Kalamein, lesser - Iod

PRIVATE
CLIMATE/TERRAIN: 
Demiplane of Shadows 

FREQUENCY: 
Uncommon 

ORGANIZATION: 
Platoon 

ACTIVITY CYCLE: 
Any 

DIET: 
Omnivore 

INTELLIGENCE: 
Low (5-7) 

TREASURE: 
Nil 

ALIGNMENT: 
Neutral 

PRIVATE
NO. APPEARING: 
2-20 

ARMOUR CLASS: 
2 

MOVEMENT: 
24 

HIT DICE: 
6+6 

THAC0: 
13 

NO. OF ATTACKS: 
3 

DAMAGE/ATTACK: 
2-8/2-8/3-12 

SPECIAL ATTACKS: 
Energy drain 

SPECIAL DEFENCES: 
+1 weapon to hit 

MAGIC RESISTANCE: 
30% 

SIZE: 
L (8' tall) 

MORALE: 
Elite (13-14) 

XP VALUE: 
7,000 

Taken from Geraint's tour of the Taranian Hills:

<spacer type=horizontal size=30>The soldier caste of the kalamein consists mainly of black, insectoid beings known as the iod. Resembling huge praying mantises with the heads of mosquitos, they see to it that any attackers and unwelcome intruders are either driven off or killed. I had the good fortune to see a platoon of twenty of these beasts engaged in combat with a pack of frenzied barbazu. Within minutes, the battle was over. The iod fought with a speed and ferocity unseen outside the Blood War itself, seeming to draw their strength from the enemy. The glaves of the baatezu proved useless against the chitinous hides of the kalamein, and as the fight degenerated into a conflict of tooth and claw, the iod began draining the life from the aggressors, fuelling their own battle with the blood and energy of their enemies!

Combat: Iod are not capable of wielding weapons, although that does nothing to hamper their abilities in close combat. They charge in, using their sharp arms and proboscis in a claw/claw/bite fashion, inflicting 2d4/2d4/3d4 points of damage. If both claws hit, then the hit with the proboscis is automatic. Their proboscis attack is the most terrifying weapon of all - if it hits, the target must save vs. death magic or lose one level or hit die - since kalamein feed on both negative and positive energy, this attack also affects undead.

<spacer type=horizontal size=30>In addition to the spell-like powers allowed the kalamein, iod are also capable of casting blur and chill touch at will, as well as using web (twice a day) and vampiric touch three times per day. If they face large forces, they favour harrying tactics - webbing the main bulk of the enemy's force, then performing hit-and-run maneuvers on those which remain mobile, using their draining attacks to weaken them.

<spacer type=horizontal size=30>Iod, like other kalamein, can gate in reinforcements, performing this trick once per day. They can summon either 1-6 iod (20% chance) or 3-18 nug-yeb (60% chance)

Habitat/society: Iod are the warriors of the kalamein, used as shock troops. They are traditionally used as guards, huntsmen and scouts as well, although their lack of intelligence means they have little aptitude for the more intricate work within kalamein society.

Ecology: They will feed on nug-yeb if no additional food source is available, but can survive on the synthetic stuff provided by their superiors. However, they prefer to take their energy in more direct forms, and are occasionally sent to prey upon flash-beasts and chiaroscuroids.

