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The creatures encountered in an adventure set the tone for
the game. They should be appropriate to the genre, but still a
surprise for players. GGUURRPPSS  CCrreeaattuurreess  ooff  tthhee  NNiigghhtt  VVooll..  11 pro-
vides the GM with an assortment of monsters, animals, and
unnatural beings that are both versatile and specific, designed
to create unforgettable conflicts and unexpected alliances with
the characters.

These creatures use the abbreviated template for animals
explained on p. B456, though a few feature full racial tem-
plates as described on p. B261.
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About GURPS
Steve Jackson Games is committed to full support of GURPS

players. Our address is SJ Games, P.O. Box 18957, Austin, TX
78760. Please include a self-addressed, stamped envelope (SASE)
any time you write us! We can also be reached by e-mail:
info@sjgames.com. Resources include:

Pyramid (www.sjgames.com/pyramid). Our online magazine
includes new GURPS rules and articles. It also covers the d20 sys-
tem, Ars Magica, BESM, Call of Cthulhu, and many more top
games – and other Steve Jackson Games releases like Illuminati,
Car Wars, Transhuman Space, and more. Pyramid subscribers
also get opportunities to playtest new GURPS books!

New supplements and adventures. GURPS continues to 
grow, and we’ll be happy to let you know what’s new. For 
a current catalog, send us a legal-sized SASE, or just visit
www.warehouse23.com.

e23. Our e-publishing division offers GURPS adventures, play
aids, and support not available anywhere else! Just head over to
e23.sjgames.com.

Errata. Everyone makes mistakes, including us – but we 
do our best to fix our errors. Up-to-date errata sheets for 
all GURPS releases, including this book, are available on our
website – see below.

Internet. Visit us on the World Wide Web at www.sjgames.com
for errata, updates, Q&A, and much more. To discuss GURPS with SJ
Games staff and fellow gamers, come to our forums at
forums.sjgames.com. The GURPS Creatures of the Night Vol. 1
web page can be found at  www.sjgames.com/gurps/books/
creaturesofthenight.

Bibliographies. Many of our books have extensive bibliogra-
phies, and we’re putting them online – with links to let you buy the
books that interest you! Go to the book’s web page and look for the
“Bibliography” link.

Rules and statistics in this book are specifically for the GURPS
Basic Set, Fourth Edition. Page references that begin with B refer
to that book, not this one.
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GREIDER (GRAVE WORM)
A greider is a semi-transparent worm that lives under-

ground. It is at least 20 feet long; some are over 50 feet long.
Greiders burrow through the earth toward graveyards, sensing
the smell of rotten corpses, decomposing bodies, and coffins.
They burrow slowly, taking weeks to cover just a few miles.
Once a greider arrives under a graveyard, it begins to consume
the corpses.

It worms its way into a grave, enveloping everything it finds
– caskets, bones, clothing, jewelry, etc. The contents of the
graves fill the greider’s body. Anyone who sees it can peer
through its thick, gummy skin and see bones, clothes, rotten
faces, and body parts in every state of decomposition.

While feeding, the greider stays underground, deep enough
to be completely undetected by anyone on the surface. Once
every grave has been sucked dry, it burrows away slowly and
hibernates for months. Then it awakens and seeks out another
graveyard.
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A giant, brainless slug that
burrows under graveyards and
swallows caskets and corpses.



Mind-Numbing Slugs
Greiders are big, soft targets, so anyone who wants to

kill one could potentially do so easily. But the greider has
a defense – a telepathic signal that numbs the minds of ani-
mals and people around it. If a greider encounters any liv-
ing, moving creature bigger than a housecat, it will reflex-
ively send out the numbing signal. It is not intelligent and
doesn’t discriminate between victims; it just senses danger
and defends itself.

The range of the effect is determined by the size of the
greider. A normal, 20-foot greider has a range of 20 yards.
Every additional foot adds one yard to the range, to a max-
imum of 50 yards for a 50-foot greider. Anyone within the
area of effect must make an immediate Will roll, with a
new roll every minute. Failure lowers the victim’s IQ by
one for every point by which the Will roll was failed, to a
maximum of -10! The IQ level stays reduced until the victim
moves out of range or succeeds at a later resistance roll.

About 10% of all greiders are a special breed, with 2d pairs
of dull white pseudopods running down the length of their
body. These limbs are soft and useless, but they greatly
increase the intensity of the effect; reduce the Will roll to resist
by -1 for every two full pairs. In addition, the effects of a failed
roll last for minutes equal to the number of pseudopods, while
a successful roll only staves off the mind-numbing for one
minute. Victims who leave the area of effect still recover
immediately.

If a person fails the roll too many times, he may suffer lin-
gering effects even after the greider is gone, dead, or the mind-
numbing attacks otherwise end. If the effect lasts for over half
an hour, the GM can pick an appropriate disadvantage (such
as Indecisive or Confused) and a reasonable period of time (up
to a few days) and give it to the victim.

Encounters with Greiders
Normally, greiders stay in underground tunnels beneath (or

near) a graveyard for their entire life. They can also be found
while shoveling out a new grave at a graveyard – the digging
can lead to an accidental attack on a grave worm as a pick or
shovel pierces its vulnerable soft hide.

There are a few events that can make them surface. One is
a spell or magic ritual specifically designed to summon the
creature. Another is a mausoleum (or other above-ground
grave). If the mausoleum is in a graveyard, the greider might
crawl up through the floor and devour everything inside. Once
it feeds, it will burrow back down into the ground.

Greiders also go aboveground once a year to reproduce. A
grave worm that’s ready to divide surfaces slowly as the sun
goes down, trying to sense other animals. If it feels safe, it rests
in the glow of the stars and moon, gently splitting in two. By
dawn, two half-size greiders sit in the place of the original.
They immediately burrow into the earth and slowly travel in
different directions.

Resurrection
Some people who have heard of greiders know that they

can be used to bring someone back from the dead. In its most
simple form, a Resurrection spell is easier to cast (or is more
effective) when placed on a dead body that has been recently
removed from inside a greider. Normally, a Resurrection spell

costs 300 energy, can only be attempted once, brings the sub-
ject to life at 0 FP and 0 HP, and takes two hours to cast. The
GM must decide which requirements are altered and by how
much. For example, the energy cost might be reduced to 100
and the spell can be attempted twice. Or, maybe the cost is just
1 point of energy, but the spell takes three hours and it must
be cast while the corpse is inside the greider.

This property of greiders also works with the Zombie spell
(and its variants) as well, halving the energy cost (round up) if
the corpse remains inside the greider during the spell casting.
In addition, any spellcaster who knows the Resurrection spell
can choose to use it as if it were the Zombie spell (for half cost)
on such corpses, by only bringing them halfway back to life!

Adventure Ideas
One of the easiest grave worm adventures is the simple,

accidental encounter in an underground tunnel. The charac-
ters find a well-fed greider with dead bodies packed inside of
it, attempt to escape from it before the mind-numbing effect is
too debilitating, and continue through the tunnels to find the
underside of the graveyard where the greider has been feeding.
This can lead to encounters with undead monsters, cursed
tombs, and all kinds of other fun things.

Another adventure involves the resurrection of someone,
maybe even a dead PC. The characters find out that a grave
worm has swallowed someone’s fresh corpse, and they need to
locate the worm and to bring that person back to life.

Or, the characters might encounter an evil sorcerer who has
captured a greider, and numbs the minds of his enemies by
exposing them to the creatures. He can then use spells to
enslave the victims. Those who resist are fed to the grave
worm.

ST 12-40; DX 4; IQ 4; HT 12.
HP 4-10; Will 10; Per 10; Speed 4.00; Dodge 7; Move 2.
SM +3 to +6; 500-7,500 lbs.
Traits: Affliction 1 (Will; Area Effect, 20-50 yards; Attribute

Penalty, Margin-Based, -1 to IQ; Based on Will; Cosmic,
Irresistible Attack; Emanation; Nuisance Effects, Maximum
duration one minute or until victim leaves area, Resistance
gives immunity for one minute)*; Detect (Corpses); Doesn’t
Breathe; Easy to Kill 4; Invertebrate; Tunneling 1; Wild
Animal.

* Greiders with pseudopods have a higher level of Affliction
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Margin-Based 
(Optional Rule)

Instead of causing a set effect, an Affliction with the
Attribute Penalty enhancement, or an enhancement that adds
or removes a leveled trait, can make that enhancement
Margin-Based. This triples the cost of the enhancement, but
the effect is multiplied by the subject’s margin of failure
(maximum ¥10). Thus, the greider pays +30% for its Attribute
Penalty (-1 to IQ) enhancement, but a victim who fails his
resistance roll by 4 is at -4 to his IQ instead of -1!
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STUCK FOR AN ADVENTURE? 

NO PROBLEM.
Warehouse 23 sells high-quality 

game adventures and supplements 
in print and PDF formats.

● Free downloadable adventures for 
GURPS, In Nomine, and Traveller!

● Fun gaming accessories – shot glasses, 
shirts, specialty six-siders, and more!

● PDFs from Atlas Games, Amarillo Design
Bureau, Pelgrane Press, Goodman Games, 
and many others – plus gems from 
the up-and-comers.

● Original material for Transhuman Space
and new GURPS supplements from 
Kenneth Hite, Phil Masters, David Pulver, 
Sean Punch, and William Stoddard!

● Fully searchable files of GURPS Fourth
Edition supplements.

● Digital editions of out-of-print classics, 
from Orcslayer and the complete run of ADQ
to GURPS China and GURPS Ice Age.

● Buy board games and roleplaying PDFs in 
the same order! Download digital purchases
again whenever you need to. 

warehouse23.com
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