
Mire Awsk (1e) 
 
FREQUENCY: Rare 
NO. APPEARING: 4-24 
ARMOR CLASS: 6 
MOVE: 6”/ /12” 
HIT DICE: 2+2 
% IN LAIR: 40% 
TREASURE TYPE: C 
NO. OF ATTACKS: 3 
DAMAGE / ATTACK: 1-2/1-2/1-4 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: Standard 
INTELLIGENCE: Exceptional 
ALIGNMENT: Neutral 
SIZE: M (about 7’ long) 
PSIONIC ABILITY: Nil 
Attack/Defense Mode: Nil 

 
The result of experimentation by a long forgotten Wizard, the Mire Awsk was an attempt to create a guard animal with 
superior intelligence and mobility, combined with a natural ability to heal itself. With no natural auditory facilities of 
their own, and lacking the capacity for speech, a limited form of telepathy (9” radius) was introduced to the Mire Awsk. 
This talent allowed the Wizard to mentally direct his newly created guardians, as well as facilitate communication with 
each other. By modifying them for higher intelligence to support telepathic ability, he inadvertently provided them with 
self-awareness. In fact, the first Mire Awsk endowed with intellect was so clever, it engineered its own escape from the 
Wizard who created it! Returning to its home in the marshes, the Mire Awsk has quietly avoided human contact and- 
with no known natural predators-quietly increased in numbers over the years. 
 
Mire Awsks have the ability to regenerate limbs, eyes, spinal cords, hearts, intestines, and both upper and lower jaws 
making them extremely difficult to kill. Mire Awsks regenerate 1 hp per turn. Decapitation, immolation, or immersion in 
acid is the only sure method of extermination. 
Additionally, Mire Awsk secretes a neurotoxin from its skin, giving the creature a wet or shiny appearance. Although 
normal contact with the skin is harmless, when ingested or introduced to the bloodstream, this neurotoxin has the 
effect of inducing paralysis and death. The Mire Awsk’s poison is especially dangerous-those who fail their saving throw 
vs poison will suffer paralysis for 1-8 rounds. Each round of paralysis requires a separate saving throw vs 
paralysis/petrification. Three consecutive failures will cause the victim’s heart and lungs to stop functioning. 
 
Much like their smaller cousins, Mire Awsks eat a wide variety of prey, including spiders, worms, dragonflies, slugs, 
centipedes, insect eggs, frog eggs and other small invertebrates. Due to their high intelligence, Mire Awsks avoid larger 
or more intelligent prey. When threatened, a Mire Awsk can cause their tail to detach, leaving it to thrash and wriggle as 
a distraction while they escape. Pursuing creatures must roll below their intelligence score to avoid mistaking the tail for 
a snake (hence the distraction). A Mire Awsk can regrow a new tail within 4-7 days. When cornered, a Mire Awsk attacks 
with a combination of two raking claws and a bite. There is a 25% chance with each successful attack that the Mire 
Awsk’s neurotoxin will be introduced into the wound.  
 
Mire Awsks appear to be stocky newts with a rounded snout, small eyes with yellow irises and V-shaped teeth. Size 
varies from 5-9’ in length (3-5’ body with the tail adding another 2-4’). The skin is pebbled and shiny in appearance, 
ranging in coloration from light brown to brownish-black on top, with the underside (including the head, legs, and tail) a 
contrasting orange to red.  
 
An unsubstantiated rumor suggests that the recent upswing in organized attacks by other lizard folk (Lizardmen and 
Troglodytes) is due in part to the influence of these highly intelligent, telepathically endowed Mire Awsks. 
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