Insects From Shaggai (Shan)
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Durability: 2/2/1/1


Action Check: 17+/16/8/4


#Actions: 1


Move: Walk 2, Fly 54


Reaction score: Good/1


FX Energy: 7





Attacks


Enter Brain     20/10/5  (+d6)   Special


Nerve Whip   17/8/4    (+d4)   d3f + special
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An Insect from Shaggai is capable of flying directly into a human's brain and taking up residence there, reading its host's thoughts and implanting impulses and visions of its own. In order to reach the subject's brain, the insect must make a successful Acrobatics-fly check. This check has a base +d6 situation die, since it is a called shot (though not a difficult one for such a small creature), and is also resisted by the target's DEX resistance modifier.





The insect is inactive over the day. Its mental attacks occur at night. The insect first crawls about in the mind to savour the victim's fears and neuroses. It then attempts to implant nightmares and grotesque impulses.





The insect makes a complex Telepathy-contact skill check, with one check each night. When the insect accumulates 3 or more successes, the target must make a madness check each night that the insect succeeds in its contact check, starting at a -5 bonus for 3 successes, but reducing the victim's bonus or applying a penalty for each later success. Thus, when the shan has accumulated 10 successes, the victim's madness checks are at a +4 penalty.





If the shan also succeeds in the same night in ESP-mind reading, the madness check for that night suffers a penalty: Ordinary mind reading +1, Good +2, Amazing +3.





Each failure or critical failure result on Telepathy-contact reduces the shan's accumulated successes by 1 and means that the victim need not make a madness check that night. Failure does not end the creature's complex skill check. When the shan has completed 11 successes, it takes control of the victim's personality.





The shan's nerve whip is a small lozenge-shaped metal object powered by the latent field of the creature's FX energy. It does not drain FX points, but its effectiveness varies depending on the shan's remaining FX pool. The shan cannot fire the device if it has no FX points remaining.





When the device's beam of chattering amber light strikes a living creature, the victim must make a Resolve-physical resolve check, with a -1 bonus for each FX point below 5 that the shan has remaining. If the victim's check fails, it is overcome by agony and falls to the ground in helpless convulsions, which the shan can sustain as long as it finds amusing. The victim suffers 1-3 Fatigue points damage from the first hit whether it succeeds in its Resolve-physical check or not.


�
Defenses


+5 DEX resistance modifier vs. ranged attacks


No STR resistance modifier vs. melee attacks


+1 INT resistance modifier vs. encounter skills and illusions


+2 WIL resistance modifier vs. encounter skills and mind-controlling magic








Skills


Acrobatics (17) - fly (20); Modern Ranged Weapons (17); Knowledge (12) - deduce (15); Life Science (12); Medical Science (12); Navigation (12) - hyperspace astrogation (13); Physical Science (12) - physics (14); System Operation (12); Technical Science (12) - invention (13), technical knowledge (14); ESP (12) - mind reading (15); Awareness (14) - perception (17); Creativity (14); Culture (13); Interaction (13); Telepathy (13) - contact (15)





Note that the insect's mental contact abilities operate by direct interference with the subject's brain matter. Its usual mode of communication is physical speech, using its three mouths and trifurcated brain to hold up to three simultaneous conversations.





FX Skills


Alienism -  call/dismiss Mythos deity (14-18), summon Mythos races (14-16), bind Mythos races (15-17), contact Mythos deity (14-16), dread curse of Azathoth (13), enchant item (15-17), shrivelling (15), Voorish sign (13)





Almost all insects from Shaggai know the spell Alienism-call/dismiss Mythos deity (Azathoth). Each has an additional 3d6-2 ranks in FX skills from the list above.





Shan are about the size of a pigeon. 





There is a spell that forces a shan to depart its host, and protects against new infestations for 12 hours. If the shan is forced out into direct sunlight in its semi-material state, it is killed instantly.





Alienism - cast out shan (WIL, 3 FX, 1 Skill Point): The host must stand within a pentagram drawn with the herb arnica, and undergo a ritual lasting one hour. The caster loses 1 FX point permanently from his FX pool (counted as one of the 3 FX points to cast the spell). Each person released from shan bondage loses 1 WIL, due to a permanent loss of vitality and mental


coherence from the violence of the thing's expulsion.





Others, including the victim if still sane, can assist in casting this spell. Those who do not know the spell may contribute 1 FX (if a spellcaster) or 3 Stun points which remain until the helper rests. Those who know the spell can contribute up to the total of 3 FX, but the primary caster always suffers the 1-point permanent FX loss.





It is not known where this spell might be found. The only major grimoire to describe the Insects from Shaggai is the "Revelations of Glaaki", and it is not clear whether the English cult knows the ritual of casting out.


