
Merevyrn Invented by Odwin "Odds" Bodkin & Hogan 

 

CLIMATE/TERRAIN Bogs, Swamps, Marshes 

FREQUENCY Rare 

ORGANIZATION Solitary 

ACTIVITY CYCLE Any 

DIET Carnivore (See below) 

INTELLIGENCE Average (6-8) 

TREASURE Nil 

ALIGNMENT Neutral Evil 

----------------------------------------------------------------------------- 

NO.APPEARING 1 (2) 

ARMOR CLASS 4 

MOVEMENT 12, sw 6 

HIT DICE 5+2 

THAC0 15 (12) 

NO. OF ATTACKS 2/2 

DAMAGE/ATTACKS 1d6/1d6 - 1-2/1-2 

SPECIAL ATTACKS Tail stingers 

SPECIAL DEFENSES Immunity to mind control, Poison - see below 

MAGIC RESISTAMCE Nil 

SIZE M (3-4') 

MORALE Elite 13-14 (or 20 - See Below) 

XP VALUE 420 
 

The Merevyrn (also called the Bog Wraith) resembles most of all a large two-legged, two-tailed frog. The two clawed 

feet are in front and the tail is split. The position of the legs prevents it from standing straight up. Its eyes are in a sickly 

yellow-green color, and the color of its skin ranges from mottled gray to blackish purple. 

The Merevyrn is never found with others of its kind, it only happens when it is a mated pair, something which only 

happens 5% of the times Merevyrns are encountered. 
 

COMBAT 

The Merevyrn is normally not an aggressive creature, but it's driven by its need to absorb adrenaline from other 

creatures, and it will go to great length to achieve this. 

A Merevyrn attacks by jumping up and dig in the claws at shoulder level. If it scores a hit with one of the claws (1d6 in 

damage) it will be able to hang on by its claws, giving the victim a -5 to attack, and other people a 50 % chance of 

hitting the victim instead. When first it's attached, it will strike with its 3 feet long stinger tails, with a +2 to attack. 

The Merevyrn will go for the victim's adrenal glands. When it hit, the stingers will function like hypodermic needles- 

extracting adrenaline from the glands. The extraction will tap the strength of the victim at a rate of 1 

point/round/attached stinger. It will go on, until the Merevyrn has extracted 6 points of strength, after which it detaches 

from the victim. At this point however, it is souped up on the hormone and, completely instinctually (hence the mind 

control immunity), goes into a berserker rage with anyone still around (it thinks it must kill the breeding competition and 

make a safe, private mating spot), having a +2 to attack and doing double damage with its claws). If the victim goes 

down to or below zero strength points (e.g., the victim only has a strength of 5), he goes unconscious. The victim 

recovers the lost strength naturally at a rate of 1-2 points a day, but will suffer a permanent loss of 1 strength point. A 

Heal spell will accelerate the strength recovery (strength points instead of hit points) but the 1 point is lost unless a Wish 

is used. 

Normally the Merevyrn has a +4 to saving throw against poison, but after being souped up with strength-giving 

adrenaline, its immune system is running so fast, that every attempt of poisoning, is doomed to fail. 
 

HABITAT/SOCIETY 

The Merevyrn has a great need for an intake of adrenaline, since it's the only thing that will allow it to breed. When it 

has extracted its necessary amount of adrenaline, its mind will be obsessed with finding a mate in order to breed. Such 

single-mindness protects its mind against Mind Control and similar (Charms and such). 

Driven by the need to breed, the Merevyrn stops at nothing to find a mate, ignoring food and such. It stays in this 

condition for three days, searching for a mate. After three days, the adrenaline begins to wear off. If it hasn't found a 

mate, it will keep attacking in order to get adrenaline until it does find a mate. 

A Merevyrn only mates once in its lifetime, giving birth to 2-4 eggs, which immediately are left to hatch and survive for 

themselves.  
 

ECOLOGY 

Merevyrns makes homes in Swamps near humanoid civilizations where the supply of adrenaline is great. It keeps itself 

isolated, only emerging to eat and to breed. Besides the intake in the surrounding supply of adrenaline-giving humans, 

the Merevyrn hasn't a specific place in the nature.  

It is said, that it stingers can be of use as surgical instruments, and that its brain can be used as ingredient in various 

potions of Mind Control Resistance, and are in highly demand by psionists. 

 


