TERRORNOMITON

Between the slave
races of Sobeka and
humanoids and the
ruling castes of
Exodites and Khaynites,
another race of First
Ones holds sway. The
Aneishi are neither slaves
nor citizens of the dark empire
that once ruled Exodus. These
\ sinister spider-folk exist on the
p fringes of First One society, prowling
places too dark for even their colleagues.
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The Aneishi resemble anthropomorphic
spiders. They have only two arms and
two legs, but their bodies are covered
with a sturdy brownish carapace and
short, bristly hairs, and their faces are
more arachnid than humanoid. Eight
compound eyes glimmer above wicked
mandibles.

The Aneishi have always dwelt outside
the First One social order. They are tied
to the Brotherhood of Khayne by mutual
hatreds, not by religious or political
allegiance. Although they respect the
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greater strength of Khaynites and Exodites and usually
agree to do their bidding, the Aneishi consider them-
selves free to disobey orders or simply walk away
from a battle that goes against them. Only their utility
has kept the other First Ones from wiping them out.

Aneishi speak their own language. Most also know
enough Exodite to get by in dealings with other First
Ones.

ANEISHICCRIHALE]

Male Aneishi Warrior 1

Skills: Climb +10%*, Hide +5, Jump +2, Move Silently
+5.

Possessions: Long sword, longbow, 50 arrows,
studded leather armor and 25 gp.

Webcasting (Ex): An Aneishi can throw a web three
times per day. This is similar to an attack with a net
but has a maximum range of 30 feet, with a range
increment of 10 feet, and is effective against targets
of up to Medium size. The web anchors the target in
place, allowing no movement. An entangled creature
can escape with an Escape Artist check (DC 10) or
burst the web with a Strength check (DC 14). The
DCs are Con-based, and the Strength check DC is
always 4 higher. The web has 6 hit points plus 1 per
class level of the Aneishi and takes double damage
from fire. Aneishi can also create sheets of sticky
webbing from 5 to 60 feet square. They usually posi-
tion these to snare flying creatures but can also try to
trap prey on the ground. Approaching creatures must
succeed on a DC 20 Spot check to notice a web, or

they stumble into it and become trapped as though by
a successful web attack. Attempts to escape or burst
the webbing receive a +5 bonus if the trapped creature
has something to walk on or grab while pulling free.
Each 5-foot-square section has 6 hit points, hardness
0, and takes double damage from fire. An Aneishi

can move across its own sheet web at its climb speed
and can determine the exact location of any creature
touching the web.

*Skills: Aneishi have a +8 bonus on Climb checks.
They can always choose to take 10 on a Climb check,
even if distracted or threatened.

The creature drops from above you on a strand of
nigh-invisible silk, its vaguely humanoid form belying
the arthropod shell encasing its body. It looks at you
through eight compound eyes, every facet glowing
with malevolence.

Aneishi are wilderness-dwellers, with all the savagery
of nature at their command. They hunt and stalk their
enemies relentlessly, laying webs, ambushes and traps
to pick off the weakest opponents and finishing off the
strongest only when they have overwhelming power.

Most Aneishi operate alone or in a small hunting
band. Rarely do more than a half-dozen congregate
in one place, and on those rare occasions easily half
the assembled Aneishi will keep themselves carefully
hidden.

Aneishi prefer to flee if forced into a stand-up fight,
snaring their pursuers with webs or evading them by
taking to vertical surfaces.
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Aneishi society is too loosely organized, and too
loosely tied to the other First Ones, to provide formal
training. Nonetheless, most advanced Aneishi make
their own way into a character class.

An Aneishi’s favored class is ranger. Most senior
Aneishi hunters are rangers, ranger/rogues or ranger/
barbarians, and most Aneishi spellcasters are druids.

The Aneishi warrior presented above had the
following ability scores before racial adjustments: Str
12, Dex 13, Con 9, Int 10, Wis 11, Cha 8.
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Male Aneishi Paragon 3

AC: 19, touch 16, flat-footed 15 (+4 Dex, +2 Insight,
+3 armor)

20 ft.

Attack Options: Point Blank Shot (+/ fo hit with
longbow within 30 ft.)

x3.

Skills: Climb +13%*, Hide +8, Jump +5, Move Silently
+8, Survival +7.

Possessions: Combat gear plus masterwork long-
spear, masterwork long sword, masterwork might +1

composite longbow, 100 arrows and masterwork hide

Improved Precognition (Su): An Aneishi Paragon’s
precognitive abilities provide a +2 Insight bonus to
Initiative, attack rolls, AC and Reflex saves. As long
as he is able to use Supernatural (Su) abilities and

is wearing light or no armor, the Aneishi Paragon is
treated as having Uncanny Dodge and Evasion.

Webcasting (Ex): An Aneishi can throw a web three
times per day. This is similar to an attack with a net
but has a maximum range of 30 feet, with a range
increment of 10 feet, and is effective against targets
of up to Medium size. The web anchors the target in
place, allowing no movement. An entangled creature
can escape with an Escape Artist check (DC 14) or
burst the web with a Strength check (DC 18). The
web has 9 hit points and takes double damage from
fire. Aneishi can also create sheets of sticky webbing
from 5 to 60 feet square. They usually position these

to snare flying creatures but can also try to trap prey
on the ground. Approaching creatures must succeed
on a DC 20 Spot check to notice a web, or they
stumble into it and become trapped as though by a
successful web attack. Attempts to escape or burst the
webbing receive a +5 bonus if the trapped creature has
something to walk on or grab while pulling free. Each
5-foot-square section has 6 hit points, hardness 0, and
takes double damage from fire. An Aneishi can move
across its own sheet web at its climb speed and can
determine the exact location of any creature touching
the web.

*Skills: An Aneishi Paragon has a +8 bonus on Climb
checks. They can always choose to take 10 on a
Climb check, even if distracted or threatened.

You sense more than see the creature lurking in the
darkness - an Aneishi, but better armed and armored
than most, creeping toward you with an awful
certainty of victory in its eight eyes.

Aneishi Paragons embody the isolated hunter-trapper
ethic of their race. Some dabble in spellcasting, but
all are dangerous warriors. When Aneishi deign to
do the bidding of the greater First Ones, it is often
Aneishi Paragons who take up arms.

An Aneishi Paragon’s almost preternatural awareness
of its surroundings allows it to take more risks than
other Aneishi, but it remains cautious and careful.
Aneishi Paragons prefer to keep opponents separated
with traps and webs so they can pick targets of oppor-
tunity with their bows or spears. An injured Aneishi
Paragon retreats using its climb speed, recovers, then
rejoins the fight.

Written by Joshua Cole

All mechanics on all pages is Open Game Content as
defined by the Open Gaming License. See page 4 for
more information.
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The following text is the property of Wizards of the Coast, Inc.
and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All
Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)”Derivative Material” means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition, exten-
sion, upgrade, improvement, compilation, abridgment or other
form in which an existing work may be recast, transformed or
adapted; (c) “Distribute” means to reproduce, license, rent, lease,
sell, broadcast, publicly display, transmit or otherwise distribute;
(d)’Open Game Content” means the game mechanic and includes
the methods, procedures, processes and routines to the extent such
content does not embody the Product Identity and is an enhance-
ment over the prior art and any additional content clearly identi-
fied as Open Game Content by the Contributor, and means any
work covered by this License, including translations and deriva-
tive works under copyright law, but specifically excludes Product
Identity. (e) “Product Identity” means product and product line
names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements,
dialogue, incidents, language, artwork, symbols, designs, depic-
tions, likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representations; names
and descriptions of characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities; places, locations,
environments, creatures, equipment, magical or supernatural abili-
ties or effects, logos, symbols, or graphic designs; and any other
trademark or registered trademark clearly identified as Product
identity by the owner of the Product Identity, and which specifi-
cally excludes the Open Game Content; (f) “Trademark” means
the logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associated prod-
ucts contributed to the Open Game License by the Contributor (g)
“Use”, “Used” or “Using” means to use, Distribute, copy, edit,
format, moditfy, translate and otherwise create Derivative Material
of Open Game Content. (h) “You” or “Your” means the licensee in
terms of this agreement.

2. The License: This License applies to any Open Game Content
that contains a notice indicating that the Open Game Content
may only be Used under and in terms of this License. You must
affix such a notice to any Open Game Content that you Use. No
terms may be added to or subtracted from this License except

as described by the License itself. No other terms or conditions
may be applied to any Open Game Content distributed using this
License.

3.Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contrib-
uting original material as Open Game Content, You represent that
Your Contributions are Your original creation and/or You have
sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of
the COPYRIGHT NOTICE of any Open Game Content You
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are copying, modifying or distributing, and You must add the
title, the copyright date, and the copyright holder’s name to the
COPYRIGHT NOTICE of any original Open Game Content you
Distribute.

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, indepen-
dent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game
Content does not constitute a challenge to the ownership of that
Product Identity. The owner of any Product Identity used in Open
Game Content shall retain all rights, title and interest in and to that
Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distrib-
uting are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any autho-
rized version of this License to copy, modify and distribute any
Open Game Content originally distributed under any version of
this License.

10. Copy of this License: You MUST include a copy of this
License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or advertise
the Open Game Content using the name of any Contributor unless
You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmental
regulation then You may not Use any Open Game Material so
affected.

13. Termination: This License will terminate automatically if You
fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast,
Inc.

System Reference Document Copyright 2000-2003, Wizards of the
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams,

Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce

R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on

original material by E. Gary Gygax and Dave Arneson.

Terrornomicon: Aneishi Copyright 2007, Louis Porter Jr. Design,
Inc.



