are usually about twice as strong as workers. Many nests 
lack a soldier caste entirely, and workers will do all the fighting. 
On the other hand, slavers and certain other types of ants lack a 
worker caste and all the ants are soldiers. Some worker castes may 
be large and strong like the soldiers. Some types of ants (such as 
army ants) may be larger still.

SOLDIER ANT
Characteristics	 Average
STR	 4D6	 14	 Move	 10
CON	 2D6+6	 13	 Hit Points Average	 12
SIZ	 2D6	 7	 Treasure Factor	 10
POW	 1D6+6	 9–10	 Defense	 05%
DEX	 2D6+6	 13	 Armor	 3 point skin

Weapon	 SR	 Attack	 Damage
Bite*	 8	 30%	 1D10
Sting*	 8	 30%	 1 D6+poison of 1D6 potency
* Soldier ants can sting and bite simultaneously.

WORKER ANT
Characteristics	 Average
STR	 2D6	 7	 Move	 10
CON	 3D6	 10–11	 Hit Points Average	 9–10
SIZ	 1D6+2	 5–6	 Treasure Factor	 7
POW	 1D6+6	 9–10	 Defense	 05%
DEX	 2D6+6	 13	 Armor	 3 point skin

Weapon	 SR	 Attack	 Damage
Bite	 9	 30%	 1D6

GIANT ANT HIT LOCATION TABLE
Location	 D20	 Points
Right Hind Leg	 01	 3
Right Center Leg	 02	 3
Left Hind Leg	 03	 3
Left Center Leg	 04	 3
Abdomen	 05–08	 5
Thorax	 09–12	 6
Right Fore Leg	 13–14	 3
Left Fore Leg	 15–16	 3
Head	 17–20	 5

ASSASSIN BUGS

These inhabit dense forests and are typically well camouflaged. 
They secrete a special fluid from their abdominal glands. If a 
humanoid is within 20 meters of an assassin bug and fails to 
roll his INT×4 or less on D100, he is entranced by the aroma of 
the fluid and is irresistibly drawn to the bug. Those remaining 
within the effect must roll each ten melee rounds to avoid being 
entranced, if they managed to resist on their first try. Those that 
have succumbed to the fluid will make no show of resistance to 
the bug and will actually enjoy the sensation of being drained as 
explained below.

Characteristics	 Average
STR	 2D6+12	 19	 Move	 8
CON	 2D6+6	 13	 Hit Points Average	 15
SIZ	 2D6+12	 19	 Treasure Factor	 13
POW	 3D6	 10–11	 Armor	 3 point skin
DEX	 3D6	 10–11

Weapon	 SR	 Attack	 Damage
Foreclaw*	 8	 30%	 1D8+1D6
Bite	 8	 30%	 2D6#
* Both foreclaws may attack at once. The insect cannot bite a victim 
not grasped by one of the foreclaws. If a claw strikes a victim, it will 
hang on, doing no further damage, but enabling the victim to be bitten.
# Each round that the insect’s beak remains implanted in a victim, after 
the first round, it drains 1D4 STR and injects a poison of potency 1D6.

Skills: Move Silently 50%, Camouflage 75%Sam
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ASSASSIN BUG HIT LOCATION TABLE
Location	 D20	 Points
Right Hind leg	 01	 3
Right Center leg	 02	 3
Left Hind leg	 03	 3
Left Center leg	 04	 3
Abdomen	 05–08	 5
Thorax	 09–12	 6
Right Claw	 13–14	 5
Left Claw	 15–16	 5
Head	 17–20	 5

GIANT CENTIPEDES

These usually lurk in desert regions and ruins. They emit a 
clacking noise as they run along. Each leg is tipped by a sharp, 
hard point, and connected to a poison gland. Centipedes are even 
more resistant to damage than are other arthropods, and the only 
region that will quickly knock out a centipede is the head.

Characteristics	 Average
STR	 3D6+18	 28–29	 Move	 12
CON	 1D6+12	 15–16	 Hit Points Average	 17–18
SIZ	 4D6+6	 20	 Treasure Factor	 16
POW	 3D6	 10–11	 Armor	 3 point skin
DEX	 3D6	 10–11

Weapon	 SR	 Attack	 Damage
Bite	 8	 75%	 1D6+2D6+poison of potency 
			   CON×½ (rounded up)
Grapple*	 8	 50%	 2D6+poison of potency 1D4
* This consists of winding round a victim to grip with the pointy legs. 
Centipedes will use this as their first attack mode on victims larger 
than themselves (such as mounted riders). Anyone grappled by a 
centipede must roll DEX×5% or fall.

GIANT CENTIPEDE HIT LOCATION TABLE
Location	 D20	 Points
Tail	 01–06	 6
Body	 07–14	 7
Head	 15–20	 6

GIANT CRABS

Everyone has seen a crab and needs no special description. Crabs 
are the largest of all anthropods, but the most gigantic crabs are 
deep-water. When not in the breeding season, crabs may range 
several miles inland. Crabs are scavengers and omnivores. Giant 
lobsters of enormous size have also been reported, but these are 
strictly aquatic.

Characteristics	 Average
STR	 3D6+24	 34–35	 Move	 8
CON	 2D6+6	 13	 Hit Points Average	 19
SIZ	 3D6+24	 34–35	 Treasure Factor	 22
POW	 3D6	 10–11	 Armor	 12 point shell
DEX	 2D6	 7

Weapon	 SR	 Attack	 Damage
Claw*	 8	 50%	 1D10+3D6
* Both claws are usable simultaneously.

Skills: Camouflage 75%

GIANT CRAB HIT LOCATION TABLE
Location	 D20	 Points
Right Hind Leg	 01	 5
Right Mid-Hind Leg	 02	 5
Left Hind Leg	 03	 5
Left Mid-Hind Leg	 04	 5
Hind Body	 05–08	 7
Right Fore Leg	 09	 5
Right Front Leg	 10	 5
Left Fore Leg	 11	 5
Left Front Leg	 12	 5
Right Claw	 13–14	 6
Left Claw	 15–16	 6
Fore Body and Head	17–20	 7

GUARD BEETLES

These large beetles are tameable, if taken as a grub and sometimes 
used as watchdogs to protect homes or treasure houses. They are 
incapable of flight, though they do possess wing cases. They are 
popular among trolls.

Characteristics	 Average
STR	 2D6+12	 19	 Move	 6
CON	 2D6+6	 13	 Hit Points Average	 15
SIZ	 3D6+6	 16–17	 Treasure Factor	 12
POW	 3D6	 10–11	 Armor	 6 point shell
DEX	 2D6	 7

Weapon	 SR	 Attack	 Damage
Bite	 9	 50%	 1D10+1D6Sam
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