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The Monster of the Week
The Monster of the Week product line takes its inspiration from the television trope of the 
same name: a convention by which a weekly television production might introduce a 
new freak, villain, or beastie in every episode, allowing the episode’s themes and topics to 
revolve around the latest “big bad.” Monster of the Week aims to arm GMs with creatures and 
villains perfect for such a role. Whether you’re looking to populate a memorable encounter 
or a villainous story arc, our Monster of the Week is made for maximum creep-factor and 
memorable “wow” power!

Within this installment’s pages you will find the true and terrible description of the barang beetle 
swarm – a mass of bewitched vermin who crave to nest and lair inside of living flesh. Taken 
from real-life Visayan mythology and superstition, barang describes a kind of witchcraft by 
whichevil spirits are bid to dwell within familiar vessels – typically beetles, specially prepared 
and cared for by a mambabarang: a practitioner of the dark arts. To that end, you will find 
more than baleful beetles below. Included here are insidious spells for a mambabarang villain 
of your own to cast (perhaps an alchemist, occultist, or witch). But be warned: dabbling in these 

abandoned arts is sure to take its toll…

Barang Beetles
A mass of grotesque insects, each one fully the 
length of a man’s thumb, scrape and scrabble for-
ward like a carpet of glistening black shells and 
knobby stick-legs.

BARANG BEETLES                        CR 3

XP 800; NE Diminutive vermin (swarm)
Init +2; Senses darkvision 60 ft.; Perception +8

DEFENSE

AC 21, touch 20, flat-footed 19 (+2 Dex, +1 
natural, +8 size)

hp 38 (7d8+7)
Fort +6, Ref +4, Will +2
Defensive Abilities swarm traits; Immune mind-

affecting effects, weapon damage

OFFENSE

Speed 15 ft., climb 15 ft.
Melee swarm (2d6 plus insidious infestation)
Space 10 ft.; Reach 0 ft.
Special Attacks insidious infestation, simulated 

telepathy

STATISTICS

Str 1 Dex 14, Con 13, Int –, Wis 11, Cha 8
Base Attack +5; CMB –; CMD –
Skills Climb +3, Perception +8; Racial Modifiers +8 

Perception

ECOLOGY

Environment temperate or warm deserts, forests, 
or plains

Organization solitary, pair, or bank (3-30)
Treasure standard

SPECIAL ABILITIES

Insidious Infestation (Ex) When a barang beetle 
swarm deals damage to a living creature, 
that creature becomes infested by a number 
of beetles equal to the amount of damage 
received. These creatures burrow into existing 
openings in the victim’s flesh, such as the nose, 
mouth, ears, or even open wounds. To make 
matters worse, barang beetles immediately and 
instinctively set to work inducing a disquieting 
alchemical reaction within the body: one 
minute after a living creature is infested, it is 
rendered unconscious for 1d3 rounds unless it 
can succeed on a DC 14 Fortitude saving throw. 
The creature must repeat this saving throw each 
round for ten rounds in order to stave off the 
unconsciousness entirely. The saving throw is 
Constitution-based.

When a creature rendered unconscious in this 
way awakens, it is immediately subject to an 
effect similar to a modify memory spell (no 
save) which erases the last 6d10 minutes from 
its mind, including the infestation.

Simulated Telepathy (Su) Barang beetles share a 
sort of “hive mind” with one another – not an 
uncommon trait among certain types of vermin. 
What makes the barang hive mind unique is 
its similarity to a living brain, thanks to certain 
alchemical, electrical properties inherent to the 
vermin. This property allows beetles infesting a 
host to share that host’s senses. Furthermore, 
as long as even one beetle infests a host, they 
can override the creature’s thoughts as a 
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suggestion spell (DC 20 + 1 per infesting beetle). 
Barang beetles do not use this ability except to 
take an action that it perceives as crucial to the 
survival of the host. The beetles also shield the 
host’s mind as a nondetection spell (CL 7).

Rumors persist of a desperate tyrant whose 
kingdom came under attack by enemy forces. 
Though the lord’s militia was sufficient to secure 
his northern borders, forces marched upon the 
men stationed at his southern boundaries, who 
were rapidly losing ground. The cruel dictator 
conscripted a set of his citizens – the peace-loving 
monks of a humble monastery near the kingdom’s 
southern border – but the monks refused to take 
up arms for the despot. The tyrant turned to his 
vizier and alchemist, who promised the despot a 

solution: the power to control innumerable swarms 
of parasitic vermin, each of which possessed the 
ability to influence the actions of a host. Placing a 
wealth of resources in the evil alchemist’s hands, 
the autocratic lord received his wish: the alchemist’s 
beetles were set loose on monastery grounds, and 
monks fought and died under the tyrant’s banner 
after all. The lord’s infected legion became a feared 
fighting force, and the subject of numerable myths 
and rumors.
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Curing a Barang  
Infestation

A remove disease spell cast on an infested target 
destroys 1d6 infesting beetles, and deals an equal 
amount of damage to the host as the infesting 
parasites’ death throes cause internal damage to the 
host. A heal spell completely destroys all infesting 
beetles without doing harm to the host. The death 
of a host also always results in the destruction of 
any and all infesting beetles.

Mambabarang Magic
The following spells interact with barang beetles and 

infested hosts in ways designed to add an extra layer of 
versatility to the way a GM uses barang beetle swarms 
in his or her campaign. Characters that practice so-called 
barang magic are often called mambabarang, and are 
typically regarded with mistrust and suspicion, owing 
to the insidious natures of the spells described here. 
Practitioners, by necessity, learn to raise and care for 
swarms of barang beetles, employing them in their arts.

Barang Binding

School enchantment (charm) [mind-affecting]; 
Level alchemist 2, druid 3, occultist 3, shaman 3, 
witch 3

Casting Time 1 hour

Components V, S, M (bamboo shavings, ginger 
root, and alchemical powders worth 100 gp)

Range personal

Target you

Duration 1 day/level

DESCRIPTION 
    You can eavesdrop upon the simulated telepathic 
network that comprises a barang beetle swarm’s 
“hive mind,” and even influence it. For the duration 
of the spell, you can influence the actions of a beetle 
swarm within 120 ft. as though the swarm were 
dominated and under your control, provided that 
you spend a full-round action each round to do so. 
If you do not spend a full-round action on any given 
round, the swarm will resume acting as instinct 
dictates.

Additionally, you can automatically detect barang-
infested creatures at a range of 120 ft. This detection 
ability works similarly to the lifesense special quality. 
Furthermore, you can influence infected hosts by 
exercising control of the infesting beetles’ simulated 
telepathy special attack, determining which actions 
the beetles “suggest” using their suggestion ability. 

Doing so is a full-round action.

Finally, barang beetles will not attack you of their 
own volition while you are under the effects of this 
spell.

 
Mandate of the Mambabarang

School enchantment (charm) [mind-affecting]; 
Level alchemist 6, druid 7, occultist 6, shaman 7, 
witch 7

Casting Time 1 hour

Components V, S, M (bamboo shavings, ginger 
root, and alchemical powders worth 1,000 gp)

Range personal

Target you

Duration 1 day/level

DESCRIPTION 
    This spell is similar to the barang binding spell, 
except that you may influence infected Humanoid 
hosts as dominate person, allowing for long-term 
control of multiple infected persons. The save DC for 
this effect is equal to that of the infesting beetles’ 
simulated telepathy ability. This control is broken 
should the host be cured of its barang infection.

Nabarang

School necromancy [curse]; Level druid 1, 
occultist 1, shaman 1, witch 1

Casting Time 1 full-round action

Components V, S, M (a powdered barang beetle 
husk)

Range touch

Target one living creature

Duration 1 day/level

Saving Throw none; Spell Resistance yes

DESCRIPTION 
    Barang beetles feel drawn to the target, preferring 
it to other potential hosts. Barang beetle swarms 
that can see a creature affected by this curse will 
prioritize it, attacking and infesting it in preference 
to other living hosts that it can see. If a swarm loses 
line of sight to the affected creature, it will not 
pursue or search for your victim as long as other 
potential hosts are nearby.
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OPEN GAME LICENSE Version 1.0a

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, extension, 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 
enhancement over the prior art and any additional content clearly identified 
as Open Game Content by the Contributor, and means any work covered by 
this License, including translations and derivative 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, depictions, 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 
abilities 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 specifically 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 products 
contributed to the Open Game License by the Contributor (g) “Use”, “Used” 
or “Using” means to use, Distribute, copy, edit, format, modify, 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 contributing 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 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, independent 
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 distributing are Open Game 
Content. 

9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized 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 1.0 © 2000, Wizards of the 
Coast, Inc.; 

System Reference Document. © 2000, Wizards of the Coast, Inc.; Authors 
Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax 
and Dave Arneson. 

Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Publishing, LLC; 
Author: Jason Buhlman, based on material by Jonathan Tweet, Monte Cook, and 
Skip Williams. 

Advanced Player’s Guide. © 2010, Paizo Publishing, LLC; Author: Jason 
Buhlman, based on material by Jonathan Tweet, Monte Cook, and Skip Williams. 

Pathfinder Roleplaying Game Ultimate Combat © 2011, Paizo Publishing, 
LLC; Authors: Dennis Baker, Jesse Benner, Benjamin Bruck, Jason Buhlman, Brian 
J. Cortijo, Jim Groves, Tim Hitchcock, Richard A. Hunt, Colin McComb, Jason 
Nelson, Tom Phillips, Patrick Renie, Sean K Reynolds, and Russ Taylor. 

Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo Publushing. LLC; 
Authors: Jason Buhlman, Tim Hitchcock, Colin McComb, Rob McCreary, Jason 
Nelson, Stephen Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and 
Russ Taylor. 

The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights 
reserved. 

Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott 
Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, 
Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based 
on original content from TSR. 
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