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Vampires

Vampires are the lords of the night. Although many different strains andtisibs
exist, they are all united by several traits: they must subsist on the bloodesdifgy of the
living to survive; they typically show mastery over particular species of animals, able to
command them or assume their forms; they can affect the minds of the living; they grow
more powerful over the centuries; and, most horribly, they cavest their victims into
undead monstrosities like themselves.

Barovian Vampires

Barovian vampires are undead humanoid creatures that feed on the blood and life
energy of the living. They look much as they did in life, often becoming more attractive,
though some have a hardened, feral look instead.

These vampires are the most common and well known in the Land of the Mists,
having swarmed forth from Barovia in the centuries since that benighted land was first drawn
into the demiplane.

The Barovian Vamp ire Template
Creating a Barovian Vampire

ABarovian vampireo is an acquired temp
with 5 or more Hit Dice (referred to hereafter as the base creature). Most Barovian vampires
were once humanoids, fey, or monsgdamumanoids. A Barovian vampire uses the base

creatureds stats and abilities except as not
Age Category | Speed | DR Fast Channel Natural | CR
Healing | Resistance | AC
0-99 Fledgling | +0 10/magic and silver| 5 +4 +6 +2
100199 | Mature +10 10/magic andilver | 5 +4 +6 +2
200299 | OId +10 10/magic and silver| 6 +5 +7 +3
300499 | Ancient +20 15/magic and silver| 6 +6 +7 +3
500999 | Eminent | +20 15/magic and silver| 8 +7 +8 +4
1000+ | Patriarch | +30 15/magic and silver| 10 +8 +8 +5

CR: See table above.

AL : Any evil.

Type: The cr eat ur eubdead (aygmentedpd ronrgecalculate abass
Hit Dice, BAB, or saves.

SensesA Barovian vampire gains darkvision 60 ft.

Armour Class: See table above

Hit Dice: Change all racial Hit Dice to d8s. Class Hit ®&re unaffected. As undead,
Barovian vampires use their Charisma modifier to determine bonus hit points instead of
Constitution

Defensive Abilities A Barovian vampire gains resistance to cold 10 and electricity
10, and damage reduction, fast healind ehannel resistance as shown in the table above, in
addition to all of the defensive abilities granted by the undead type. If reduced to O hit points
in combat, a Barovian vampire assumes gaseous form (see below) and attempts to escape. |
must reach it€offin home within 2 hours or be utterly destroyed. (It can normally travel up
to 9 miles in 2 hours.) Additional damage dealt to a Barovian vampire forced into gaseous

d 7c
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form has no effect. Once at rest, the Barovian vampire is helpless. It regainsihthafteo 1
hour, then is no longer helpless and resumes fast healing.

WeaknessesBarovian vampires cannot tolerate the strong odour of garlic and will
not enter an area laced with it. Similarly, they recoil from mirrors or strongly presented holy
symbok . These things don 6 tdothbyameraly kedpet atBoayr A v i a
recoiling Barovian vampire must stay at least 5 feet away from the mirror or holy symbol and
cannot touch or make melee attacks against that creature. Holding a Barovian eamayre
takes a standard action. After 1 round, a Barovian vampire can overcome its revulsion of the
object and function normally each round it makes a DC 25 Will save.

Barovian vampires cannot enter a private home or dwelling unless invited in by
someonavith the authority to do so.

Reducing a Barovian vampireds hit poi nt
always destroy it (see fast healing). However, certain attacks can slay Barovian vampires.
Exposing any Barovian vampire to direct sunliglatgsgfers it on the first round of exposure
and destroys it utterly on the second consecutive round of exposure if it does not escape.
Each round of immersion in running water inflicts damage on a Barovian vampire equal to
one third of its maximum hit poindsa Barovian vampire reduced to O hit points in this
manner is destroyed. Driving a wooden stak
instantly slays it (this is a fullound action). However, it returns to life if the stake is
removed, unless the Feb&s also severed and anointed with holy water. '

Speed See table above. If the base creature has a swim speed, the Barovian vampire
is not unduly harmed by running water.

Melee A Barovian vampire gains a slam at
Damage for the slam depends on the Barovi
drain (see below). Its natural weapons are treated as magic weapons for the purpose of
overcoming damage reduction.

Special Attacks A Barovian vampire gains severgpecial attacks. Save DCs are
equal to 10+ hafBar ovi an vampirebés HD + Barovian
otherwise noted.

Blood Drain (Su) A Barovian vampire can suck blood from a grappled opponent; if
the Barovian vampire establishes or maintangin, it drains blood, dealing 1d4 points of
Constitution damage. The Barovian vampire heals 5 hit points or gains 5 temporary hit points
for 1 hour (up to a maximum number of temporary hit points equal to its full normal hit
points) each round it draifdood.

Children of the Night (SuOnce per day, a Barovian vampire can call forth 1d6+1 rat
swarms, 1d4+1 bat swarms, or 2d6 wolves as a standard action. (If the base creature is no
terrestrial, this power might summon other creatures of similar ppWeese creatures arrive
in 2d6 rounds and serve the Barovian vampire for up to 1 hour.

Create Spawn (Sup Barovian vampire can create spawn out of those it slays with
blood drain or energy drain, provided that the slain creature is of the same dygmae the
Barovian vampireb6és base creature type. The
1d4 days. This Barovian vampire is under the command of the Barovian vampire that created
it and remains ensl aved uaviani vampiretnray hawes t er
enslaved spawn totalling no more than twice its own Hit Dice; any spawn it creates that
would exceed this limit become freglled undead. A Barovian vampire may free an
enslaved spawn in order to enslave a new spawn, but once &dgarovian vampire or

Barovian vampire spawn cannot be enslaved again.
Dominate (Suy A Barovian vampire can <c¢crush

standard action. Anyone the Barovian vampire targets must succeed on a Will save or faII
instantly underhe Barovian vampi r e s dominatelpersomspele ,
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(caster | evel 12th). The ability has a ra
vampires might be able to affect different creature types with this power.

Energy Drain (8): A creature hit by a Barovian
weapon) gains two negative levels (Fortitude negates). This ability only triggers once per
round, regardless of the number of attacks a Barovian vampire makes. The Barovian vampire
heals 1Chit points or gains 10 temporary hit points for 1 hour (up to a maximum number of
temporary hit points equal to its full normal hit points).

Special Qualities A Barovian vampire gains the following.

Change Shape (SuA Barovian vampire can use change shape to assume the form of
a dire bat or wolf, abeast shape lI

Gaseous Form (Sups a standard action, a Barovian vampire can asgaseous
form at will (caster level 5th), but it can remain gaseous indefinitediyreas a fly speed of 20
feet with perfect manoeuvrability.

Shadowless (ExA Barovian vampire casts no shadows and shows no reflection in a
mirror.

Spider Climb (Ex)A Barovian vampire can climb sheer surfaces as though under the
effects of aspider ¢imb spell.

Ability Scores: See below. As an undead creature, a Barovian vampire has no
Constitution score.

Category Str Dex Int Wis Cha
Fledgling +6 +4 +2 +2 +4
Mature +6 +6 +2 +4 +4
Old +8 +6 +4 +4 +6
Ancient +8 +8 +4 +6 +6
Eminent +10 +8 +6 +6 +8
Patriarch +12 +10 +8 +8 +10

Skills: Barovian vampires gain a +8 racial bonus on Bluff, Perception, Sense Motive,
and Stealth checks.

Feats: Barovian vampires gain Alertness, Combat Reflexes, Dodge, Improved
Initiative, Lightning Reflexes, and Touglseeas bonus feats.

Goatsucker

A debased form of vampirism exists that affects only goblinoids. These goblin
vampires, or fAgoatsuckerso as they are co
pathetic of the vampiric strains. Unlike most vampirtegy can subsist off the blood of
animals, and are too cowardly to target humans di@athyfless their victim is alone or
helpless. A goatsucker is grotesquely distorted from its living form; they have translucent
skin and gaping mouths like lampreys.

The Goatsucker Template
Creating a Goatsucker
AfGoatsuckero is an acquired template that
or more Hit Dice (referred to hereafter as the base creature). A goatsucker uses the base
creatureds st attasnotadhere.abi | i ti es excep

d 9c
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Age Category | Speed | DR Fast Channel | Natural
Healing | Resistancqd AC

0-99 Fledgling | +0 10/cold iron 5 +2 +4 +1
100-199 | Mature +10 10/cold iron 5 +2 +4 +1
200299 | OId +10 10/cold iron and magic 6 +3 +5 +2
300499 | Ancient +20 10/coldiron and magic 6 +4 +5 +2
500999 | Eminent | +20 15/cold iron and magic 8 +5 +6 +3
1000+ | Patriarch | +30 15/cold iron and magic 10 +6 +6 +4

CR: See table above.

AL : Any evil.

Type: The <cr eat ur euddead (aygmentedpd ronrgcalailatelass
Hit Dice, BAB, or saves

Senses A goatsuckero6s darkvision increases

Armour Class: See table above

Hit Dice: Change all racial Hit Dice to d8s. Class Hit Dice are unaffected. As undead,
goatsuckers use their Charisma modifier to detegmbonus hit pointsinstead of
Constitution.

Defensive Abilities A goatsucker gains resistance to cold 10 and electricity 10, and
damage reduction, fast healing and channel resistance as shown in the table above, in addition
to all of the defensive abilés granted by the undead type. If reduced to O hit points in
combat, a goatsucker assumes swarm form (see below) and attempts to escape. It must rea
its grave home within 2 hours or be utterly destroyed. (It can normally travel up to 9 miles in
2 hours) Additional damage dealt to a goatsucker forced into swarm form has no effect.
Once at rest, the goatsucker is helpless. It regains 1 hit point after 1 hour, then is no longer
helpless and resumes fast healing.

WeaknessesGoatsuckers cannot tolerate #teong odour of garlic and will not enter
an area laced with it. Similarly, they recoil from strongly presented holy symbols. These
things donoét o aheymmetelly keepgt @tabays Al redoikng goatsucker must
stay at least 5 feet away from tharror or holy symbol and cannot touch or make melee
attacks against that creature. Holding a goatsucker at bay takes a standard action. After
round, a goatsucker can overcome its revulsion of the object and function normally each
round it makes a DC 2&/ill save.

Goatsuckers cannot enter any building with doors marked by the Goblin rune for the
sun. Goatsuckers are spiritually bound to their graves and can only rest in the dank pit in
which they were first buried.

Reducing a goatsluckrerloeweéri ti rpood pma csi ttaot
destroy it (see fast healing). However, certain attacks can slay goatsuckers. Exposing any
goatsucker to direct sunlight staggers it and destroys it utterly at the end of one round if it
does not escape. Eaobund of immersion in running water inflicts damage on a goatsucker
equal to one third of its maximum hit poidta goatsucker reduced to O hit points in thls
manner is destroyed. Driving 6 iron nai
it (this is a fultround action). However, it returns to life if the nails are removed, unless the
heart is cut out and burnt to ash.

Speed See table above.

Melee A goatsucker gains a bite attack if
for the btedepends on the goatsuckeroés si ze. It s
weapons for the purpose of overcoming damage reduction.

Special Attacks A goatsucker gains several special attacks. Save DCs are equal to 10
+halfgoat sucker 6 s Eltamodifigr ardessothervkise moi@c
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Blood Drain (Su) A goatsucker can suck blood with a bite attack, dealing 1d4 points
of Constitution damage. The goatsucker heals 5 hit points or gains 5 temporary hit points for
1 hour (up to a maximum number of teon@ry hit points equal to its full normal hit points)
each round it drains blood.

Children of the Night (Su)Once per day, a goatsucker can call forth 1d6+1 rat
swarms, 1d4+1 bat swarms, or 2d6 spider swarms as a standard action. (If the base creature |
not terrestrial, this power might summon other creatures of similar power.) These creatures
arrive in 2d6 rounds and serve the goatsucker for up to 1 hour.

Create Spawn (SuA goatsucker can create spawn out of those it slays with blood
drain, providedhat the slain creature is of theblinoid sulbype and has at least 5 Hit Dice.

The victim rises from death as a goatsucker in 1d4 days. This goatsucker is under the
command of t he goat sucker t hat created i
destriction. A goatsucker may have enslaved spawn totalling no more than twice its own Hit
Dice; any spawn it creates that would exceed this limit becomewiteel undead. A
goatsucker may free an enslaved spawn in order to enslave a new spawn, but onee freed,
goatsucker cannot be enslaved again. A goatsucker can create full goatsuckers but no
goatsucker spawn.

Frighten Animals (Su)The goatsucker has an aura that terrifies animals. Animals
become nervous within 300 ft of a goatsucker. Any animal within 30 ft must make a Will
save or be affected by faar spell (CL 7th). Whether or not the save is successful, that
creature cannotbef f ect ed again by the same goatsuc
affecting fear affect. As a touch attack, the goatsucker can frighten and enrage animals as
though they were affected by both tlage andconfusionspells (CL 7th).

Special Qualities A goatsucker gains the following.

Change Shape (Suh goatsucker can use change shape to assume the form of a dire
bat or worg, akeast shape Il

Shadowless (ExA goatsucker casts no shadows and shows no reflection in a mirror.

Spider Climb (Ex)A goatsucker can climb sheer surfaces as though under the effects
of aspider climbspell.

Swarm Form (Su)As a standard action, a goatsucker can change into a swarm of
biting flies (treat as a wasp swarm). The swarm has the same number of hit pdims a
goatsucker, and any damage done to the swarm affects the goatsucker. While in swarm form
a goatsucker cannot use any of its own special attacks, although it gains the natural weapon
and extraordinary special attacks of the swarm it transformétalso retains all of its usual
special qualities. While in swarm form, the goatsucker is still considered to be an undead
creature with its total number of Hit Dice. It can remain in swarm form until it assumes
another form; retakes its original formastandard action; or until the next sunrise.

Ability Scores: See below. As an undead creature, a goatsucker has no Constitution
score.

Category Str Dex Int Wis Cha
Fledgling +6 +2 +0 +2 +4
Mature +6 +4 +0 +4 +4
Old +8 +4 +2 +4 +6
Ancient +8 +6 +2 +6 +6
Eminent +10 +6 +4 +6 +8
Patriarch +12 +8 +6 +8 +10

Skills: Goatsuckers gain a +8 racial bonus on Bluff, Perception, Sense Motive, and
Stealth checks.
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Feats: Goatsuckers gain Alertness, Combat Reflexes, Dodge, Improved Initiative,
Lightning Reflexes, and Toughness as bonus feats.

Hulzurdan

Dwarves look forward to the afterlife as a final, lasting reward for a long lifetime of
service. Undeath is nothing less than a bitter betrayal of this glorious end. Hulzurdan are
solitary creatures thahun their own kind, both to shield themselves from the hatred of their
living kin and out of shame for their undead state. Hulzurdan have silver or white hair and
beards, and their skin feels as cold and hard as stone. They leave a faint trail ofugtave d
wherever they go.

The Hulzurdan Template
Creating a Hulzurdan

AHul zurdand is an acquired template th
Hit Dice (referred to hereafter as the bas
and abiities except as noted here.

Age Category | Speed | DR Fast Channel SR | Natural | CR
Healing | Resistance AC
0-99 Fledgling | +0 10/magic and silver 1/5 +4 12 | +8 +3
100 Mature +0 10/magic and silvelf 1/5 +4 14 | +8 +3
199
200 old +10 15/magic and silvell 2/6 +5 16 | +9 +4
299
300 Ancient | +10 15/magic and silver 2/7 +6 18 | +9 +4
499
500 Eminent | +20 20/magic and silver 3/8 +7 20 | +10 +5
999
1000+ | Patriarch | +30 20/magic and silver 3/10 +8 22 | +10 +6

CR: See table above.

AL : Any evil.

Type: The cr eat ur eubdead (aygmentedpd ronrgecalculate abass
Hit Dice, BAB, or saves.

Senses A hul zurdandéds darkvision increases
on stone surfaces.

Armour Class: See table above

Hit Dice: Changeall racial Hit Dice to d8s. Class Hit Dice are unaffected. As undead,
hulzurdans use their Charisma modifier to determine bonus hit pastesd of Constitution.

Defensive Abilities A hulzurdan gains resistance to cold 10 and electricity 10, and
damageeduction, fast healing, spell resistance and channel resistance as shown in the table
above, in addition to all of the defensive abilities granted by the undead type. The hulzurdan
heals at different rates above ground and below ground. If reducedt fodinks in combat, a
hulzurdan must attempt to return to its coffin usingsitenewalkability. It must reach its
coffin home within 2 hours or be utterly destroyed. Additional damage dealt to a hulzurdan at
this point has no effect. Once at rest, tlizlardan is helpless. It regains 1 hit point after 1
hour, then is no longer helpless and resumes fast healing.

WeaknessesHulzurdans cannot cross an unbroken line of metal shavings, even when
stone walking. Hulzurdan recoil from mirrors or strongly preed holy symbols. These

d 1z
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things donét & thay merdlyfkeep ihatiday A recding hulzurdan must stay
at least 5 feet away from the mirror or holy symbol and cannot touch or make melee attacks
against that creature. Holding a hulzurdan @ bkakes a standard action. After 1 round, a
hulzurdan can overcome its revulsion of the object and function normally each round it
makes a DC 25 Will save.

A hulzurdan is unable to enter any structure that is not constructed at least in part
from stone.

Reducing a hulzurdandés hit points
destroy it (see fast healing). However, certain attacks can slay hulzurdans. Exposmg a
hulzurdan to direct sunlight staggers it on the first round of exposure andttigrséane (as
flesh to stonegon the second consecutive round of exposure if it does not escapmeAto
flesh spell can reverse the transformation. Each round of immersion in a natural spring
inflicts damage on a hulzurdan equal to one third of itgimam hit point® a hulzurdan
reduced to 0 hit points in this manner is destroyed. Driving a piece of natural stone (such as a
stalactite) through a hel pl ess hraundzagtiord.a n 0 s
However, it returns to life ithe shaft is removed, unless its heart is cut out, soaked in oil for
3 days, and burnt in a dwarven forge.

Speed See table above.

Melee A hul zurdan gains a slam attack i f t

for the sl am depe sideslts oaturaltweapons ard treatad chs mayis I

weapons for the purpose of overcoming damage reduction.

Special Attacks A hulzurdan gains several special attacks. Save DCs are equal to 10
+halfhul zurdands HD + hul zur damted Cha modi f i

Blood Drain (Su) A hulzurdan can suck blood from a grappled opponent; if the
hulzurdan establishes or maintains a pin, it drains blood, dealing 1d4 points of Constitution
damage. The hulzurdan heals 5 hit points or gains 5 temporary hit poidtsiéorr (up to a
maximum number of temporary hit points equal to its full normal hit points) each round it
drains blood.

Children of the Night (SulOnce per day, a hulzurdan can call forth 2d8 badgers, 2d6
wolverines or 2d4 thogqua a standard actidmese creatures arrive in 2d6 rounds and serve
the hulzurdan for up to 1 hour.

Create Spawn (SuA hulzurdan can create spawn out of any dwarves it slays with
blood drain. To do so, the victim must be interred underground in a stone sarcophagus. The
maser vampire must visit the corpse and sprinkle it with powdered metals. If this occurs, the
victim rises from death as a hulzurdan in 1d4 days. This hulzurdan is under the command of
the hulzurdan that created it tructamAhulzuedemai n s
may have enslaved spawn totalling no more than twice its own Hit Dice; any spawn it creates
that would exceed this limit become fredlled undead. A hulzurdan may free an enslaved
spawn in order to enslave a new spawn, but once,fieeduilzurdan or hulzurdan spawn

creature the hulzurdan targets must succeed on a Will save or be panicked, as though by a
fear spell (caster level 1R). The ability has a range of 30 feet.

StrengthDrain(Su) A creature struck by a hul zur da
of Strength drain (Fortitude negates). The hulzurdan heals 5 hit points or gains 5 temporary
hit points for 1 hour (up to a mamum number of temporary hit points equal to its full
normal hit points) per successful attack.

Special Qualities A hulzurdan gains the following.

Spell Resistance (SW: hulzurdan cannot voluntarily lower its spell resistance.

cannot be enslaved again
Inspire Fear (Su) A hulzurdan can cause fear as a standard action. Any living
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Stonewalk (Su)At will as a standard action, a hulzurdan can merge with solid stone,
as ameld with stonspell (CL 12") except that it can move through the stone with a speed of
20 ft and can remain within the stone indefinitely.

Ability Scores: See below. As an undead dwg@, a hulzurdan has no Constitution
score.

Category Str Dex Int Wis Cha
Fledgling +6 +2 +2 +2 +4
Mature +8 +2 +2 +2 +4
Old +8 +4 +4 +4 +6
Ancient +10 +4 +4 +4 +6
Eminent +10 +6 +6 +6 +8
Patriarch +12 +8 +8 +8 +10

Skills: Hulzurdans gain a +8cial bonus on Bluff, Perception, Sense Motive, and
Stealth checks.

Feats: Hulzurdans gain Alertness, Combat Reflexes, Dodge, Improved Initiative,
Lightning Reflexes, and Toughness as bonus feats.

Jiang-Shi

Jangshi s (often knowm)asrfehampieragd vhaumyainr
feed on the exhaled life energy of the living. Ajismdhi 6 s appearance i s
the creaturebds corpse at the time of i ts
jlang-shis wear clothing oarmor that is at least one generation out of style. Additionally,
each has a short parchment prayer scroll affixed to its brow by stitches; originally intended to
protect the body from restless spirits, this scroll grants a-gangmmunity to magical
effects unleashed by items like scrolls and wands.

The Jiang -Shi Template
Creating a Jiang -Shi

AJi-amigo i s an acquired template that ¢
more Hit Dice (referred to hereafter as the base creature). Agidgng uses t he ba
stats and abilities except as noted here.

Age Category | DR Fast Channel Natural | CR
Healing | Resistance | AC
0-99 Fledgling | 10/magic and slashing | 5 +4 +2 +2
100199 | Mature 10/magic and slashing | 5 +4 +2 +3
200299 | Old 10/magic and slashing | 6 +5 +3 +3
300499 | Ancient 15/magic and slashing | 6 +6 +3 +4
500999 | Eminent 15/magicand slashing | 8 +7 +4 +4
1000+ Patriarch | 15/magic and slashing | 10 +8 +4 +5

CR: See table above.

AL : Any evil.

Type: The cr eat ur eubdead (aygmentedpd ronrgcalculate abass
Hit Dice, BAB, or saves.

Senses A jiang-shi gains darkvision 60 feet. It also gains the ability to sense the
breathing of living creaturésa jiangshi has blindsight to a range of 60 feet against creatures
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that breathe. A creature may hold its breath to prevent a-glainffom noticirg it in this
manner.

Armour Class: See table above

Hit Dice: Change all racial Hit Dice to d8s. Class Hit Dice are unaffected. As undead,
jiang-shi use their Charisma modifier to determine bonus hit pwistsad of Constitution.
SS.

Defensive Abilities A jiang-shi gains cold resistance 20, and damage reduction, fast
healing and channel resistance as shown in the table above, in addition to all of the defensive
abilities granted by the undead type. In addition, all jighig gain the following defensive
ability.

Prayer Scroll (Su) The scroll attached to the brow of a jiaslg grants immunity to
any effects generated from spetimpletion or speltrigger magic items, such as scrolls and
wands. Such magical effects treat the jighg as if it had unbeatable spell resistance. A
jjangshi 6s prayer scroll can be removed with
immediately ends the jamghi 6 s | mmunity to-sthhése pefafyeat
destroyed (a standard action), the vampire also loses its fast healityg Abiang-shi may
create a replacement prayer scroll by using any strip of parchment and a writing instrument,
but doing so requires 10 minutes of uninterrupted work.

If reduced to O hit points, a jiarghi crumbles to dust but is not destroyed. fiomas
in 1 minute with 1 hit point in the same space, or the nearest unoccupied space. Scattering the
dust before the jianghi reforms destroys it permanently, as does mixing rice into the dust
with a dose of holy water. Jiargiis are also susceptible wsnoden weapons carved from
peach trees, as such weapons represent the unity of all elements and life to these creatures.
wooden weapon carved from a peach tree automatically bypasses & jmngb s dam
reduction. Additionally, any successful hit frasnch a weapon that reduces a jimhgto O
hit points immediately destroys the creature. Although they normally retreat from daylight,
jlang-shis are not destroyed by sunlight like regular vampires and can move around during
the day without harm.

Weaknesses Jiangshis recoil from mirrors or the sound of handbells rung within 10
feet of them. Cooked rice, which to jiasbis mocks the fundamental fact that they no longer
eat food, shames them into recoi l-shdtheyas
merely keep it at bay for a period of time. A recoiling jiastg must stay at least 5 feet away
from the object of its revulsion, and cannot touch or make melee attacks against a creature
brandishing the object during that round. Holding a jiahgatbay takes a standard action.
After being held at bay for 1 round, a jiashi can attempt to overcome its revulsion of the
object and function normally each round it makes a DC 20 Will save at the start of its turn.

Speed A jiang-shi moves only by hoppg. This mode of movement is somewhat less

swift than regular movement, and thusajisngi 6 s base speed is red
base creatureds speed, to a mini mum of 10
jiang-shi to ignore the effés of difficult terrain on movement, and makes it impossible to
trip. Other speeds (like fly or swim speeds) are not affected by this reduction.

Melee A jiangs h i gains a bite attack and 2 cl
have them. Damage fdné bite attack depends on thejismgn i 6 s si z e, but its

damage as a creature two size categories larger. For a Mediurshiarggbite attack deals
1d6 points of damage and a claw attack deals 1d8 points of damage. A jrangb s c | aws

even more dangerous than this, thaughe e t he Abr ut al cl aws-0 spec
shids natur al weapons are treated as magic
reduction.

Special Attacks A jiang-shi gains several special attacks. SA@s are equal to 16
halfthe jiangs hi 6 s Hi t Bihcded s+ Chhaer ijsimmangnodi fi er un

d 1%
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Brutal Claws (Ex)Ajiangs hi 6 s nail s are brutally sh
will. They threaten a critical hit on a roll of 120 and grant the grab ability. A jiarghi with

monk levels gains this enhanced critical threat range and grab ability with its unarmed
attacks, and uses its unarmed monk damage or its claw damage, whichever is higher, when
making such attacks.

Create Spaw (Su) A jiang-shi can create spawn out of those it slays with its drain
chi, provided that the slain creature is of the same creature type as the Jiangds b a
creature type. The victim rises from death as a jsmnigvhen its creator prepares a praye
scroll (typically 1d4 days). This jiarshi is under the command of the jiasly that created
it and remains ensl| aved tshmtaylhave endavethgpawne r 6
totalling no more than twice its own Hit Dice; any spawn it ciedbat would exceed this
limit become freewilled undead. A jiangshi may free an enslaved spawn in order to enslave
a new spawn, but once freed, a jigslg or jiangshi spawn cannot be enslaved again.

Drain Chi (Su) Instead of draining blood, a jiarg) i drains fAchi, o
from a victi mo s-shbmakes & duccessiihgeappleahegki(irmaadition to any
other effects caused by a successful check, including additional damage), th&hjiaag
attempt to drain chi by drinkingthei ct i més br eat h. The victi
making a successful Fortitude save. On a failed save, the victim gains 1 negative level and is
staggered for 1d4 rounds.

Ability Scores: See below. As an undead creature, a jiginghas no Constituin
score.

Category Str Dex Int Wis Cha
Fledgling +4 +6 +2 +4 +2
Mature +4 +8 +2 +4 +4
Old +6 +8 +4 +6 +4
Ancient +6 +10 +4 +6 +6
Eminent +8 +10 +6 +8 +6
Patriarch +10 +12 +8 +10 +8

Skills: Jiangshis gain a +8 racial bonus on Acrobatics, Perception, and Stealth
checks.

Feats Jiangshis gain Alertness, Dodge, Mobility, Skill Focus (Acrobatics), and
Spring Attack as bonus feats.

Kuei-jin

Thekueij i n (or Aor i ent allands with gastere culfuren suchg@s n a
the domain of Rokushima Téiyoo. It is the strain of vampirism that is oriental, not necessarily
the base creature. All kugh possess slightly luminous skin, long, rastiarp fingernails
and stark white hair. Bbtnails and hair grow longer with age: for each century of undeath, a
kuetj i nés nails grow 1 inch and its hair grow
while the kueijin sleeps in its coffin. Truly ancient kugn often wear their hair inong
braids or allow it to enshroud them like cobwebs.

The Kuei-jin Template

Creating a Kuei -jin
AKujeiindo i s an acquired template that ¢

more Hit Dice (referred to hereafter as the base creature). Mosfjirkueere once
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humanoids, fey, or monstrous humanoids. A juein uses the Dbase ¢
abilities except as noted here.

Age Category | Speed | DR Fast Channel Natural | CR
Healing | Resistance | AC
0-99 Fledgling | +10 10/magic and silver| 5 +4 +6 +2
100199 | Mature +10 10/magic and silver| 5 +4 +6 +3
200299 | OId +10 10/magic and silver| 6 +5 +7 +3
300499 | Ancient +20 15/magic and silver| 6 +6 +7 +4
500999 | Eminent | +20 15/magic and silver| 8 +7 +8 +4
1000+ | Patriarch | +30 15/magic and silver| 10 +8 +8 +5

CR: See table above.

AL : Any evil.

Type: The cr eat ur eubdead (aygmentedpd ronrecalclate obass
Hit Dice, BAB, or saves.

SensesA kuetjin gains darkvision 60 ft.

Armour Class: See table above

Hit Dice: Change all racial Hit Dice to d8s. Class Hit Dice are unaffected. As undead,
kuetjin use their Charisma modifier to deten@ bonus hit pointsistead of Constitution.

Defensive Abilities A kuetjin gains resistance to cold 10 and electricity 10, and
damage reduction, fast healing and channel resistance as shown in the table above, in additio
to all of the defensive abilés granted by the undead type. If reduced to O hit points in
combat, a kuejin becomes invisible and intangible (see below) and attempts to escape. It
must reach its coffin home within 2 hours or be utterly destroyed. Additional damage dealt to
a kuetjin forced into intangible form has no effect. Once at rest, thejikuis helpless. It

regains 1 hit point after 1 hour, then is no longer helpless and resumes fast healing.
Weaknesses Kuekjin cannot tolerate the odour of burning incense made from
rosenary and myrrh and will not enter an area laced with its smoke. Similarly, they will

recoil from garl ands woven from -ind & merelyr y
keeps it at bay. A recoiling kugh must stay at least 5 feet away from thelayad and
cannot touch or make melee attacks against that creature. Holding-jm latebay takes a
standard action. After 1 round, a kyi&i can overcome its revulsion of the object and
function normally each round it makes a DC 25 Will save.

Reducinga kuetj i n6s hi t points to 0 or |l ower
destroy it (see fast healing). However, certain attacks can slayilkkugkposing any kuejin
to direct sunlight staggers it on the first round of exposure and destroys iy oitethe
second consecutive round of exposure if it does not escape. Each round of immersion in
running water inflicts damage on a kyjiei equal to one third of its maximum hit poiéts
kuetjin reduced to O hit points in this manner is destroyed. Drigigmboo shaft through a
helpless ketj i nds heart i nst anmund actios). Haweeer, it returns toh i s
life if the shaft is removed, unlebtessis cast on a rosemary blossom placed in the-kuein 6 s
mouth and its lips and eyelidseasewn shut with a silver needle.

Speed See table above. If the base creature has a swim speed, thm ksigiot
unduly harmed by running water.

Melee Akuerj i n gains 2 claw attacks i
for the claws depersdonthe kuej i nds si ze. l'ts sl am aI Sso cau
natural weapons are treated as magic weapons for the purpose of overcoming damage‘

reduction.
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Special Attacks A kuekjin gains several special attacks. Save DCs are equal+o 10
halfkuetj i n6s HD mésku@ha modifier unless otherw

Blood Drain (Su) A kuetjin can suck blood from a grappled opponent; if the Huei
establishes or maintains a pin, it drains blood, dealing 1d4 points of Constitution damage.
The kuetjin heals 5 hit points or gains 5 temporary hit points for 1 hour (up to a maximum
number of temporary hit points equal to its full normal hit points) each round it drains blood.

Children of the Night (SulOnce per day, a kugin can call forth 1dé1 cat swarms
(as rat swarmsdr 2d6 panthers as a standard action. (If the base creature is not terrestrial,
this power might summon other creatures of similar power.) These creatures arrive in 2d6
rounds and serve the kyj@ for up to 1 hour.

Create $awn (Su)A kuekrjin can create spawn out of those it slays with blood drain
or energy drain, provided that the slain creature is of the same creature type as-the kué s
base creature type. The victim rises from death as ajikug 1d4 days. This kekjin is
under the command of the kejeii n t hat created it, and r ema
destruction. A kuejin may have enslaved spawn totalling no more than twice its own Hit
Dice; any spawn it creates that would exceed this limit becagseviled undead. A kuejin
may free an enslaved spawn in order to enslave a new spawn, but once freeginaokuei
kuetjin spawn cannot be enslaved again.

Energy Drain (Su)A creature hit by a kugii nds ¢l aws (or other
gains two nedgtive levels (Fortitude negates). This ability only triggers once per round,
regardless of the number of attacks a §uemakes. The kugin heals 10 hit points or gains
10 temporary hit points for 1 hour (up to a maximum number of temporary hit pojinds to
its full normal hit points).

Mesmerism (Su)A kuetjin can paralyse an opponent as a standard action. Anyone
the kueijin targets must succeed on a Will save or be paralysed as thoudmoltrmonster
spell (caster level ). The ability has range of 30 ft.

beast shape |l
Corrosion (Su): Any nortmagical weapon that strikes a kyiei takes 1 point of
damage due to aging. This damage bypasses
Invisibility (Su): A kuekjin can turn itseliinvisible as a standard action. It can remain
invisible indefinitdy, but still becomes immediately visible if it makes a direct attack.
Shadowless (ExA kuetjin casts no shadows and shows no reflection in a mirror.
Weightless Step (Sujt will, the kuetjin canlevitate(caster level 1‘?), except that it
can alsanove horizontally forward at 10 ft per round (20 ft if ancient or older).
Ability Scores: See below. As an undead creature, a -knehas no Constitution

Speltike Abilities (Sp)At will: insect plague, passwalCaster level 12
Special Qualities A kuekjin gains the following.
Change Shape (SuA kuetjin can use change shape to assume the form of a tiger, as

score.

Category Str Dex Int Wis Cha
Fledgling +6 +4 +2 +2 +4
Mature +8 +4 +2 +4 +4
Oold +8 +6 +4 +4 +6
Ancient +10 +6 +4 +6 +6
Eminent +10 +8 +6 +6 +8
Patriarch +12 +10 +8 +8 +10
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Skills: Kueijin gain a +8 racial bonus on Bluff, Perception, Sense Motive, and
Stealth checks.

Feats: Kuei-jin gain Alertness, Combat Reflexes, Dodge, Improveadiative,
Lightning Reflexes, and Toughness as bonus feats.

Nonaris

When some gnomes claim that life is litle more than a cruel cosmic joke, it is the
nonari s or fAgnome vampireo they offer as t
nonari® s fl esh, sl owl vy turning their skin f
mummification. Strikingly, all nonari are completely mute, robbing them of the ability to tell
the jokes and stories they enjoyed in life.

The Nonaris Template
Creating a Nonaris

ANonariso is an acquired template that
Dice (referred to hereafter as the base cr
abilities except as noted here.

Age Category| Speed| DR Fast Channel | Laugh| Natural| CR
Healing | Resistance AC
0-99 Fledgling| +0 10/magic and silve| 3 +4 1d4 +6 +1
100 Mature | +10 10/magic and silve| 3 +4 1d6 +6 +1
199
200 Old +10 10/magic and silve| 5 +5 1d8 +7 +2
299
300 Ancient | +20 15/magic and silve| 5 +5 1d8 +7 +2
499
500 Eminent | +20 15/magic and silve| 6 +6 1d10 | +8 +3
999
1000+ | Patriarch| +30 15/magic and silve| 8 +7 1d10 | +8 +4

CR: See table above.

AL : Any evil.

Type: The cr eat ur eubdead (aygmentedpd ronrgcalculate abass
Hit Dice, BAB, orsaves.

Armour Class: See table above

Hit Dice: Change all racial Hit Dice to d8s. Class Hit Dice are unaffected. As undead,
nonari use their Charisma modifier to determine bonus hit poistisad of Constitution.

Defensive Abilities A nonaris gains m@stance to cold 20, electricity 20 and fire 20,
and damage reduction, fast healing, and channel resistance as shown in the table above, in
addition to all of the defensive abilities granted by the undead type. If reduced to O hit points
in combat, a non& immediately assumespectral formand must attempt to return to its
coffin. It must reach its coffin home within 2 hours or be utterly destroyed. Additional
damage dealt to a nonaris at this point has no effect. Once at rest, the nonaris is helpless. It
regains 1 hit point after 1 hour, then is no longer helpless and resumes fast healing.

WeaknessesNonari recoil from silver mirrors or strongly presented holy symbols
and are fascinated by gemst odteymerdiytkeecga& t hi
bay. A recoiling nonaris must stay at least 5 feet away from the mirror or holy symbol and
cannot touch or make melee attacks against that creature. Holding a nonaris at bay takes
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standard action. After 1 round, a nonaris can overcome its revasiascination with the
object and function normally each round it makes a DC 25 Will save. Attacking immediately
ends the fascination.

A nonaris is unable to enter any structure unless it raps once on the door and a living
creature responds. In lands evl nonari roam, wary residents will not respond until a
visitorés second or third knock.

Reducing a nonarisés hit points to O
destroy it (see fast healing). However, certain attacks can slay nonari. Exposingrs to
direct sunlight destroys it completely at the end of one round. Driving a silver spike through a
hel pl ess nonari so6s he arfrdundiactian}. ldoweveryit resuinaty s |
life if the shaft is removed, unless its hands aunt off, its eyes replaced by gems worth at
least 100 gp, and it is nailed into a coffin and reburied.

Nonari are mute. A nonaris spellcaster must use the Silent Spell feat to cast spells.

Speed See table above.

Melee A nonaris gains a slam attadki t he base creature didn
the slam depends on the nonarisés size. | t
the purpose of overcoming damage reduction.

Special Attacks A nonaris gains several special attacks. Save DCsoara to 10+
hafnonari sé6s HD + nonarisodos Cha modifier unl e

Blood Drain (Su) A nonaris can suck blood from a grappled opponent; if the nonaris I

establishes or maintains a pin, it drains blood, dealing 1d4 points of Constitutionedamag
The nonaris heals 5 hit points or gains 5 temporary hit points for 1 hour (up to a maximum
number of temporary hit points equal to its full normal hit points) each round it drains blood.

Create Spawn (SUf nonaris can create spawn out of any gnomiéls at least 5 Hit
Dice it slays with blood drain. To do so,
vampire itself for 3 full days. The master vampire is not even able to leave to feed. If thls
occurs, the victim rises from death as a nondrigs nonaris is under the command of the
nonaris that created it, and remains ensl
have enslaved spawn totalling no more than twice its own Hit Dice; any spawn it creates that
would exceed this limit beooe freewilled undead. A nonaris may free an enslaved spawn in
order to enslave a new spawn, but once freed, a nonaris cannot be enslaved again.

Nonari can only create full nonari, not nonari spawn.

Dexterity Drain (Su) A cr eat ur e s dlamwattagk suifers 1d4 paoirdsn a r
of Dexterity drain (Fortitude negates). The nonaris heals 5 hit points or gains 5 temporary hit
points for 1 hour (up to a maximum number of temporary hit points equal to its full normal
hit points) per successful attack.

Dominate Animals (Su) A nonaris can crush an ani
The ani mal must succeed on a Wil/ save
though by alominate animaspell (caster level 12th). The ability has a range dea@

Mocking Grin (Su)Once per 10 min, the nonaris can twist its features into a leering 1

grin. This ability is a gaze attack that requires a standard action and has a range of 30 ft.
Anyone who can see the nonar i s écteddyradeoes mu st
laughter (CL 12th), except the duration is 1d6 rounds and victims of a different type do not
receive a bonus to their save. In addition, victims suffer damage each round they laugh, as
shown in the table above.

Special Qualities A nonars gains the following.

Change Self (Sp)t will as a standard action, the nonaris change selfCL 12"),
except it can maintain the illusion indefinitely.

Metal Immunity (Su):Metal weapons (except silver) pass harmlessly through a
nonarisdé body, regardless of the weaponés
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damage of a different type (e.g. fire), the nonaris is subject to that weapon, but otherwise
takes no damage all.

Sceptic (Ex)A nonaris automatically disbelieves all illusions.

Spectral Form (Su)At will as a standard action, a nonaris can assume a form similar
to a wil!|l o6 wisp. 't can remain in this
perfect manoeuvrability. It is incorporeal, but cannot pass through force effects, living
creatures, or materials made out of eheimg material (such as leather or wood).

Spider Climb (Ex)A nonaris can climb sheer surfaces as though under the affects
aspider climbspell, provided the surface is made of an inorganic material.

Ability Scores: See below. As an undead creature, a nonaris has no Constitution
score.

Category Str Dex Int Wis Cha
Fledgling +0 +6 +2 +6 +4
Mature +0 +8 +2 +8 +4
Old +2 +8 +4 +8 +6
Ancient +2 +10 +4 +10 +6
Eminent +4 +10 +6 +10 +8
Patriarch +6 +12 +8 +12 +10

Skills: Nonari gain a +8 racial bonus on Bluff, Perception, Sense Motive, and Stealth
checks.

Feats: Nonari gain Alertness, Combat Reflexes, Dodge, Improvweitiative,
Lightning Reflexes, and Toughness as bonus feats.

Nosferatu

Vampirism is a living curse, but nothing that counts it age in millennia can remain the
same forever. The curse of thesferatulacks the elegance and romance of more modern
forms of vampirism, harkening to a forgotten age of verminous hunger and eerie powers.
Granted eternal life but not eternal youttosferatuare withered, embittered corpskees,
their forms rigid with rigomortis, eyes wide and intense, with olemge, yellowed incisors
like a rat.

The Nosferatu Template
Creating a nosferatu

fiNosferaté i s an acquired template that <can
more Hit Dice (referred to hereafter as thasé creature). Moshosferatuwere once
humanoids, fey, or monstrous humanoifsnosferatuu s es t he base <cr ea
abilities except as noted here.
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Age Category | Speed | DR Fast Channel Natural | CR
Healing | Resistance | AC

0-99 Fledgling | +0 5/wood and 5 +4 +8 +2
piercing

100-199 | Mature +10 5/wood, piercing| 5 +4 +8 +2
magic

200299 | OId +10 10/wood, piercing] 6 +5 +9 +3
magic

300499 | Ancient +20 10/wood, piercing] 6 +6 +9 +3
magic

500999 | Eminent | +20 15/wood, piercing] 8 +7 +10 +4

magic

1000+ | Patriarch | +30 15/wood, piercing| 10 +8 +10 +5
magic

CR: See table above.

AL : Any evil.

Type: The cr eat ur eubdead (aygmentedpd ronrgcalculate abass
Hit Dice, BAB, or saves.

SensesA nosferatugains darkvision 60 ft, low light vision and scent.

Armour Class: See table above

Hit Dice: Change all racial Hit Dice to d8s. Class Hit Dice are unaffected. As undead,
Nosferatwse their Charisma modifier to determine bonus hit pamstead of Congution.

Defensive Abilities A nosferatugains resistance to cold 10, electricity 10 and sonic
10, and damage reduction, fast healing and channel resistance as shown in the table above, i
addition to all of the defensive abilities granted by the undtigael If reduced to O hit points
in combata nosferatlassumes swarm form (see below) and attempts to escape. It must reach
its coffin home within 2 hours or be utterly destroyed. (It can normally travel up to 9 miles in
2 hours.) Additional damage de#dta nosferatdorced into swarm form has no effect. Once
at rest, thenosferatus helpless. It regains 1 hit point after 1 hour, then is no longer helpless
and resumes fast healing.

WeaknessesNosferatucannot tolerate the strong odour of garlic and mot enter
an area laced with it. Similarly, they recoil from mirrors or strongly presented holy symbols.
These thi ngs nodferatdthey mmeaety rkeep ihad bay. A recoilingsferatu
must stay at least 5 feet away from the mirror or holy syrabd cannot touch or make
melee attacks against that creature. Holdimgpsferatat bay takes a standard action. After 1
round,a nosferatican overcome its revulsion of the object and function normally each round
it makes a DC 25 Will save.

Nosferatucannot enter a private home or dwelling unless invited in by someone with
the authority to do so.

Reducinga nosferatt s hi t points to O or | ower
destroy it (see fast healing). However, certain attacks cannsaferat. Exposing any
nosferatuo direct sunlight staggers it on the first round of exposure and destroys it utterly on
the second consecutive round of exposure if it does not escape. Each round of immersion in
running water inflicts damage @nosferatiequalto one third of its maximum hit poirdsa
nosferatueduced to 0 hit points in this manner is destroyed. Driving a wooden stake through
a helplesswosferatd s heart i nst an t-robupd astiorg. Hewevert it réturnk i s
to life if the stakas removed, unless the head is also severed and anointed with holy water.

Speed See table above. If the base creature has a swim speetsfieeatuis not
unduly harmed by running water.
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Melee A nosferatugains a claw attack if the base creature diin h a v e
nosferatd s cl aw deals damage as thought it
treated as magic weapons for the purpose of overcoming damage reduction.

Special Attacks A nosferatugains several special attacks. Save DCs analdéq 10
+ halfnosferatd s HDsferatd s Cha modi fi er unl ess other

Blood Drain (Su) A nosferatucan suck blood from a grappled opponent; if the
nosferatuestablishes or maintains a pin, it drains blood, dealing 1d4 points of Constitution
and Wisdom damage. Thwsferatuheals 5 hit points or gains 5 temporary hit points for 1
hour (up to a maximum number of temporary hit points equal to its full normal hit points)
each round it drains blood.

Create Spawn (SuA nosferatucan create spawaut of those it slays with blood
drain, provided that the slain creature is of the same creature type agstheatd s b a s e
creature type. The victim rises from deathaasosferatun 1d4 days. Thisiosferatus under
the command of thenosferatut h at created it, and remains
destruction A nosferatumay have enslaved spawn totalling no more than twice its own Hit
Dice; any spawn it creates that would exceed this limit becomewiteel undead.A
nosferatumay free an eslaved spawn in order to enslave a new spawn, but once &eed,
nosferatwr nosferatuspawn cannot be enslaved again.

Dominate (Su)A nosferatucan crushthewill of a humanoid or animals a standard
action. Anyone thaosferatutargets must succeed @ Will save or fall instantly under the
nosferatd s i nf | ue n c edpminate petsdoodorgirrate Bnymasaell (caster level
12th). The ability has a range of 30 feet.

Telekinesis (Su)As a standard actiora nosferatucan usetelekinesis as he spell
(caster level 12th).

Special Qualities A nosferatugains the following.

Shadowless (ExA nosferatucasts no shadows and shows no reflection in a mirror.

Spider Climb (Ex)A nosferatucan climb sheer surfaces as though under the effects
of aspider climbspell.

Swarm Form (Su)As a standard actiorg nosferatucan change into a bat swarm,
centipede swarm, rat swarm, or spider swarm. The swarm has the same number of hit point
as thenosferaty and any damage done to the swarm affectsxtséeratu While in swarm
form, a nosferatucannot use any of its own special attacks, although it gains the natural
weapons and extraordinary special attacks of the swarm it transformed in. It also retains all of

3

its usual special qualities. While in swaform, the nosferatuis still considered to be an
undead creature with its total number of Hit Dice. It can remain in swarm form until it
assumes another form; retakes its original form as a standard action; or until the next sunrise
Telepathy (Su)A noderatucan communicate telepathically with any creature within
60 feet that speaks the same languages. In addition, it can communicate with any animal,
magical beast, or vermin.
Ability Scores: See below. As an undead creatwmenosferatthas no Constition
score.

Category Str Dex Int Wis Cha
Fledgling +2 +4 +2 +6 +4
Mature +4 +6 +2 +6 +4
Old +4 +6 +4 +8 +6
Ancient +6 +8 +4 +8 +6
Eminent +6 +8 +6 +10 +8
Patriarch +8 +10 +8 +12 +10
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Skills: Nosferatugain a +8 racial bonus on Perception, Sense Motive, and Stealth
checks.

Feats: Nosferatugain Alertness, Improved Initiative, Lightning Reflexes, and Skill
Focus (twice) as bonus feats.

Obyri

Obyri (or fAdaywal ker v amptothegauch,)butdecane n at
as flushed and warm as any living person for several hours after feeding. Obyri often grow
more attractive with the passing of centuries as old scars fade and coarse features become
smooth. Patriarch obyri are reputed to have slgnsmooth as porcelain. Their ability to
tolerate sunlight, ape the living, and control the minds of their victims make them a far more
subtle threat than most other strains of vampire, although they are less hardy in direct combat.

The Obyri Template

Creating an obyri

AObyri o is an acquired template that ca
more Hit Dice (referred to hereafter as the base creature). Most obyri were once humanoids,
fey, or monstrous humanoi d stats ahdhabilitiésyexceptas s e s
noted here.

Age Category | Speed | DR Lunar Channel Natural | CR
Regen. | Resistance| AC
0-99 Fledgling | +0 10/magic and silver| +0 +4 +6 +2
100199 | Mature +10 10/magic and silver| +0 +4 +6 +2
200299 | OId +10 10/magic and silver| +1 +5 +7 +3
300499 | Ancient +20 15/magic and silver| +1 +6 +7 +3
500999 | Eminent | +20 15/magic and silver| +2 +7 +8 +4
1000+ | Patriarch | +30 15/magic and silver| +3 +8 +8 +5

CR: See table above.

AL : Any evil.

Type: The cr eat ur eubdeadaugnpeptedPbd ronrgealculate abass
Hit Dice, BAB, or saves.

SensesAn obyri gains darkvision 60 ft.

Armour Class: See table above

Hit Dice: Change all racial Hit Dice to d8s. Class Hit Dice are unaffected. As undead,
obyri use their Charisma modifieo determine bonus hit points instead of Constitution.

Defensive Abilities An obyri gains resistance to cold 10 and electricity 10, and
damage reduction and channel resistance as shown in the table above, in addition to all of the
defensive abilities gnted by the undead type. If reduced to O hit points in combat, the obyri
collapses as if slain, but is not truly slain. If exposed to moonlight, it begins to regenerate.

WeaknessesObyri cannot tolerate the strong odour of garlic and will not enter an
area laced with it. Similarly, they recoil from mirrors or strongly presented holy symbols.
These things ddthe§ merely &eepmit at bhyeA recbilyng abyri must stay at
least 5 feet away from the mirror or holy symbol and cannot touch ke malee attacks
against that creature. Holding an obyri at bay takes a standard action. After 1 round, an obyri
can overcome its revulsion of the object and function normally each round it makes a DC 25
Will save.
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Reducing an obyriéwerhitn@apadist attoe s0 i @
destroy it (see lunar regeneration). However, certain attacks can slay obyri. Each round of
immersion in running water inflicts damage on an obyri equal to one third of its maximum hit
point® an obyri reduced to Oithpoints in this manner is destroyed. Driving a wooden stake
through a hel pless obyr i 6s-rotnd action). Howeser,d n t |
returns to life if the stake is removed and it is exposed to moonlight, unless it is consumed by
flame or its limbs are scattered beyond the reach of its surviving minions.

Speed See table above. If the base creature has a swim speed, the obyri is not unduly
harmed by running water.

Melee An obyri gains a sl am etoneaDarkagafdr t he
the attack depends on the obyrids size. I t s
the purpose of overcoming damage reduction.

Special Attacks An obyri gains several special attacks. Save DCs are equal+o 10
hafobyri $solHypr i 6s Cha modi fier unless other wi

Blood Drain (Su) An obyri can suck blood from a grappled opponent; if the obyri
establishes or maintains a pin, it drains blood, dealing 1d4 points of Constitution damage.
The obyri heals 5 hit points or gai 5 temporary hit points for 1 hour (up to a maximum
number of temporary hit points equal to its full normal hit points) each round it drains blood.
The victim must also make a Will save ordmminated

A rare subtype of obyri, called cerebral vampimsal Intelligence damage instead.

Victims reduced to O Intelligence fall into a catatonic stupor; if killed while in this stupor they
return as cerebral vampires with their original Intelligence intact.

Dominate (Su)An obyri can crush a humanoid oppane 6 s wi | | as a s
Anyone the obyri targets must succeed on
influence, as though bydominate persospell (caster level 12th). The ability has a range of
30 feet. At t he Gy dnght leiaklecto affect diffarent ceeatureetypes
with this power.

Children of the Night (SuOnce per day, an obyri can call forth 1d6+1 rat swarms,
1d4+1 bat swarms, or 2d6 wolves as a standard action. (If the base creature is not terrestrial
this power might summon other creatures of similar power.) These creatures arrive in 2d6
rounds and serve the obyri for up to 1 hour.

Create Spawn (Sufn obyri can create spawn out of those it slays with blood drain
or energy drain, provided that the slaim eat ure i s of the same ¢
base creature type. The victim rises from death as an obyri in 1d4 days. This obyri is under
the command of the obyri that created it,
An obyri may h&e enslaved spawn totalling no more than twice its own Hit Dice; any spawn
it creates that would exceed this limit become -fmdéed undead. An obyri may free an
enslaved spawn in order to enslave a new spawn, but once freed, an obyri or obyri spawn
canna be enslaved again.

Special Qualities An obyri gains the following.

Change Shape (SuAn obyri can use change shape to assume the form of a dire bat
or wolf, asbeast shape |l

Daylight Powerlessness (Exjlthough obyri are not directly harmed byndight,
they cannot use any of their supernatural abilities between sunrise and sunset. An obyri that is
actually exposed to direct sunlight must sleep in its coffin for 8 full hours to regain its
powers. An obyri can continue to exert influence over presly dominated victims during
the day but cannot dominate new ones. An obyri caught in an alternate from by daybreak is
trapped in that form until it regains its powers.

d 25c
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Gaseous Form (Sups a standard action, an obyri can assgaseous fornat will
(caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet with
perfect manoeuvrability.

Lunar Healing (Su): An obyri gains thdast healingtrait whenever it is exposed to
direct moonlight. The obyri heals at a rate determined by the phase of the moon, plus a bonu
based on its age category.

Crescent (13 days per month)

Half (8 days per month)

Gibbous (4 days per month)

O |~w

Full (3 daysper month)

The obyri cannot die as long as f&st healingis still functioning. Fire, acid and
blessedo r holy weap o n sfastchaalirggte stdp Huactionilgyon thé mund
following the attack. During this round, it does not heal and lmrkilled (although see
above).Obyri exposed to moonlightan reattach severed limbs (regardless of how long it has
been since they were severed) but cannot regrow them. An obyri dealdtits head and
torso are separated, but can if they are retadiz

Restful Sleep (ExJ50 long as it has at least 1 hit point, an obyri heals 1 hit point per
Hit Dice per hour that it spends lying in its coffin.

Spider Climb (Su)An obyri can climb sheer surfaces as though under the effects of a
spider climbspel.

Ability Scores: See below. As an undead creature, an obyri has no Constitution score.

Category Str Dex Int Wis Cha
Fledgling +4 +4 +2 +2 +6
Mature +4 +4 +4 +2 +8
Old +6 +6 +4 +4 +8
Ancient +6 +6 +6 +4 +10
Eminent +8 +8 +6 +6 +10
Patriarch +10 +10 +8 +8 +12

Skills: Obyri gain a +8 racial bonus on Bluff, Perception, Sense Motive, and Stealth
checks.

Feats: Obyri gain Alertness, Combat Reflexes, Dodge, Improved Initiative, Lightning
Reflexes, and Toughness as bonus feats.

Penanggalan

Penanggalans are among the most fearsome undead creatures in existence. They prey
on the weak and sickly, attacking lone farmhouses or small bands of travellers while they
sleep. In its natural form, a penanggalan is a horrid floating head, with emta#sines, and
internal organs hanging down from the neck. The creature can manipulate these gruesome
tentacles with hideous strength, whipping them around throats and limbs to squeeze the life
out of its victims before feeding on their blood.

Penanggalas prefer to use stealth and guile to search for food. They can appear as the
mortal humans they were in life by squeezing their entrails back into their original bodies,
and often infiltrate isolated communities disguised as travellers or peasants.afhegylyg
feed in their natural form, however, and they are easily recognized in this form.
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The Penanggalan Template
Creating a Penanggalan

APenanggal ano is an acquired template t ha
or more Hit Dice (referred tbereafter as the base creature). Most penanggalans were once
humanoids or monstrous humanoids and nearly all penanggalans are female. A penanggala
uses the base creatureb6s stats and abiliti
Age Category | Fly DR Fast Channel Natural | CR

Speed Healing | Resistance| AC
0-99 Fledgling | 60 5/silver and slashing | 5 +4 +6 +1
100199 | Mature 70 5/silver and slashing | 5 +4 +6 +1
200-299 | Old 70 10/silver and slashing 6 +5 +7 +2
300499 | Ancient 80 10/silver and slashing 6 +6 +7 +2
500999 | Eminent | 80 15/silver and slashing 8 +7 +8 +3
1000+ | Patriarch | 90 15/silver and slashing 10 +8 +8 +4

CR: See table above.

AL : Any evil.

Type: The cr eat ur eubdead (aygmentedpd ronrgecalculate abass
Hit Dice, BAB, or saves.

SensesA penanggalan gains darkvision 60 ft.

Armour Class: See table above

Hit Dice: Change all racial Hit Dice to d8s. Class Hit Dice are unaffected. As undead,
Penanggalans use their Charisma modifier to determine bonus hit postésd of

Constitution.

Defensive Abilities: A penanggalan gains resistance to cold 10 and fire 10, and
damage reduction, fast healing and channel resistance as shown in the table above, in addition
to all of the defensive abilities granted by the undead type.

Weaknesses A penanggkn gains light sensitivity. In addition, a penanggalan is
staggered while outside of her human body and exposed to direct sunlight.

Speed Same as the base creature when in humanoid form. When in its true form, the
penanggalan may only fly at the spesddwn in the table above with good manoeuvrability.

Melee A penanggalan in humanoid forms retains the attacks of the base creature. In
its true form, it gains a bite attack and
slam are treateds magic weapons for the purpose of overcoming damage reduction.

Special Attacks A penanggalan gains several special attacks. Save DCs are equal to
10+hafpenanggal andéds HD + penanggal anés Cha

Blood Drain (Su) A penaggalan can suck blood from a grappled opponent; if the
penanggalan establishes or maintains a pin, it drains blood, dealing 1d4 points of Constitution
damage. The penanggalan heals 5 hit points or gains 5 temporary hit points for 1 hour (up to
a maximum nmber of temporary hit points equal to its full normal hit points) each round it
drains blood.

Create Spawn (Su)Vhen a penanggalan slays a female humanoid via blood drain,
and if that slain humanoid had at least 10 Hit Dice in life, that slain humaisesl as a
manananggal at the next sunset. This manananggal is under the command of the penanggalan

who created it, and remains enslaved unt.i
may have enslaved spawn totalling no more than twice its own Hit Bity spawn it creates
that would exceed this limit become freddled undead.
Thepenanggalan can also create others like itself from those it slays W|th blood dram
provided that the slain creature i
d 27c
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creature typand has at least 5 Hit Dic&he victim rises from death as a penanggalan if left
unburied for 3 days. The new penanggalan is not under the control of its creator.
Disease (Su)Any creature a penanggalan bites is exposed to filthdether save DC

against this disease is set by the penanggalan, not the disease itself.

Wither (Su) A penanggal anés entrails drip wi
|l iving flesh. Any creature that i s damage
Fortitude save or take 1d4 Dexterity and 1d4 Charisma damage.

Special Qualities A penanggalan gains the following.

Separate (Su)During the day, a penanggalan has the same appearance as she did in
life, and does not detect as undead (thoughsskéli an undead creature). At night, she can
detach her head and entrails as atolind action. Her physical but now hollow body exists
as dead fl esh, but can be destroyed if it
point total. Before @enanggalan can return to her body, she must soak her entrails in vinegar
for 1 hou® she can then reattach to her body, at which point any damage done to the body
immediately heals (although damage the penanggalan herself suffered remains). A
penanggalarwhose body is destroyed can never again walk the day in living form, but is
otherwise unharmed (save for no longer having a safe way to travel in direct sunlight). When
a penanggalan wears her body, she cannot use her natural attacks, her fly speeaf, l@rany
special penanggalan attacks.

Ability Scores: See below. As an undead creature, a penanggalan has no Constitution
score.

Category Str Dex Int Wis Cha
Fledgling +6 +4 +2 +2 +4
Mature +6 +6 +4 +4 +4
Old +8 +6 +4 +4 +6
Ancient +8 +8 +6 +6 +6
Eminent +10 +8 +6 +6 +8
Patriarch +12 +10 +8 +8 +10

Skills: Penanggalans gain a +8 racial bonus on Bluff, Fly, Knowledge (arcana),
Perception, Sense Motive, and Stealth checks.

Pishacha

Pishachas (or elven vampires) are a malignant tumour owahe, poisoning all
natural things around them by their very presence. They origiiateéde Core, at leasth
the fallen realm of Sithicus, but have since spread to afflict the Darkonese elves as well. The
transformation to undeath warps and scarsetef 6 s f eat ur es, changi
mockeries of their former selves. The ravaged creatures often conceal their monstrous faces
behind veils or dark, voluminous cloaks. So changed are they that Darkonese elves do not
recognise them as undead elvbslieving them to instead be spawned by the unhappy
dreams obak trees, the albesadow

Unlike most strains of vampires, pishachas feed on beauty and creative energies rather
than blood.

d 28c . ' |
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The Pishacha Template

Creating a Pishacha
200299 | OId +10 10/magic and silver, +4 +5 +3

i Pi s h a c &cquied template that can be added to any elves eelvak with 5
+4 +5 +3

300499 | Ancient +20 15/magic and silver,

500999 | Eminent | +20 15/magicand silver

100199 | Mature +10 10/magic and silver, +3 +4 +2
+6 +6 +5

co|o|ooh~|A~

1000+ | Patriarch | +30 15/magic and silver

CR: See table above.

AL : Any evil.

Type: The cr eat ur eubdead (aygmentedpd ronrgcalculate abass
Hit Dice, BAB, or saves.

SensesA pishacha gaindarkvision 60 ft.

Armour Class: See table above

Hit Dice: Change all racial Hit Dice to d8s. Class Hit Dice are unaffected. As undead,
Pishachas use their Charisma modifier to determine bonus hit paitgad of Constitution.

Defensive Abilities A pishacha gains resistance to cold 10 and electricity 10, and
damage reduction, fast healing and channel resistance as shown in the table above, in addition
to all of the defensive abilities granted by the undead type. If reduced to O hit points in
combat, gishacha must attempt to return to its coffin usinglémtwalkability. If it spends
more than 2 consecutive rounds outside a tree before it reaches its coffin, it is utterly
destroyed. Additional damage dealt to a pishacha at this point has no@ffeetat rest, the
pishacha is helpless. It regains 1 hit point after 1 hour, then is no longer helpless and resume
fast healing.

WeaknessesPishachas cannot cross an unbroken line of freshly picked flowers or
flower petals (picked within the last dayj.it hears music being played or sung, it must
make a Will save (DC 20) or be enthralled. The pishacha can make a new save each round t
overcome the effect, which also ends immediately if the vampire is attacked.

A pishacha suffers 1d4 points of damam round while underground, and cannot
use its fast healing or any supernatural or dpalabilities until it returns to the surface.

Reducing a pishachads hit points to O
destroy it (see fast healing). Hewer, certain attacks can slay Pishachas. A pishacha must
retreat to its coffin at sunset. If it does not, it is staggered on the first round after sunset and
destroyed on the second. It is unaffected by sunlight or running water, although fresh tree sap
burns them as holy water.

Driving a charcoal stake through a hel pl
full-round action). However, it returns to life if the stake is removed, unless the head is also
severed and burnt for 24 hours in a fuelfed with flowers and flowering shrubs.

Speed See table above.

or more Hit Dice (referred to hereafter as the base creature). A pishacha uses the bas
creatureds stats and abilities except as
Age Category | Speed | DR Fast Channel Natural | CR
Healing | Resistance | AC
0-99 Fledgling | +0 10/magic and silver, +2 +4 +2
+5 +6 +4

Melee A pishacha gains a slam attack i
for the sl am depends on the pishachads z
for the pupose of overcoming damage reduction.
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Special Attacks A pishacha gains several special attacks. Save DCs are equai to 10
halfPi shachadéds HD + Pishachads Cha modi fier

Black Thumb (SuyAny pl ant touched bymusamabeiashach
Fortitude save or suffer 1d4 points of damage per minute until it dies. This withering process
can only be prevented by destroying the vampire. The pishacha cannot suppress this ability,
and can feel the agony of the plants they slowly kilisTffliction is enough to drive many
to the brink of madness.

CharismaDrain(Su) A creature struck by a pisha
of Charisma drain (Fortitude negates). The pishacha heals 5 hit points or gains 5 temporary
hit points for1l hour (up to a maximum number of temporary hit points equal to its full
nor mal hit points) with each attack. I f t
|l ost one with the suicidal t hought s myadnes
lose the will to live and die within 2d6 rounds.

Children of the Night (SulOnce per day, a pishacha can call forth 1d6+1 swarms of
small animals, such as rats, badgers, or weasels (treat as rat swarms), 5d10 hawks, 3d10
eagles, or 3d6 wolves as arglard action. These creatures arrive in 2d6 rounds and serve the
pishacha for up to 1 hour.

Create Spawn (Sul\ pishacha can create spawn out of any elves omehaf it slays
with Charisma drain. The victim rises from deathaapishacha in 1d4 day®stored to its
original Charisma. Thisighacha is under the command of the pishacha that created it, and
remains enslaved wuntil i ts masterds dest
totalling no more than twice its own Hit Dice; any spawn it @edhat would exceed this
limit become freewilled undead. A pishacha may free an enslaved spawn in order to enslave
a new spawrhut once freed, a pishacha @shacha spawn cannot be enslaved again.

Wretched Gaze (Sulll creatures within a 3@oot rad us t hat see a
scarred face must make a Will save or be paralysed by fear for 2d4 rounds. Whether or not
the save is successful, that creature cabedaiffected again by the samephachadés wr
gaze for 24 hours. This is a paralysis amdiad-affecting fear affect.

Speltlike Abilities (Sp):3/dayd entangle, snare, spike growth, warp woddgdayd
antilife shell, giant vermin, wall of thorn€aster level 1?

Special Qualities A pishacha gains the following.

Change Shape (SuA pishacha can use change shape to assume the form of an eagle
or giant eagle, aseast shape |l

Plantwalk (Su)At will as a standard action, a pishaat@tree stridebetween living
trees. Both trees are subject to its black thumb ability.

Ability Scores: See below. As an undead creature, a pishacha has no Constitution

e - - skl

score.

Category Str Dex Int Wis Cha
Fledgling +4 +8 +2 +4 +0
Mature +4 +10 +4 +4 +0
Old +6 +10 +4 +6 +2
Ancient +6 +12 +6 +6 +2
Eminent +8 +12 +6 +8 +4
Patriarch +10 +14 +8 +10 +6

Skills: Pishachas gain a +8 racial bonus on Bluff, Perception, Sense Motive, and
Stealth checks.

Feats: Pishachas gain Alertness, Combat Reflexes, Dodge, Improved Initiative,
Lightning Reflexes, and Toughness as bonus feats.

..‘_
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Vrykolaka

Vrykolakas are a debased strain of vampire, reviled even by other undead. Their
minds shattered by the change to undeath, they exist as nocturnal scavengers and plagu
carriers. Vrykolakas have a cadaverous appearance, their distorted features either sunken o
bloatel from decay. Vrykolakas exhibit all the cosmetic symptoms of the diseases they carry,
though they do not actually suffer any ill effects. Their eyes glow with dim green light and
their fingers end in curving talons. Vrykolakas do not have fangs, instgaming their
vi cti msd v e ilikedbarlwat thehendaof ardexrdus, damig tongue.

The Vrykolaka Template
Creating a Vrykolaka

AVrykol akaodo is an acquired template that
more Hit Dice (referred tdhereafter as the base creature). Most vrykolaka Were once
humanoi ds, fey, or monstrous humanoi .

abilities except as noted here.

Age Category | Speed | DR Fast Channel Natural | CR
Healing | Resistance | AC

0-99 Fledgling | +0 5/magic and silver | 5 +3 +5 +1

100199 | Mature +0 10/magic and silver| 5 +3 +5 +1

200299 | OId +10 10/magic and silver| 6 +4 +6 +2

300499 | Ancient +10 15/magic and silver| 6 +5 +6 +2

500999 | Eminent | +20 15/magic and silver| 8 +6 +7 +3
1

1000+ | Patriarch | +30 15/magic and silver| 10 +7 +7 +4

CR: See table above.

AL : Any evil.

Type: The cr eat ur eubdead (aygmentedpd ronrgcalculate abass
Hit Dice, BAB, or saves.

SensesA vrykolaka gains darkvision 60 ft.

Armour Class: Seetable above

Hit Dice: Change all racial Hit Dice to d8s. Class Hit Dice are unaffected. As undead,
vrykolaka use their Charisma modifier to determine bonus hit pioistisad of Constitution.

Defensive Abilities A vrykolaka gains resistance to cold a0d electricity 10, and
damage reduction, fast healing and channel resistance as shown in the table above, in addition
to all of the defensive abilities granted by the undead type. If reduced to O hit points in
combat, a vrykolaka assumes swarm form (ssdev) and attempts to escape. It must reach
its coffin home within 2 hours or be utterly destroyed. (It can normally travel up to 9 miles in
2 hours.) Additional damage dealt to a vrykolaka forced into swarm form has no effect. Once
at rest, the vrykolake helpless. It regains 1 hit point after 1 hour, then is no longer helpless
and resumes fast healing.

WeaknessesVrykolaka cannot tolerate the odour of garlic or arise and will not enter
an area laced with their smell. It cannot cross an unbroken flinaiseed. Similarly, they
wi || recoil from strongly presentedthdéyol vy sy
merely keep it at bay. A recoiling vrykolaka must stay at least 5 feet away from the hon
symbol and cannot touch or make melee attacks aghatstreature. Holding a vrykolaka at
bay takes a standard action. After 1 round, a vrykolaka can overcome its revulsion of the
object and function normally each round it makes a DC 25 Will save.
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Reducing a vrykolakads htespotnbsttado
destroy it (see fast healing). However, certain attacks can slay vrykolaka. Exposing any
vrykolaka to direct sunlight staggers it on the first round of exposure and destroys it utterly

on the second consecutive round of expoditedioes not escape. Each round of immersion
in running water inflicts damage on a vrykolaka equal to one third of its maximum hit
point® a vrykolaka reduced to O hit points in this manner is destroyed. Driving an iron spike

t hrough a helspulliestastly slaysyitKtldslisea Kulbdnd action). However, it
returns to life if the spike is removed, unless the body is completely consumed by flame.

Vrykolaka are also particularly vulnerableremove diseasdf the spell is cast on a
vrykolaka, it must make a Fortitude save or take 2 temporary negative levels. A vrykolaka
asleep in its coffin or incapacitated by an iron spike automatically fails its save. If it gains as
many negative levels as it has Hit Dice, it is permanently destroyedissulves into foul
vapours (as atinking cloud caster level 12th).

Speed See table above. If the base creature has a swim speed, the vrykolaka is not
unduly harmed by running water.

Melee A vrykolaka gains 2 c¢l aw wetthem.c k s
Damage for the c¢claws depends on the vryko
magic weapons for the purpose of overcoming damage reduction.

Special Attacks A vrykolaka gains several special attacks. Save DCs are equal to 10
+halffryk ol akaés HD + vrykolakads Cha modi fier

Blood Drain (Su) A vrykolaka can suck blood from a grappled opponent; if the
vrykolaka establishes or maintains a pin, it drains blood, dealing 1d4 points of Constitution

damage. The vrykolakheals 5 hit points or gains 5 temporary hit points for 1 hour (up to a
maximum number of temporary hit points equal to its full normal hit points) each round |t
drains blood. The victim must also save

Children of the Night (Su)Once per day, a vrykolaka can call forth 1d4+1 mosquito
or wasp swarms, 1d4 centipede swarms, or 1d6+1-8ashg cockroach swarms as a
standard action. (If the base creature is not terrestrial, this power might summon other
creaturs of similar power.) These creatures arrive in 2d6 rounds and serve the vrykolaka for
up to 1 hour.

Create Spawn (Sup vrykolaka can create spawn out of those it slays with disease,
provided that the slain creature is of the same creature type ag/tkeovt ak ads bas
type. The victim rises from death as a vrykolaka in 1d4 days. This vrykolaka is under the
command of the vrykolaka that created it
A vrykolaka may have enslaved spawn totallimymore than twice its own Hit Dice; any
spawn it creates that would exceed this limit becomeviided undead. A vrykolaka may
free an enslaved spawn in order to enslave a new spawn, but once freed, a vrykolaka o
vrykolaka spawn cannot be enslaved again

Disease (EXYAny | i ving creature that takes am
or blood drain runs the risk of disease. All vrykolaka permanently carry one disease (typically
filth fever). A vrykolaka can also transmit disease it acquires by drinking the blood of
infected people, but the DC to avoid infection from these additional infections drops by 1 for
every day that passes after transmission until reaching 0. A vrykolaka can carry any number
of diseases at once. A vrykolaka adds it Charisma modifier to the B@id infection.

Fever Sleep (Sup vrykolaka can send opponents into feverish unconsciousness as a
standard action. Anyone the vrykolaka targets must succeed on a Will save or fall
unconscious under t he vr ydumberdnd écaster laval I2th)u e n ‘

The ability has a range of 30 feet. The vrykolaka does not wake its victims by drihking
blood.
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Special Qualities A vrykolaka gains the following.
Spider Climb (Ex)A vrykolaka can climb sheer surfaces as though undegftbets
of aspider climbspell.

Swarm Form (Su)As a standard action, a vrykolaka can change into a centipede
swarm, cockroach swarm, or mosquito swarm. The swarm has the same number of hit points
as the vrykolaka, and any damage done to the swarntsaffecvrykolaka. While in swarm
form, a vrykolaka cannot use any of its own special attacks, although it gains the natural
weapons and extraordinary special attacks of the swarm it transformed in. It also retains all of
its usual special qualities. Whila swarm form, the vrykolaka is still considered to be an
undead creature with its total number of Hit Dice. It can remain in swarm form until it
assumes another form; retakes its original form as a standard action; or until the next sunrise.

Ability Scores: See below. As an undead creature, a vrykolaka has no Constitution
score.

Category Str Dex Int Wis Cha
Fledgling +6 +8 -6 +4 +2
Mature +6 +10 -4 +4 +2
Old +8 +10 -4 +6 +4
Ancient +8 +12 -2 +6 +4
Eminent +10 +12 -2 +8 +6
Patriarch +12 +14 +0 +10 +8

Skills: Vrykolaka gain a +8 racial bonus on Bluff, Perception, Sense Motive, and
Stealth checks.

Feats: Vrykolaka gain Alertness, Combat Reflexes, Dodge, Improved Initiative,
Lightning Reflexes, and Toughness as bonus feats.

Wrethfetin

Halflings enjoy little more in life than a good pipe and a place in their communities.
In undeath, even these simple comforts become twisted mockeries. Wrethfetin (halfling
vampires) resemble their living kin, but their skin is pale and sometimes withered. Ttreir tee
are long and sharp, giving their faces a feral cast. Wrethfetin often collect grisly trophies
from their victims. Many are themselves missing a finger, toe or ear, having been collected
from during their final moments of life.

The Wrethfetin Template
Creating a Wrethfetin

AWrethfetind is an acquired templ ate

t h
Hit Dice (referred to hereafter as the ba
stats and abilities except as noted here.
Age Categoy | Speed | DR Fast Channel Natural | CR :
Healing | Resistance | AC
0-99 Fledgling | +0 10/magic and silver| 3 +4 +6
100-199 | Mature +10 10/magic and silver| 3 +4
200-299 | Old +10 10/magic and silver| 4 +5
300499 | Ancient +20 15/magic and silver| 4 +6
500999 | Eminent | +20 15/magic and silver| 5 +7
1000+ | Patriarch | +30 15/magic and silver| 6 +8
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CR: See table above.
AL: Any evil.

Type: The cr eat ur eubdead (aygmentedpd ronrgecalculate abass
Hit Dice, BAB, or saves.

SensesA wrethfetin gains darkvision 60 ft.

Armour Class: See table above
wrethfetins use their Charisma modifier to determine bonus hit postesad of Constitutio.

Hit Dice: Change all racial Hit Dice to d8s. Class Hit Dice are unaffected. As undead,

Defensive Abilities A wrethfetin gains resistance to cold 10 and electricity 10, and
damage reduction, fast healing and channel resistance as shown in the table above, in addition
to all of the defensive abilities granted by the undead type. A wteihfe 6 s f a st
increases by 1 during the week either side of the full moon, and by 2 during the 3 days of the
full moon.

If reduced to O hit points in combat, a wrethfetin immediately assgas=ous form
and must attempt to return to its coffin. lust reach its coffin home within 2 hours or be
utterly destroyed. Additional damage dealt to a wrethfetin at this point has no effect. Once at
rest, the wrethfetin is helpless. It regains 1 hit point after 1 hour, then is no longer helpless
and resumes fabealing.

Weaknesses Wrethfetins cannot tolerate the smell of tobacco smoke and will not
enter an area heavy with its aroma. Similarly, they will recoil from strongly presented holy
symbol s. These doadthey méraykaap itahbay. Acoileng virdthéetini n
must stay at least 5 feet away from the holy symbol and cannot touch or make melee attack
against that creature. Holding a wrethfetin at bay takes a standard action. After 1 round,
wrethfetin can overcome its revulsion of the objantl function normally each round it
makes a DC 25 Will save.

A wrethfetin is unable to enter a room with a fire burning in its hearth, and cannot
pass through a doorway with an upright horseshoe nailed above it. A wrethfetin can never
rest more than 1 d& from where it was first buried.

Reducing a wrethfetinbs hit points to
destroy it (see fast healing). However, certain attacks can slay wrethfetins. Exposing any
wrethfetin to direct sunlight staggers it tire first round of exposure and destroys it utterly
on the second consecutive round of exposure if it does not escape. Each round of immersio
in running water inflicts damage on a wrethfetin equal to one third of its maximum hit
point® a wrethfetin redued to 0 hit points in this manner is destroyed. Furthermore, rainfall
burns them like acid, dealing 4 points of damage per round (5 in heavy thunderstorms) if the
wrethfetin is caught in the rain. Again, a wrethfetin reduced to 0 hit points in this manner
destroyed.

Driving a wooden stake through a helple
has been drawn from a crackling hearth fire within the last 2 rounds. This instantly slays it
(this is a fultround action). However, it returns to lifethe stake is removed, unless the
hands and feet are severed and burnt in the hearth fire for 3 hours.

Speed See table above.

Melee A wrethfetin gains a slam attack i
for t he sl am de p e rsides Its maturalt weaponsvaree tteaitdd eas maygié s
weapons for the purpose of overcoming damage reduction.

Special Attacks A wrethfetin gains several special attacks. Save DCs are equal to 10
+halfwr et hf eti nés HD + wr et hf setnotedds Ch a mod‘

Blood Drain (Su) A wrethfetin can suck blood from a grappled opponent; if the
wrethfetin establishes or maintains a pin, it drains blood, dealing 1d4 points of Constitution
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damage. The wrethfetin heals 5 hit points or gains 5 temporary htsgoml hour (up to a
maximum number of temporary hit points equal to its full normal hit points) each round it
drains blood.

Children of the Night (Su)Once per day, a wrethfetin can call forth 1d4+1 cat
swarms (treat as rat swarms), 4d8 dogs or 2dihgidogs as a standard action. These
creatures arrive in 2d6 rounds and serve the wrethfetin for up to 1 hour.

Create Spawn (Sup wrethfetin can create spawn out of any halflings it slays with
blood drain or vitality damage. The victim rises from desgla wrethfetin in 1d4 days. This
wrethfetin is under the command of the wrethfetin that created it, and remains enslaved until
its masterodés destruction. A wrethfetin may
its own Hit Dice; any spawn it cress that would exceed this limit become freidled
undead. A wrethfetin may free an enslaved spawn in order to enslave a new spawn, but once
freed, a wrethfetin or wrethfetin spawn cannot be enslaved again.

Fatigue Aura (Su)Any creature that comes with60 ft of a wrethfetin must make a
Will save or be fatigued for 1d6 rounds. Creatures that are already fatigued become
exhausted instead.

Speltlike Abilities (Sp):At willd purify food and drink, putrefy food and drink
3/dayd create food and watdCL 12th).

Vitality Damage (Su) A creature struck by a wrethf
points of Strength and Dexterity damage (Fortitude negates). The wrethfetin heals 5 hit points
or gains 5 temporary hit points for 1 hour (up to a maximum numbemgiciery hit points
equal to its full normal hit points) per successful attack.

Special Qualities A wrethfetin gains the following.

Change Shape (Su) wrethfetin can use change shape to assume the form of a boar,
dog, riding dog or owl, alseast shapd.

Gaseous Form (SujAs a standard action, a wrethfetin can assgaseous fornat
will (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet
with perfect manoeuvrability. This takes the form of a cloud of pleasantignatic pipe
tobacco smoke.

Padfoot (Ex):A wrethfetin moves in complete silence. It can always take 10 on a
Stealth check, and doesndt suf ifésroppSnergis| t h
blinded, the Blind Fight feat does not reduce thesnthance associated with attacking the
wrethfetin.

Ability Scores: See below. As an undead creature, a wrethfetin has no Constitution

score.

Category Str Dex Int Wis Cha
Fledgling +0 +6 +2 +4 +6
Mature +0 +6 +2 +6 +6
Old +2 +8 +4 +6 +8
Ancient +2 +8 +4 +8 +8
Eminent +4 +10 +6 +8 +10
Patriarch +6 +12 +8 +10 +12

Skills: Wrethfetins gain a +8 racial bonus on Bluff, Perception, Sense Motive, and
Stealth checks.

Feats: Wrethfetins gain Alertness, Combat Reflexes, Dodge, Improved Initiative,
Lightning Reflexes, and Toughness as bonus feats.




The following salient abilities are available to vampires (although not to spawn) of
of 30 ft.
Improved Special Attack (Sulbhe DC f or saves against

any strain. Vampires typically gain one salient ability with every century of undeath.
EnergyResistance (ExXOne of the vampireds energy r
gains resistance 10 to a new energy type.
Hypnotic Vapour (Su)The vampirecan use its dominate ability while in gaseous
on
attacks increases by 4.
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Salient Abilities
Frightful Presence (Su)fhe vampire gains the frightful presence ability, with a range
form. The mist roils with strange colour and hypnotic movements.
Light Sleep (Ex)The vampire can be woken during the day in the same manner living

creatures can, and can make Perception checks while asleep. Vampires without this ability
cannot be woken during the day and are completely helpless until nightfall.

Mastermind (Su)Vampires with this ability can have rumber of enslaved spawn
totaling four times its total HiDice. In addition, the vampire chooses one of the following
three abilities: clairaudience, clairvoyance, or telepathy.

Depending on the ability chosen, the varagian hear whats spawn hears, see what
it sees, or communicate telepathicailigh it. The vampire may exercise or end its use of this
ability as a standard action and maintain its connection to its sjpawa long as it wishes. A

vampire may only usthis abilitywith one spawn at a time. The vampire and vampire spawn

any jarring noises, the presence of any visible creature witHiet, or any damagthat

bloodline. He gains a +2 bonus on Bliplomacy checks, which increases to +4 if being
Persuasive (Su)A persuasive vampire camake a suggestion to any number of

must be on the same plane for this ability to function. Wingieg this ability, the vampire
befalls its body.

For more powerful vampires with this ability, the vampire may be able to experiences
the senses of any creature it has dominatedusbitg spawn.
utilized against another undead creature. In addition, he ghgsnel esistance +6, and the
targets within 30 feet (Wilhegates). This is the equivalent ofwggestiorspell (caster level

enters a catatonic state simitarits daily rest and is treated as helpless, thoughaleised to
Noble Dead (Su)A vampire with this ability possesses ancient and legendary

DC of his dominate abilitincreases by +2.

12th). Thevampire can pick and choose which targets to affétt the ability.

Reduced Vulnerability (Ex)The vampire loses one of its vulnerabilities, such as
being repulsed by holy symbols or garlic.

Scent (Ex)The vampire gains the scent ability.

Sunlight Resistance (Su)This ability provides a vampira measure of resistance
against sunlight. On the second aaldl later rounds of exposure to direct sunlight, the
vampiretakes damage equal to etierd of its maximum hit pointeind is destroyed if this
brings it to O hit points. The vampire saggered on any round it is @ged to direct
sunlight. This ability can be taken multiple times, each increasing the duration by 1 round.

Swarm Form (Su)As a standard action, a vampire wikts ability can changmto a
bat swarm, centipede swarmat swarm, or spider swarm. The swarm has a number of hit
points equal to the vampire, and any damage donetsth@ r m af f ect s t he
point total. While in swarnform, a vampire cannot use any of its natunaspecialattacks,
although it gains the movement, natural weapons,extihordinary special abilities of the
swarm into which it hagransformed. The vampire also retains all of its usual special
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gualities. While in swarm form the vampire is still calesiedto be an undead creature with
its total number of Hit Dice. Aampire can remain in swarm form until it assumes another
form or retakes it original form (a standard action), or uh&lnext sunrise.

Uncanny (Su)The vampire can use one spell ef’¢l 5 or lower as a supernatural
ability once per day (caster level 12th). Examples incardmate dead, darkness, dimension !

door, major imageandinvisibility.

Variants

Alternate Form (Ex):Many, many vampires in Ravenloft assume alternate forms
atypcal for their strain. Examples include foxes, hawks, horses, ravens, and snakes.

Ancient Youth (Bx A vampire with this ability transformeidto one of the undead at
a very young age, and has bempped within an adolescent body for an existgrassibly
measuring in centuries. Vampires with this ability anesizesmaller than creatures of their
typeand gain a +4 bws on all Bluff checks.

Moonbane Vampire (ExA moonbane vampire is vulnerable to the light of the full
moon. A moonbane vampirexposed to the light of the full moon is treatedlasved(Will
DC 15 negates). If the moon is waxing or waning (that is, not yet or no longer full), the
vampire can still be affected, but it gains a +4 bonus on its save. A moonless night has no ill
effect on the vampire.

Savage Vampire (Ex)A savage vampireh a s none of the tra
personality or persuasiveness, instead relying on brute force. Instead of gaining a slam attack
the vampire gains 2 claw attacks. Each may be used to déal damage or energy drain
each round. The vampire loses abilities sucticasinationwhich rely on subtlety.

The vampire gains +4 St#4 Int, -4 Wis, -4 Cha (modified from the base vampire). It
does not gain a racial bonus to Sense Motive.

Vampire Spawn

Vampire spawn are undead creatures that come into being when vampires drain the
life forces of their victims. They are like their creators in many ways, albeit less powerful and
typically less in control of their bestial appetites. Unlike tloegators, their personalities do
not survive the transition to undeath.

Vampire spawn are created when a vampire slays a creature of the appropriate type
but less than 5 Hit Dice with its blood drain, ability drain or energy drain attacks. If the
victim has more than 5 Hit Dice, the master vampire can choose as a free action whether to
create a vampire spawn or a full (but subservient) vampieanpires may also create
vampiric companions to prevent the t&srib
through the normal methods of creating more of their kind.

Nonari and goatsuckers cannot create vampire spawn. Penanggalan spawn
manananggall from humanoid women with at I

|
e
blood drain. '
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Barovian vampire s pawn

CR 4 (XP 800

CE Medium undead

Init +1; Senseslarkvision 60 ft.; Perception +11
Defense

AC 15, touch 11, flafooted 14 (+1 Dex, +4 natural)
hp 26 (4d8+8)

Fort +3, Ref +2, Will +5

Defensive Abilities channel resistance +2, DR 5/ silver, fast healing 2, resist cold and
electricity 10,undead traits

Weaknessesesurrection vulnerabilityBarovian vampire weaknesses

Offense

Speed30 ft.

Meleeslam +4 (1d4+1 plus energy drain)

Special Attacksblood draindominate (DC 14)energy drair(1 level, DC 14)

Statistics

Str 12,Dex12,Cond , Int 11,Wis 13,Cha 15

Base Atk+3; CMB +4; CMD 15

FeatsBlind-Fight, Skill Focus (Perception)

Skills Intimidate +9, Knowledgéreligion) +7, Perception +11, Steakti6; Racial Modifier

+8 Stealth

LanguagesCommon

SQ change shapgaseous form, shadowless, spider climb

Ecology

Environment any

Organization solitary, pair, gang3i 6), or pack (V12)

Treasure standard

Special Abilities

Blood Drain (Su) A Barovian vampire agasuck blood from a grappled opponent; if
the Barovian vampire establishes or maintains a pin, it drains blood, dealing 1d4 points of
Constitution damage. The Barovian vampire heals 5 hit points or gains 5 temporary hit points
for 1 hour (up to a maximumumber of temporary hit points equal to its full normal hit
points) each round it drains blood.

Change Shape (Su) Barovian vampire can use change shape to assume the form of
a dire bat or wolf, abeast shape lI

Dominate (Su) A Barovian vampire canrcus h a humanoi d oppon
standard action. Anyone the Barovian vampire targets must succeed on a Will save or fall
instantly wunder t he Bar ovi andominatmpearsorgélls 1 n
(caster level 12th). The abilty hasarangof 30 feet . At the GM6s
vampires might be able to affect different creature types with this power.

Gaseous Form (Sups a standard action, a Barovian vampire can asgjaseous
form at will (caster level 5th), but it can remagaseous indefinitely and has a fly speed of 20
feet with perfect manoeuvrability.

Resurrection Vulnerability (Su)A raise deador similar spellcast on aBarovian
vampire spawrdestroys it (Will negates). Using the spellthis way does not require a
material component.

Shadowless (ExA Barovian vampire casts no shadows and shows no reflection in a
mirror.

Spider Climb (Ex)A Barovian vampire can climb sheer surfaces as though under the
effects of aspider climbspell.
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Barovian Vampire Weakness@sx). Barovian vampires cannot tolerate the strong
odour of garlic and will not enter an area laced with it. Similarly, they recoil from mirrors or
strongly presented holy symbol s. Thteeye t
merely keep it at bay. Aecoiling Barovian vampire must stay at least 5 feet away from the
mirror or holy symbol and cannot touch or make melee attacks against that creature. Holding
a Barovian vampire at bay takes a standard action. After 1 round, a Barovian vampire can
overcone its revulsion of the object and function normally each round it makes a DC 25 Will
save.

Barovian vampires cannot enter a private home or dwelling unless invited in by
someone with the authority to do so.

Reducing a Barovian wampweedsnbapaopioi at
always destroy it. If reduced to O hit points in combat, a Barovian vampire assumes gaseous
form (see below) and attempts to escape. It must reach its coffin home within 2 hours or be
utterly destroyed. (It can normalisavel up to 9 miles in 2 hours.) Additional damage dealt to
a Barovian vampire forced into gaseous form has no effect. Once at rest, the Barovian
vampire is helpless. It regains 1 hit point after 1 hour, then is no longer helpless and resumes
fast healig.

However, certain attacks can slay Barovian vampires. Exposing any Barovian
vampire to direct sunlight staggers it on the first round of exposure and destroys it utterly on
the second consecutive round of exposure if it does not escape. Each rounterdiam in
running water inflicts damage on a Barovian vampire equal to one third of its maximum hit
point® a Barovian vampire reduced to O hit points in this manner is destroyed. Driving a
wooden stake through a hel pl slaysit (Bisis afui an
round action). However, it returns to life if the stake is removed, unless the head is also
severed and anointed with holy water.

Hulzurdan spawn

CR 4 (XP 800

CE Medium undead

Init +0; Senseslarkvision 60 ft. tremorsense 60 fon stone)Perception +11
Defense

AC 15, puch 11, flatfooted 14 (+Tatural)

hp 26 (4d8+8)

Fort +3, Ref+1, Will +5

Defensive Abilitieschannel resistance +2, DR 5/ silver, fast healing 2 (when underground),
resist cold and electricity 10, SR 1fhdead traits

Weaknessesransmute rock to mudulnerability, hulzurdan weaknesses
Offense

Speed20 ft.

Meleeslam +4 (1d4+1 plus Strengtinain)

Special Attacksblood drainjnspire fear (DC 14), Strengtirain(1d4, DC 14)
Statistics

Str 12,Dex 10, Cond , Int 11,Wis 13,Cha 15

Base Atk+3; CMB +4; CMD 15

FeatsBlind-Fight, Skill Focus (Perception)

Skills Intimidate +9, Knowledgéreligion) +7, Perception +11, Steaktli5; Rac

ial Modifier 3
+8 Stealth
LanguagesCommon
SQ stonewalk
Ecology
d 3%
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Environment any
Organization solitary, pair, gang3i 6), or pack (V12)
Treasure standard

Special Abilities
Blood Drain (Su) A hulzurdan can suck blood from a grappled opponent; if the
hulzurdan establishes or maintains a pin, it drains blood, dealing 1d4 points afufionst

damage. The hulzurdan heals 5 hit points or gains 5 temporary hit points for 1 hour (up to a
maximum number of temporary hit points equal to its full normal hit points) each round it
drains blood.

Inspire Fear (Su) A hulzurdan can cause fear asstandard action. Any living
creature the hulzurdan targets must succeed on a Will save or be panicked, as though by a
fearspell (caster level 12th). The ability has a range of 30 feet.

Spell Resistance (SW: hulzurdan cannot voluntarily lower ispell resistance

Strength Drain(Su) A creature struck by a zur
of Strength drain.

Stonewalk (Su)At will as a standard action, a hulzurdan can merge with solid stone,
as ameld with stonepell (CL 12") exceptthat it can move through the stone with a speed of
20 ft and can remain within the stone indefinitely.

Transmute Rock to Mudulnerability (Su):A transmute rock to mudr similar spell
cast on ahulzurdan spawnlestroys it (Will negates). Using the dpel this way does not
require a material component.

Hulzurdan Weaknesses (Exjlulzurdans cannot cross an unbroken line of metal
shavings, even when stone walking. Hulzurdan recoil from mirrors or strongly presented hon
symbol s. These t hinga8they merdytkeep i at tvay. tAhrexoilifgu |
hulzurdan must stay at l&iab feet away from the mirror or holy symbol and cannot touch or
make melee attacks against that creature. Holding a hulzurdan at bay takes a standard action.

After 1 round, a hulzurdan can overcome its revulsion of the object and function normally
each ound it makes a DC 25 Will save.
A hulzurdan is unable to enter any structure that is not constructed at least in part
from stone.
Reducing a hulzurdandés hit points
using its stonewalkability. It must reach its coffin home within 2 hours or be utterly
s

destroy it. If reduced to O hit poinits combat, a hulzurdan must attempt to return to its coffm
destroyed. Additional damage dealt to a hulzurdan at this point has no effect. Once at rest, the
hulzurdan $ helpless. It regains 1 hit point after 1 hour, then is no longer helpless and
resumes fast healing.

However, certain attacks can slay hulzurdans. Exposing a hulzurdan to direct sunlight
staggers it on the first round of exposure and turns it to storflegago stoneon the second
consecutive round of exposure if it does not escapstoAe to flestspell can reverse the
transformation. Each round of immersion in a natural spring inflicts damage on a hulzurdan
equal to one third of its maximum hit poidta hulzurdan reduced to 0 hit points in this
manner is destroyed. Driving a piece of natural steneh( as a stalactite) through a helpless
hul zurdands heart | nm®undactioh).yHovweveq iy returns to lif¢ if h i
the shaft is removed, unless its heart is cut out, soaked in oil for 3 days, and burnt in a
dwarven forge.

S
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Jian g-shi spawn

CR 4 (XP 800

CE Medium undead

Init +1; Senseslarkvision 60 ft.; Perception +12
Defense

AC 13, toudh 11, flatfooted 12 (+1 Dex, +Batural)
hp 22 (4d8+3

Fort +3, Ref +2, Will +6

Defensive Abilitieschannel resistance +2, DR 5/ silver, fast healing 2, prayer scroll, resist
cold 20,undead traits

Weaknessesesurrection vulnerabilityjiang-shi weaknesses

Offense

Speed20 ft.

Melee Bite +4 (1d6+1), 2 claws4 (1d6+1 plus grab, critical 120)

SpecialAttacks drain chi (1 negative leveDC 13 plus staggered 1d4 rouhds

Statistics

Str 12,Dex12,Cond , Int 11,Wis 15, Cha 13

Base Atk+3; CMB +4; CMD 15

FeatsBlind-Fight, Skill Focus (Perception)

Skills Intimidate +8 Knowledge(religion) +7, Perceptior12, Stealth+16; Racial Modifier

+8 Stealth

LanguagesCommon

Ecology

Environment any

Organization solitary, pair, gang3i 6), or pack (V12)

Treasure standard

Special Abilities

Drain Chi (Su) Instead of draining blood, a jiarggh i drains Achi, o
from a victi mo s-shbmakes & duccessiihgeappleahegki(irmaaddition to any
other effects caused by a successful check, including additional damage), th&hjiang
attempt to drain chi by drinking the vic
making a successful Fortitude save. On a failed save, the victim gains 1 negative level and is
staggered for 1d4 rounds.

Prayer Scroll (Su) The scroll attachedtthe brow of a jianghi grants immunity to
any effects generated from spetimpletion or speltrigger magic items, such as scrolls and
wands. Such magical effects treat the jighg as if it had unbeatable spell resistance. A
jlangs hi 6 s prcaryberemevedrwmih a successful steal combat manoeuvre, which
immediately ends the jamghi 6s 1T mmunity to-sthhése pefafyeat
destroyed (a standard action), the vampire also loses its fast healing ability. Aljiangy
create a replacement prayer scroll by using any strip of parchment and a writing instrument,
but doing so requires 10 minutes of uninterrupted work.

Resurrection Vulnerability (Su)A raise deador similar spellcast on ajiangshi
spawndestroys it (Willnegates). Using the spell this way does not require a material
component.

Jiang-shi Weaknesses (ExJiangshis recoil from mirrors or the sound of handbells
rung within 10 feet of them. Cooked rice, which to jisstgs mocks the fundamental fact that
they no |l onger eat food, shames them Fnto
shid they meely keep it at bay for a period of time. A recoiling jiasiy must stay at least 5
feet away from the object of its revulsion, and cannot touch or make melee attacks against
creature brandishing the object during that round. Holding a-gpangt bay akes a standard
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action. After being held at bay for 1 round, a jiaghgy can attempt to overcome its revulsion
of the object and function normally each round it makes a DC 20 Will save at the start of its
turn.

Reducing a jiang hi 6 s hi t pawoeirntisnctaopa@Ci o mat €8 it
destroy it. If reduced to O hit points, a jiasigi crumbles to dust but is not destroyed. It
reforms in 1 minute with 1 hit point in the same space, or the nearest unoccupied space.
Scattering the dust before thangshi reforms destroys it permanently, as does mixing rice
into the dust with a dose of holy water. Jiagtg are also susceptible to wooden weapons
carved from peach trees, as such weapons represent the unity of all elements and life to these
creaturesA wooden weapon carved from a peach tree automatically bypasses-a jrangé s
damage reduction. Additionally, any successful hit from such a weapon that reduces a jiang
shi to 0 hit points immediately destroys the creature. Although they normally riztreat
daylight, jiangshi are not destroyed by sunlight like regular vampires and can move around
during the day without harm.

Kuei-jin spawn
CR 4 (XP 800
CE Medium undead
Init +1; Senseslarkvision 60 ft.; Perception +11
Defense
AC 15, touch 11, flafooted 14 (+1 Dex, +4 natural)
hp 26 (4d8+8)
Fort +3, Ref +2, Will +5
Defensive Abilitieschannel resistance +2, corrosion, DR 5/ silver, fast healing 2, resist cold
and electricity 10undead traits
Weaknessesesurrection vulnerabilitykuetjin weaknesses
Offense
Speed30 ft, weightless step 10 ft.
Melee 2 claws+4 (1d4+1 plus energy drain)
Special Attacksblood draingnergy drair(1 level, DC 14) mesmerism (DC 14)
Statistics
Str 12,Dex12,Cond , Int 11,Wis 13,Cha 15
Base Atk+3; CMB +4; CMD 15
FeatsBlind-Fight, Skill Focus (Perception)
Skills Intimidate +9, Knowledgéreligion) +7, Perception +11, Stealti6; Racial Modifier
+8 Stealth
LanguagesCommon
SQ change shape, invisibilitghadowless, weightless step
Ecology
Environment any
Organization solitary, pair, gang3i 6), or pack (V12)
Treasure standard
Special Abilities
Blood Drain (Su) A kuekjin can suck blood from a grappled opponent; if the finei
establishes or maintains a pin, it drains blood, dealing 1d4 points of fOtostidamage.
The kueijin heals 5 hit points or gains 5 temporary hit points for 1 hour (up to a maximum
number of temporary hit points equal to its full normal hit points) each round it drains blood.
Change Shape (SuA kuetjin can use change shageassume the form of a tiger, as
beast shape I
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Corrosion (Su):Any nortmagical weapon that strikes a kyiei takes 1 point of
damage due to aging. This damage bypasses
Invisibility (Su):A kuei-jin can turn itselinvisible as astandard action. It can remain

invisible indefinitely, but still becomes immediately visible if it makes a direct attack.
Mesmerism (Su)A kuetjin can paralyse an opponent as a standard action. Anyone
the kueijin targets must succeed on a Will savéberparalysed as though byald monster
an
[

spell (caster level ). The ability has a range of 30 ft.

Resurrection Vulnerability (Suf raise deadbr similar spellcast on &uetkjin spawn
destroys it (Will negates). Using the speltins way does natequire a material component.

Shadowless (ExA kuetjin casts no shadows and shows no reflection in a mirror.

Weightless Step (St will, the kuekjin canlevitate(caster level 19).

Kuetjin Weaknesses (ExXXuei-jin cannot tolerate the odouf burning incense made
from rosemary and myrrh and will not enter an area laced with its smoke. Similarly, they will
recoil from garl ands woven from -ind & mereyyr y
keeps it at bay. A recoiling kugh must stayat least 5 feet away from the garland and
cannot touch or make melee attacks against that creature. Holding-jm latebay takes a
standard action. After 1 round, a kyi&i can overcome its revulsion of the object and
function normally each round it rkes a DC 25 Will save.

Reducing a kugi i n6s hit points to 0 or |l ower
destroy it. If reduced to O hit points in combat, a Kuebecomes invisible and intangible
(see below) and attempts to escape. It must reacbffits bome within 2 hours or be utterly
destroyed. Additional damage dealt to a Kueiforced into intangible form has no effect.
Once at rest, the kugn is helpless. It regains 1 hit point after 1 hour, then is no longer
helpless and resumes fast liveg

However, certain attacks can slay kjiei Exposing any kuejin to direct sunlight
staggers it on the first round of exposure and destroys it utterly on the second consecutive
round of exposure if it does not escape. Each round of immersionnmguwater inflicts
damage on a kugin equal to one third of its maximum hit poiéts kuetjin reduced to 0 hit
points in this manner is destroyed. Driving a bamboo shaft through a helplegs Kueié s h e
instantly slays it (this is a fulound actioh. However, it returns to life if the shaft is
removed, unlesblessis cast on a rosemary blossom placed in the-kuein 6s mout h
lips and eyelids are sewn shut with a silver needle.

Manananggal

CR 7 (XP 3,200)

CE Medium undead

Init +3; Senseslarkvision 60 ft.; Perception +16

Defense

AC 20, touch 14, flafooted 16 (+3 Dex, +1 dodge, +6 natural)
hp 85 (10d8+40)

Fort +7, Ref +8, Will +10

DR 10/good or silvertmmune undead traits
Weaknessedight sensitivity, vulnerable to light blades
Offense

Speed30 ft., fly 100 ft. (good)

Meleebite +11 (1d8+4), 2 claws +12 (1d8+4 plus grab)
Special Attacksblood drain (1d2 Constitution)

SpellLike Abilities (CL 9th; concentration +13)

At will & bleed(DC 14),dancing lightstouch of fatigu€DC 14)
3/dayd darknessdeep slumbefDC 17),fear (DC 18)
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Statistics

Str 19,Dex17,Cond , Int 12,Wis 16,Cha 19

Base Atk+7; CMB +11 (+15 grapple)}cMD 25

FeatsDeceitful, Dodge, Flyby Attack, Lightning Reflexes, Weapon Focus (claws)
Skills Bluff +18, Disguise +21, Fly +16, Knowledge (religion) +11, Perception +16, Sense
Motive +11, Spellcraft +6

LanguagesAbyssal, Common

SQseparate

Ecology

Environment any land

Organization solitary or pack (26)

Treasure standard

Special Abilities

Blood Drain (Su) A manananggal can suck blood from a grappled opponent; if the
manananggal establishes or maintains a pin, it drains blood, dealing 1d2 points of
Constitution damage. The manananggal heals 5 hit points or gains 5 temporary hit points for
1 hour (up tea maximum number of temporary hit points equal to its full normal hit points)
each round it drains blood.

Separate (Su)During the day, a manananggal looks like a living human woman. She
does not detect as undead during the day, but is still an undesdre. At night, her upper
torso rips away (this is a full round action that occurs at sunset), leaving her lower torso
behind. Her lower torso is helpless, but her upper torso gains its fly speed and natural attack:
at this time. The upper and lower pons share the same pool of hit points (despite any
intervening distance), and if the helpless lower portion is damaged, the manananggal is
immediately aware of the attack. Since manananggals can be destroyed by damage to their
lower bodies, they prefepthide their lower torsos when separated. A manananggal must

return to its lower torso and reattach to it (a-folind action) within the hour before
sunris@ each round a manananggal remains separated after sunrise, it takes 1d6 points of
damage until itejoins its lower torso or it crumbles into dust.
Vulnerable to Light Blades (Ex)Light blades (such as daggers, kamas, kukris,
Nosferatu spawn
i

rapiers, short swords, sickl es, and stark
successful hit against a mananarigga

CR 4 (XP 800

CE Medium undead

Init +1; Senseslarkvision 60 ft., lowlight vision, scent; Perception +12

Defense

AC 16, touch 11, flatfooted 15 (+1 Dex, +Batural)

hp 26 (4d8+8)

Fort +3, Ref +2, Will +6

Defensive Abilitieschannel resistance +2, DR 5/ wood and piercing, fast healing 2, resist
cold, electricity and sonic 10ndead traits

Weaknessesosferatuveaknesses
Offense

Speed30 ft.
Meleeclaw +3 (1d§
Special Attacksblood draindominate (DC 14), telekinesis (DC 14)
Statistics
Str 10, Dex12,Cond , Int 11, Wis 15, Cha 15
d 44c
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Base Atk+3; CMB +3; CMD 14
FeatsBlind-Fight, Skill Focus (Perception)
Skills Intimidate +9, Knowledgéreligion) +7, Perception +15tealth+16; Racial Modifier

+8 Stealth

LanguagesCommon

SQ shadowless, spider climb, swarm form, telepathy
Ecology

Environment any

Organization solitary, pair, gang3i 6), or pack (712)

Treasure standard
Special Abilities

Blood Drain (Su) A nosferatucan suck blood from a grappled opponent; if the
nosferatuestblishes or maintains a pin, it drains blood, dealing 1d4 points of Constitution
and Wisdom damage. Thwsferatuheals 5 hit points or gains 5 temporary hit points for 1
hour (up to a maximum number of temporary hit points equal to its full normal Initspoi
each round it drains blood.

Dominate (Su)A nosferatuc an crush a humanoid oppon
action. Anyone thaosferatutargets must succeed on a Will save or fall instantly under the
nosferatd s i nf | ue n c edpminate petsrhoodorgirfate Bnymasaell (caster level
12th). The ability has a range of 30 feet.

Shadowless (ExA nosferatucasts no shadows and shows no reflection in a mirror.

Spider Climb (Ex)A nosferatucan climb sheer surfaces as though under the effects
of aspider climbspell.

Swarm Form (Su)As a standard actiorg nosferatucan change into a bat swarm,
centipede swarm, rat swarm, or spider swarm. The swarm has the same number of hit points
as thenosferaty and any damage done to the swarm affects\tiseratu While in swarm

form, a nosferatucannot use any of its own special attacks, although it gains the natural
weapons and extraordinary special attacks of the swarm it transformed in. étalse all of
its usual special qualities. While in swarm form, tiesferatuis still considered to be an
undead creature with its total number of Hit Dice. It can remain in swarm form until it
assumes another form; retakes its original form as a staad@od; or until the next sunrise.

Telekinesis (Su)As a standard actiorg nosferatucan usetelekinesis as the spell
(caster level 12th).

Telepathy (Su)A nosferatucan communicate telepathically with any creature within
60 feet that speaks the sarfanguages. In addition, it can communicate with any animal,
magical beast, or vermin.

NosferatuWeaknesses (ExINosferatucannot tolerate the strong odour of garlic and
will not enter an area laced with it. Similarly, they recoil from mirrors or styopigesented
holy symbol s. Th e snesfetatd thaygnerelykeap @ at bal. & reooilintg h e
nosferatumust stay at least 5 feet away from the mirror or holy symbol and cannot touch or
make melee attacks against that creature. Holaingsfertu at bay takes a standard action.
After 1 round,a nosferatucan overcome its revulsion of the object and function normally
each round it makes a DC 25 Will save.

Nosferatucannot enter a private home or dwelling unless invited in by someone with
the auhority to do so.

Reducinga nosferatt s hi t points to 0 or | ower i
destroy it. If reduced to O hit points in combatosferattassumes swarm form (see below)
and attempts to escape. It must reach its coffin home wathiours or be utterly destroyed.

(It can normally travel up to 9 miles in 2 hours.) Additional damage dealt riosferatu
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forced into swarm form has no effect. Once at restndséeratus helpless. It regains 1 hit
point after 1 hour, then is no londelpless and resumes fast healing.

However, certain attacks can skagsferatu Exposing anyosferatuo direct sunlight
staggers it on the first round of exposure and destroys it utterly on the second consecutive
round of exposure if it does not escagach round of immersion in running water inflicts
damage om nosferatiequal to one third of its maximum hit poiéta nosferatueduced to O
hit points in this manner is destroyed. Driving a wooden stake through a helptfesatd s
heart instantly slys it (this is a fulround action). However, it returns to life if the stake is
removed, unless the head is also severed and anointed with holy water.

Obyri spawn
CR 4 (XP 800
CE Medium undead
Init +1; Senseslarkvision 60 ft.; Perception +11
Defense
AC 15, touch 11, flafooted 14 (+1 Dex, +4 natural)
hp 30 (4d8+12
Fort +3, Ref +2, Will +5
Defensive Abilitieschannel resistance +2, DR 5/ silver, lunar regeneration, resist cold and
electricity 10,undead traits
Weaknessesesurrection vulnerabilityobyri weaknesses
Offense
Speed30 ft.
Meleeslam +3 (1d#
Special Attacksblood draindominate (DC 15)
Statistics
Str 10, Dex12,Cond , Int 11,Wis 13,Cha 17
Base Atk+3; CMB +3; CMD 14
FeatsBlind-Fight, Skill Focus (Perception)
Skills Intimidate +1Q Knowledge (religion) +7, Perception +11, Stealthl6; Racial
Modifier +8 Stealth
LanguagesCommon
SQ change shape, daylight powerlessngasgous form, restful sleep, spider climb
Ecology
Environment any
Organization solitary, pair, gang3i 6), or pack (V12)
Treasure standard
Special Abilities

Blood Drain (Su) An obyri can suck blood from a grappled opponent; if the obyri
establishes or maintains a pin, it drains blood, dealing 1d4 points of Constitution damage.
The obyri heals 5 hit points or gains émtporary hit points for 1 hour (up to a maximum
number of temporary hit points equal to its full normal hit points) each round it drains blood.
The victim must also make a Will save ordmminated

A rare subtype of obyri, called cerebral vampires, die@lligence damage instead.
Victims reduced to O Intelligence fall into a catatonic stupor.

Change Shape (SuAn obyri can use change shape to assume the form of a dire bat
or wolf, asbeast shape |l

Daylight Powerlessness (Ex#tlthough obyri are not directly harmed by sunlight,
they cannot use any of their supernatural abilities between sunrise and sunset. An obyri that i
actually exposed to direct sunlight must sleep in its coffin for 8 full hours to regain its
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powers. An obgi can continue to exert influence over previously dominated victims during
the day but cannot dominate new ones. An obyri caught in an alternate from by daybreak is
trapped in that form until it regains its powers.

Dominate (Su)An obyrican crushahwemn oi d opponentés wi
Anyone the obyri targets must succeed on
influence, as though bydominate persospell (caster level 12th). The ability has a range of
30 feet. At tian,lseme Ghyird sightdbe able toeffect different creature types
with this power.

Gaseous Form (Sups a standard action, an obyri can assgaseous fornat will
(caster level 5th), but it can remain gaseous indefinitely and has a fly speed of &difeet
perfect manoeuvrability.

Lunar Healing (Su): An obyri gains thdast healingtrait whenever it is exposed to
direct moonlight. The obyri heals at a rate determined by the phase of the moon.

Crescent (13 days per month)

Half (8 days per month)

Gibbous (4 days per month)

R IN|F

Full (3 days per month)

following the attack.During this round, it does not heal and can be killed (although see
above).Obyri can reattach severed limbs (regardless of how long it has been since they were
severed) but cannot regrow them. An obyri careatlif its head and torso are separated, but
can if they are reattached.

Resurrection Vulnerability (SUA raise deador similar spelicast onan obyri spawn
destroys it (Will negates). Using the speltins way does not require a material component.

Restful Sleep (ExBo long as it has at least 1 hit point, an obyri heals 1 hit point per
Hit Dice per hour that it spends lying in its coffin.

Spider Climb (Su)An obyri can climb sheer surfaces as though under the effects of a
spider climbspell.

Obyri Weaknesses (ExPbyri cannot tolerate the strong odour of garlic and will not
enter an area laced with it. Similarly, they recoil from mirrors or strongly presented holy
symbol s. These t hi &they meradyrkéep it dt bay. A retollirgg olyrd y r
must stay ateast 5 feet away from the mirror or holy symbol and cannot touch or make
melee attacks against that creature. Holding an obyri at bay takes a standard action. After 1
round, an obyri can overcome its revulsion of the object and function normally eachitrou
makes a DC 25 Will save.

Reducing an obyrioés hit points
destroy it. If reduced to 0 hit points in combat, the obyri collapses as if slain, but is not truly
slain. If exposed to moonlight, it begirsregenerate.

However, certain attacks can slay obyri. Each round of immersion in running water
inflicts damage on an obyri equal to one third of its maximum hit pbiatsobyri reduced to
0 hit points in this manner is destroyed. Driving a wooden stakeé ugh a hel pl e s
heart instantly slays it (this is a futbund action). However, it returns to life if the stake is
removed and it is exposed to moonlight, unless it is consumed by flame or its limbs are
scattered beyond the reach of its sungvminions.

The obyri cannot die as long as ltmar healingis still functioning. Fire, acid and
blessedo r holy weap o n sfastchaalirggte stdp Huactionigyon thé ®und ‘
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Pishacha spawn

CR 4 (XP 800

CE Medium undead

Init +2; Senseslarkvision 60 ft. lowlight vision Perception +11
Defense

AC 15, touch 12, flatooted 13 (+2 Dex, +8atural)

hp 22 (4d8+3

Fort +3, Ref +3, Will +6

Defensive Abilities channel resistance +1, DR 5/ silver, fast healing 2, resist cold and
electricity 10,undead traits

Weaknesseplant shapeulnerability, pishacha weaknesses

Offense

Speed30 ft.

Meleeslam +4 (1d4+1 plus Charisndaain)

Special AttacksCharismadrain(1d4, DC 13), wretched gaze (DC 13)
Statistics

Str 12,Dex 14, Cond , Int 11, Wis 15, Cha 13

Base Atk+3; CMB +4; CMD 16

FeatsBlind-Fight, Skill Focus (Perception)

Skills Intimidate +8 Knowledge(religion) +7, Peception +12 Stealth+17; Racial Modifier
+8 Sealth

LanguagesCommon

SQ black thumb, change shape, plantwalk

Ecology

Environment any

Organization solitary, pair, gang3i 6), or pack (V12)

Treasure standard

Special Abilities

Black Thumb (SuyAny pl ant touched by a pisha
Fortitude save or suffer 1d4 points of damage per minute until it dies. This withering process
can only be prevented by destroying the vampire. The pishacha cannot suppress this abilit
and can feethe agony of the plants they slowly kill. This affliction is enough to drive many
to the brink of madness.

Change Shape (Su) pishacha can use change shape to assume the form of an eagle
or giant eagle, aseast shape lI

Charisma Drain (Su)Acreatwu e struck by a pishachads s
of Charisma drain. The pishacha heals 5 hit points or gains 5 temporary hit points for 1 hour
(up to a maximum number of temporary hit points equal to its full normal hit points) with
each attack. If he victi més Charisma drops bel ow 3,
t houghts madness effect. I f the victimbdés C
within 2d6 rounds. :

Plant ShapeV/ulnerability (Su):A plant shape lor similar spell cast on gischacha
spawn(as a melee touch attac#tgstroys it (Will negates). Using the spelltins way does
not require a material component.

Plantwalk (Su)At will as a standard action, a pishadatree stridebetween living
trees. Both trees are subject to its black thumb ability.

Wretched Gaze (Sulll creatures within a 3® oot radius that S
scarred face must make a Will save or be paralysed by fear for 2d4 rounds. Whether or not
thesaveisuccessful, that creature cannot be a
gaze for 24 hours. This is a paralysis and a raiffiecting fear affect.
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Pishacha Weaknesses (ER)shachas cannot cross an unbroken line of freshly picked
flowers or flover petals (picked within the last day). If it hears music being played or sung, it
must make a Will save (DC 20) or be enthralled. The pishacha can make a new save each
round to overcome the effect, which also ends immediately if the vampire is attacked.

A pishacha suffers 1d4 points of damage per round while underground, and cannot
use its fast healing or any supernatural or dpalabilities until it returns to the surface.

Reducing a pishachads hit poi nt salwayso O
destroy it. If reduced to O hit points in combat, a pishacha must attempt to return to its coffin
using itsplantwalkability. If it spends more than 2 consecutive rounds outside a tree before it
reaches its coffin, it is utterly destroyed. Additdbdamage dealt to a pishacha at this point
has no effect. Once at rest, the pishacha is helpless. It regains 1 hit point after 1 hour, then is
no longer helpless and resumes fast healing.

However, certain attacks can slay Pishachas. A pishacha musat tetits coffin at
sunset. If it does not, it is staggered on the first round after sunset and destroyed on the
second. It is unaffected by sunlight or running water, although fresh tree sap burns them as
holy water.

Driving a charcoal stake throughdhp| ess Pi shachads heart
full-round action). However, it returns to life if the stake is removed, unless the head is also
severed and burnt for 24 hours in a fire fuelled with flowers and flowering shrubs.

Vrykolaka spawn

CR 4 (XP 800

CE Medium undead

Init +2; Senseslarkvision 60 ft.;Perception +10
Defense

AC 16, touch 12, flafooted 14 (+2Dex, +4 natural)

hp 26 (4d8+8)
Fort +3, Ref +3, Will +5
Defensive Abilities channel resistance +1, DR 5/ silver, fast healing 2, resist cold and
electricity 10,undead traits
Weaknessesrykolaka weaknesses
“ A

Offense

Speed30 ft.

Melee?2 claws+4 (1d4+1 pluglisease

Special Attacksblood drain, diseagefilth fever (injury; saveFort DC 16 onsetld3 days;
frequencyl/day; effect1d3 Dex damage and 1d3on damagegure 2 consecutive saves.
fever sleep (DC 14)

Statistics

Str 12,Dex 14, Con d , Int 6, Wis 13,Cha 15

Base Atk+3; CMB +4; CMD 15

FeatsBlind-Fight, Skill FocugPerception)

Skills Intimidate +7, Perception +1&tealtht+15; Racial Modifier +8 Stealth
LanguagesCommon

SQ spider climb, swarm form

Ecology

Environment any
Organization solitary, pair, gang3i 6), or pack (V12)
Treasure standard
Special Abilities
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Blood Drain (Su) A vrykolaka can suck blood from a grappled opponent; if the

vrykolaka establishes or maintains a pin, it drains blood, dealing 1d4 points of Constitution
damage. The vrykolaka heals 5 hit points or gains 5 temporary hit points for {updora
maximum number of temporary hit points equal to its full normal hit points) each round |t
drains blood. The victim must also save

Disease (EX)YAny |l iving creatur e t hatclaw atthckss
or blood drain runs the risk of disease. All vrykolaka permanently carry one disease (typlcally
filth fever). A vrykolaka can also transmit disease it acquires by drinking the blood of
infected people, but the DC to avoid infection from thedéitional infections drops by 1 for
every day that passes after transmission until reaching 0. A vrykolaka can carry any number
of diseases at once. A vrykolaka adds it Charisma modifier to the DC to avoid infection.

Fever Sleep (SulA vrykolaka can sethopponents into feverish unconsciousness as a
standard action. Anyone the vrykolaka targets must succeed on a Will save or fall
unconscious under t he vr ydumbedndxécaster lavel I2thju e nc e
The ability has a range of 30 fe@the vrykolaka does not wake its victims by drinking theri
blood.

Spider Climb (Ex)A vrykolaka can climb sheer surfaces as though under the effects
of aspider climbspell.

Swarm Form (Su)As a standard action, a vrykolaka can change into a centipede
swarm, cockroach swarm, or mosquito swarm. The swarm has the same number of hit points ‘

as the vrykolaka, and any damage done to the swarm affects the vrykolaka. While in swarm
form, a vrykolaka cannot use any of its own special attacks, although it thainsatural
weapons and extraordinary special attacks of the swarm it transformed in. It also retains all of
its usual special qualities. While in swarm form, the vrykolaka is still considered to be an
undead creature with its total number of Hit Dicecdin remain in swarm form until it
assumes another form; retakes its original form as a standard action; or until the next sunrise.

Vrykolaka Weaknesses (EXjrykolaka cannot tolerate the odour of garlic or arise
and will not enter an area laced with th&inell. It cannot cross an unbroken line of aniseed.
Similarly, they wil/l recoi |l from strongl
vrykolakad they merely keep it at bay. A recoiling vrykolaka must stay at least 5 feet away
from the holy symbol andannot touch or make melee attacks against that creature. Holding
a vrykolaka at bay takes a standard action. After 1 round, a vrykolaka can overcome its
revulsion of the object and function normally each round it makes a DC 25 Will save.
Reducingavryik | akads hi't points to O or | owe
destroy it. If reduced to O hit points in combat, a vrykolaka assumes swarm form (see below)
and attempts to escape. It must reach its coffin home within 2 hours or be utterly destroyed.
(It can normally travel up to 9 miles in 2 hours.) Additional damage dealt to a vrykolaka
forced into swarm form has no effect. Once at rest, the vrykolaka is helpless. It regains 1 hit
point after 1 hour, then is no longer helpless and resumes fastghealin
However, certain attacks can slay vrykolaka. Exposing any vrykolaka to direct
sunlight staggers it on the first round of exposure and destroys it utterly on the second
consecutive round of exposure if it does not escape. Each round of immersioning runn
water inflicts damage on a vrykolaka equal to one third of its maximum hit @oints
vrykolaka reduced to O hit points in this manner is destroyed. Driving an iron spike through a
hel pl ess vrykol akabds s k-tound actioh dowever titlrejurnstd ay s |
life if the spike is removed, unless the body is completely consumed by flame.
Vrykolaka are also particularly vulnerableremove diseasdf the spell is cast on a

vrykolaka, it must make a Fortitude save or take 2 tempaoraggative levels. A vrykolaka
asleep in its coffin or incapacitated by an iron spike automatically fails its save. If it gains as
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many negative levels as it has Hit Dice, it is permanently destroyed and dissolves into foul
vapours (as atinking clou@ caste level 12th).

Wrethfetin spawn
CR 4 (XP 800
CE Smallundead
Init +1; Senseslarkvision 60 ft.; Perception +11
Aura fatigue, 30 ft.
Defense
AC 16, touch 12, flatooted 15(+1 Dex,+1 size,+4 natural)
hp 30 (4d8+12
Fort +3, Ref +2, Will +5
Defensive Abilities channel resistance +2, DR 5/ silver, fast healing 1, resist cold and
electricity 10,undead traits
Weaknessesesurrection vulnerabilitywrethfetin weaknesses
Offense
Speed20 ft.
Meleeslam +4 (1d3lusvitality damagé
Special Attacksblood drainyitality damagg1d4 Strength and Constitution, DC)15
Statistics
Str 10, Dex12,Cond , Int 11,Wis 13,Cha 17
Base Atk+3; CMB +2; CMD 13
FeatsBlind-Fight, Skill Focus (Perception)
Skills Intimidate +9, Knowledgéreligion) +7, Perception +11, Steal#20; Racial Modifier
+8 Stealth
LanguagesCommon
SQ change shapgaseous form, padfoot
Ecology
Environment any
Organization solitary, pair, gang3i 6), or pack (V12)
Treasure standard
Special Abilities
Blood Drain (Su) A wrethfetin can suck blood from a grappled opponent; if the
wrethfetin establishes or maintains a pin, it drains blood, dealing 1d4 points of Constitution
damage. The wrethfetin heals 5 hit points or gains 5 temporary hit points for 1 hour (up to a
maximumnumber of temporary hit points equal to its full normal hit points) each round it
drains blood.
Change Shape (Su) wrethfetin can use change shape to assume the form of a boar,
dog, riding dog or owl, aseast shape lI
Fatigue Aura (Su)Any creaturethat comes within 60 ft of a wrethfetin must make a
Will save or be fatigued for 1d6 rounds. Creatures that are already fatigued become
exhausted instead.
Gaseous Form (SulAs a standard action, a wrethfetin can assgaseous fornat
will (caster level5th), but it can remain gaseous indefinitely and has a fly speed of 20 feet
with perfect manoeuvrability. This takes the form of a cloud of pleasantly aromatic pipe e
tobacco smoke.
Padfoot (Ex):A wrethfetin moves in complete silence. It can always takerl@
Stealth check, and doesnoét suf fer Steal th
blinded, they also suffer-d penalty to initiative.
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Resurrection Vulnerability (Su)A raise deador similar spellcast on awrethfetin
spawndestroys it (Will negates). Using the spellthis way does not require a material
component.

Vitality Damage (Su) A creature struck by a wreth
points of Strength and Dexterity damage.

Wrethfetin Weaknesses (EXYrethfeins cannot tolerate the smell of tobacco smoke
and will not enter an area heavy with its aroma. Similarly, they will recoil from strongly
presented holy symbol s. OTtheg merely deemiddt bapp &r m
recoiling wrethfetin must stagt least 5 feet away from the holy symbol and cannot touch or
make melee attacks against that creature. Holding a wrethfetin at bay takes a standard action.
After 1 round, a wrethfetin can overcome its revulsion of the object and function normally
each roud it makes a DC 25 Will save.

A wrethfetin is unable to enter a room with a fire burning in its hearth, and cannot
pass through a doorway with an upright horseshoe nailed above it. A wrethfetin can never
rest more than 1 mile from where it was first lpdri

Reducing a wrethfetinbds hit points to
destroy it. If reduced to O hit points in combat, a wrethfetin immediately assyssesus
form and must attempt to return to its coffin. It must reach its coffinehaithin 2 hours or
be utterly destroyed. Additional damage dealt to a wrethfetin at this point has no effect. Once
at rest, the wrethfetin is helpless. It regains 1 hit point after 1 hour, then is no longer helpless
and resumes fast healing.

However, certain attacks can slay wrethfetins. Exposing any wrethfetin to direct
sunlight staggers it on the first round of exposure and destroys it utterly on the second
consecutive round of exposure if it does not escape. Each round of immersion in running
water inflicts damage on a wrethfetin equal to one third of its maximum hit @oiats
wrethfetin reduced to 0 hit points in this manner is destroyed. Furthermore, rainfall burns
them like acid, dealing 4 points of damage per round (5 in heavy thunderstorms) if th
wrethfetin is caught in the rain. Again, a wrethfetin reduced to 0 hit points in this manner is
destroyed.

Driving a wooden stake through a hel pl
has been drawn from a crackling hearth fire within the 2aunds. This instantly slays it
(this is a fultround action). However, it returns to life if the stake is removed, unless the
hands and feet are severed and burnt in the hearth fire for 3 hours.

Vampiric Companions

Creating vampire spawn, or eveulfvampires, through the usual means does great
violence to the psyches of those transformed. Most are turned to chaos and evil by undeath;
all have their personalities irrevocably changed in some way by the trauma. 1

Sometimes, whether from the loneliness et ernity or the vam
love, a vampire may become enamoured of a mdrntahese cases, the vampire may wish to
preserve their victim as more or less the person they were in life, rather than the ravaged
mockeries normally create@r the mortalmay not bestrong enough to cross over to undeath
without becoming a stagnant, menial vampire spdwithese cases, vampire can still turn
its companion into a true vampire through a prolonged process called the Dark Kiss. Male
vampirecopani ons are typically called fAgr ooms

To create a companion through the Dark Kiss, a vampire must slowly drain the mortal
of blood, taking no more than 1 point of Constitution per round. When the companion has
just 1 point left, thevampire opens its own veins and allows (or compels) the companion to
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drink its blood even as it slowly drains
suffers 2 negative levels for each level the companion needsth 5 HD. (Thus, a 2nd
level companion would inflict 6 negative levelsf)the companion has 5 HD or more, the
vampire must still inflict 2 negative levels to itsdffthe vampire is reduced to 0 HD or less
by these negative levels, both the vampire and its companion are ddstifothe vampire

survives, it removes one negative level every 10 minutes, and lies spent and helpless until all
negative levels are lost. If the vampire is slain by other means before it recovers, the
companion becomes a vorlog.

The companion gainsenagh Avampiredo | evels (advanci
bring it to 5 HD. If the vampire companion later gains class levels, each class level replaces
one Avampireo |l evel. Valledp thaugh theyoamepuaually ctil s
enamoured of thecreators. A vampire and its companion share a telepathic link, regardless
of the distance between them. If a vampire or its companion is destroyed, its partner
immediately suffers 6d6 points of damage. A vampire can have only one companion at a
time, bu can free itself of its companion as a full round action

Vorlogs

bel ovedds transformation, then | ie helple
slain duing this period, the companion instead becomes a pitiable thing trapped between the
worlds of the living and undead. The vorlog looks like a normal humanoid to most observers,
with only its budding fangs and pale and doleful expression indicating angechan

Many adventurers have killed a vampire in the midst of the Dark Kiss and
congratul ated themselves on fisavingo i

existence. The vorlog yearns constantly for his lost love. Finding someone resembllng h
undead soul mate, the vorlog drains his victim of Wisdom and charmmsinib@ becoming

the being he misses so much. Unfortunately, the replacement is never good enough, an
within a few months the vorlog must find another, killing the current surroghésn the

When a vampire chooses a hew companion, it must pour its blood and passion into its I

replacement comes along.

The Vorlog Template
Creating a Vorlog

AVorl ogd is an acquired templ at e
humanoid (referred to hereafter as
and ablities except as noted here.

CR: As base creature +1.

AL : Any evil.

Type: The creaturebds type c(hugmegtedsDo hod
recalculate class Hit Dice, BAB, or saves.

SensesA vorlog gains darkvision 60 ft.

Armour Class: The vorlog gains a natural armour bonus of +2, unless the base
creature already has a better natural armour bonus.

Hit Dice: Change all racial Hit Dice to d10s. Class Hit Dice are unaffected.

Defensive Abilities A vorlog gains damage reduction 5/magic aast thealing 1 (2
when its surrogate is presénsee below). It also gains the following defensive ability.

Undead Resistancéex). Vorlogs gain a +4 racial bonus on saving throws against
disease, poison, paralysis, sleep, and stun effects and is imnmumaiaffecting effects.
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WeaknessesVorlogs are dazzled in bright light and take 1d6 points of damage per
round of exposure to direct sunlight. They recoil from strongly presented holy symbols as a
vampireé a recoiling vorlog must stay at least 5 feet away from the holy symbol and cannot :
touch or make melee attacks against that creature. Holding a vorlog at bay takes a standard
action. After 1 round, a vorlog can overcome its revulsion of the object and function normally
each round it makes a DC 25 Will save.

Speed:As the base creature.

Melee: As the base creature.

Special Attacks A vorlog gains several special attacks. Save DCs are equal+o 10
hafvorl ogds HD + vorlogbés Cha modifier wunl es

Frighten Animals (Sp)At will, the vorlog can frighten and enrage animalghasigh
they were affected by both tliage and confusionspells (CL 7th). This affects all animals
within 50 ft.

Provoke pity (Su)A vorlog can evoke feelings of pity and sympathy is a humanoid as
a standard action. Anyone the vorlog targets must suameed Will save or fall instantly
under the vorl og 6 s miserabld pitygpell¢caster level 6th). Tre @hglity by
has a range of 30 feet.

Surrogate (Su)A vorlog who makes a melee touch attack against a creature affected
by its provokepity ability must make a Will save or be permanently charmed by the vorlog,
as though by aharm persorspell (caster level 6th). The victim feels that the vorlog is their '

true love, and is filled with the desire to protect it from hdbmpel magic, remee curseand
more powerful magic can remove the effect.

Each day, the surrogate must make another Will save or suffer 1d3 points of Wisdom
damage. I f the surrogate currently has Wis
subject toreckless irdituation (caster level 6th) as well for as long as the Wisdom damage
persists.

In the presence of their surrogate, a vorlog has improved fast healing (see above). The
vorlog depends on having a surrogate to survive; without the Wisdom drain, the vorlog
begins to starve. However, the creature is only a surrogate for its lost vampicaod

y

vorlogs inevitably growto resent their surrogates for failing to live up to their mental image
of the dead soul mate. When this happens, the vorlog kills the siermgeof frustration and
moves on to find another.

Special Qualities A vorlog is affected by channelled energy as though it were
undead.

Reflection(ExX) A vorl ogbés reflection is eeri/

Ability Scores: Str +4, Dex +2, Cha +2.

Skills: Vorlogs gain a +4 racial bonus on Bluff and Stealth checks.

Feats:Vorlogs gain Alertness and Improved Unarmed Strike as bonus feats.
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Ghosts

Ghosts are the souls of deceased creatures, trapped on the BRtarealAccording
to the theory of famed monster hunter Rudolph van Richten, the interaction between human
emotion and the Ethereal can serve as a barrier in the event of an emotionally charged deat
The ethereal resonance created by the event bindsuhtgbe Ethereal Plane and prevents
it from moving onward. Ghosts are tormented by the circumstances surrounding their death,
for they prevent the spirit from resting peacefully.

Like all ethereal resonance, ethereal spirits are divided into five r&#s one
spirits are generally the product of sudden or unemotional deaths. Spirits with rank five
ethereal resonance are the most powerful, resulting from deaths of extreme emotion and great
consequence. Whenever a ghost is created, the ethereal resondine area immediately
rises to match the rank of the ghost. The ethereal resonance of an area haunted by a ghost
does not fade with time, for the ghost itself serves as enough emotional fuel to keep the
resonance strong.

A ghost 6s r a litiks a fixed as thel moraenttof ite dseation and cannot
be changed, except in extremely unusual circumstances.

A ghost can pass through ethereal resonance of a rank lower than themselves if they
wish, although they can also interact with it. Etheresdmance of equal or greater resonance
is completely solid and opaque to them.

The Ghost Template
Creating a Ghost

AGhosto is an acquired template that can
Charisma score of at least 4 (see below). A ghost setaima | | the base creatu

special abilities except as noted below.

Rank Rank Min. Cha CR Salient
(Ethereal (Ghost) Cha mod. abilities
Resonance)

1 1 4 +2 +1 1/4 HD

2 2 6 +4 +2 1/3 HD

3 3 8 +6 +3 1/2 HD

4 4 10 +8 +4 2/3 HD

5 5 12 +10 +5 2/3HD +1

Challenge Rating Sameas the base creatumaodified as above

Type: The creatureds typeecalanygleast ¢ ot hvende
attack bonus, saves, or skibints. It gains the incorporeal subtyfimit see the corporkea
salient weakness below)

Armour Class. Against material foes, an incorporegidost gains a deflection bonus by
equaltoi t s Chari sma modi fier. | armaul borsug, 8s welhas b a s e
all armaur and shield bonuses ninbm force effects oghost touchitems.These bonuses still
apply to foes on the Ethereal Plane, however.

A corporeal ghost gains a natural armour bonus equal to its Charisma modifier
(minimum +1). It can wear armour as usual.
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Hit Dice: Change alloft he cr eat ur e @Gosd8st AlHit Bite defived Di
from class levels remamnchanged. Ghosts use their Charisma modifiedetermine bonus
hit pointsinstead of Constitution.

Note that some deaths are so traumatic that ghosts gain extraHiadiate. Base
save bonuses granted by racial Hit Dice are Fort +1/3 HD, Ref +1/3 HD, and Will +1/2 HD +
2. The base attack bonus is equal to 3/4 its racial Hit Dice.

Defensive Abilities A ghost retains all of the defensiaeilities of the base creatur
save those that rely onarporeal form to functiorfif incorporeal) Ghosts gain channel
resistanceequal to twice their rankdarkvision 60 ft., the incorporeal abilitfput see
corporeal below)and all of themmunities granted by its undead trai&hosts also gaithe
rejuvenation ability.

Rejuvenation (Su)l N mo st cases, i & ghest tdrouphf simple | t t
combat: t he frebtersstitseldip 2dd dayssHveénrthe most powerful spedls
usually only temporary solutionsThe only way topermanently destroy a ghost is to
determine the reasdar its existence and set right whatever prevents it fresting in peace.
The exact means varies with each s@gintl may require a good deal of research, and should
be createdspecifically for each different ghost by the GM.

Speed Incorporeal fosts lose the previous speeds and gainlg $peed ofequal to
its previous base speed wbkrfectmanoeuvrability unless the base creature hédmsgher fy

speedCorporeal ghosteetain their previous speeds.
Melee and Ranged Attacks An incorporealghost loses all of the bagser eat ur e
attacksagainst material foes (although not against ethereal. fidéisgould wield weapons in

life, it canwield ghost touctweaponsas a ghas

Corporeal ghosts retain all/l of the base
already have them, they gain one of the following: a bite, 2 claw or 2 slam attacks. Some high
ranked ghosts may gain a bite and 2 claw attacks.

Special Attacks A ghost retains all the special attackstlué base creature, but any
relying on physical contact do nionction (if incorporeal and attacking material foes).

In addition, a ghost gainsalient abilities as shown in the table above. A ghost with
multiple attacks of the same kind (touch attacks, for example) can only use one salient ability
per round.

The save DC against a gohl®s haffgh s ptecs aH
ghost 6s Char i s otherwiseombted. Additionalughdsteabilgibgyond these
can be designed at the GMés discretion.

Abilities: Cha + rank x 2 (as shown in table above); as incorporeal undead
creature, aghost has no Constitution scoemd no Strength score against rethereal
creatures

Skills: Ghosts have a H&cial bonus on Perception aStkalth skill checks. A ghost
always treats Climb, Disguis€&]y, Intimidate, Knowledge (arcana), Knowledge (religion), '
Perception, Sense Motive, Spellcraft, and Stealth as skis. Otherwise, skills are the 1

same as thbase creature.

Salient Abilities

Animator(Su) Once per round, a ghost can possess an object of size Large or smaller,
ving it |l ife as an animated object. Thi s
ostds CR minus <2beinglhtld by b ereature, thg ebject cab maked |
I save wusing its bearerb6és saving thro
destroyed, the ghost reappears in its square and cannot possessoéethésr 1d4 rounds.
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Apostate (Su)The dhost can cut off divine spellcasters from their source of power.

All divine spellcasters within 60 ft must make a Will save or be cursed for 1 min. While '
affected by the curse, they must make a caster level check to cast any divine spell; the DC of

concent ati on checks normally required increas
by the victimbés channel energy ability al
ghostés Cha modi fier.
Aura of Cold (Su)The ghost is surrounded by an awfadeathly cold. Any living
half). The aura has a radius of 5 ft per rank. As a full round action that provokes an attack of
[

creature that enters the aura suffers 1d6
opportunity, the ghost can extinguishyanonmagical source of fire the size of a small
campfire or smaller.

If this ability is selected a second time, those who fail their savesl@amedfor a
number of rounds equal to the ghostds Char
nonlghal damage and are fatigued until the nonlethal damage is healed.

Aura of Sobs (Su)lhe ghost has ainvisible but audible aura of unnerving childlike
whimpers, songs, and sobs. Any living creature that enters this area loses the benefit of all
bardic rformances affecting it and takeganalty on all attack rolls, damage rolls, and Will
savingthrowe qu al t o t Hibe agrdohasatrailiss of 18 i ger rahke ghostcan
suppress or reactivate its aura as a free action. This aura is ansadiaffecting effect.

Bestial Possession (Sul ghost must have the malevolence ability to select this
ability. Upon being possessed byghost the target takes on a number of bestial features,
most notably growing claws and vicious fangs, and fliks & savage rage. The victim gains
two claws and a bite natural attack appropriate to its size g4 1d6 for Medium
creatures, and gains a barbariands greater rag
victim is being possessed by thkog. After the possession ends, the victim is fatigued for a
period of time equal to double the duration of the possession. The victim also galightow
vision and scent. The possessed creature loses all of these natural attacks and abilities
immediatelywhen theghostleaves its body.

Bleed (Su)A ghost must have a touch attack to select this ability. Upon a successful
touch attack, the ghost deals bleed damage according to its rank in addition to the effects of
its normal touch attack. Rank one ghosts deal 1d4 bleed damage; ranks two arftiéree,
ranks four and five, 1d8. Some ghosts with this ability may have different cosmetic effects,
such as rotting or aging.

If this ability is selected a second time, the ghost can drain the energy of from those
adjacent to it who are suffering from ittebd attack. This is a standard action. The victim
takes 1d4 points of Constitution damage (Fort save for half). The ghost heals 5 hit points.
Selecting this ability a further time increases the Constitution damage to 1d6.

Blindsight (Su):The ghost haslimdsight, 60 ft. In some cases, the ghost may also
have an enhanced ability to see through poor environmental conditions, such as snowstorms.
Other unusual senses, such as scent, might be granted instead. ‘

Bloodcurdling Howl! (Su)The mournful howling ofa ghost chills the living to the
core. The creature can howl as a standard action. All living creatures withifoat3pread
must make a successful Will save or become frightened for 2d4 rounds; those more than 30
feet away but within 300 feet must mak&Vill save or become shaken for 2d4 rounds. This
is a sonic, necromantic, miradfecting fear effect. A creature that successfully saves against
the bloodcurdling howl! cannot lfected by the same ghéss h o w f Thegh@d hour
must have the frigiful moan ability to choose this salient ability.

Corpsetheft(Su) Once per round a ghost can possess an adjacent corpse, merging
with the remains and reanimating them as a skeleton or zombie. The skeleton or zomble
animated by this ability may be noghher t han the ghost és
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d
corpse is destroyed, the ghost reappears

body for 1d4 roundsT he ani mated body retains the gho
and base attack bonu$she ghost loses any touch attacks, auras or attacks based on its
appearance (such as corrupting gaze) it possesses while animating a corpse.

If this ability is selected a second time, the ghost retains its touch attacks while
animating a corpse. It stibses any aura or appearati@sed salient abilities.

Corrupting Gaze (Su)Theghosthas a gaze attack with a range of 30 tkat causes
2d10 damage and 1d4 Charisma dam@getitude save negates Charisma damage but not
physical damage)ariant ghosts may exist that deal different types of ability damage.

Corrupting Touch (Su)By passing partaf t s i ncor por eal body
as astandard action, the ghost linfs a number ofd6s equal to its CR in damage. This
damage isot negative ener@yit manifests in the form gbhysical wounds and aches from
supernaturalaging. Creatures immune to magical agearg@ immune to this damage, but
otherwise thedamage bypasses all forms of damage reducfioRortitude save halves the
damage inficted.

At the GMO6s discretion, the corruptive
different energy type (such as pain). Alternately, the touch may deal half the normal damage
without offering a save.

Create Spawn (Suiny humanoids slainyba ghostbecomeghostshemselves in 1d4

1
rounds. Spawn so created anee rankless powerful than their creator and have the same |

salient abilities (to within the limits of their ranl§pawn are under the command of gihest
that created them and remadnslaved until its death, at which point they lose their spawn
penalties and become filedged and freavilled. Ghosts must be at least rank two to select
this ability.

Some ghosts may require longer periods or special conditions for their spawa to ris

k such as spawn rising the first time fresh snow falls upon their corpses or graves.
Damage Reduction (SuJhe ghost has DR 5/good or DR 5/magic and silver. If this
ability is selected a second time, the DR is doubled. This salient ability increaser thfe
incorporeal ghosts by 1.
Damaging Touch (Su)fhe ghost gains a touch attack thatld 1d4 ability damage
from any one ability score it selects on a iWtsuccessful criticahit causes 1d4 points of
ability damage and 1 point dability drain (instead of doubledamage).On each such
successful attack, the ghost heafsoints of damage to itself.
Deat hds Ce@rcé gerdagy ag astandard actioghastmay placea curseon
a target within 60 feetHortitude negates). If thghostknowsand speaks t he t
the target takesia penalty on the save. If the victim fails the save, he becomes staggered for
1d6 rounds. For the next 24 hours (or until gtestis slain), all critical hits against the
victim automatically confirm. Fally, the victim automatically fails all Constitution checks
to stabilize while dying. This is a miraffecting curse effect. The save DC is Charisma

world beyondthe veil of life. Characters within 30 ft must make a Fortitude save or suffer
double damage from physical or energy sources. The ghost may sing for a number of rounds
equal to twice its ranKThis is a sonic, necromantic effect. A bard can use her asonig

class feature to coer the deathsong. Once a character makes their save, they are immune to
a deathsong sung by that ghost for 24 hours.

Disease (Su)A ghost with this ability can inflict disease. The ghost must have the
Malevolence ability. Thas it possesses automatically contract the disease, which cannot be

based.
Deathsong (Su)Once per day, as a move equivalent action, the ghost may sing of the 1

cured until the ghost is cast out of the
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Draining Touch (Su)The ghost gains a touch attack that drains daldts from any
one ability score it selects on a ltn eachsuch successful attack, the ghost hegisifts of
damage to itself. Rank one ghosts cannot select this salient ability.

Earth Glide (Su):The ghost has the earth glide ability, and a burrow speed equal to
half its speed. Only corporeal ghosts can selestability.
Ectoplasmic Web (SuThe ghost draws, secretes or otherwise produces a horrifying
web of ectoplasm. This has the effect ofebspecial attack. If the ghost has an aura (such as
maddening babble or aura of sobs), interacting with the (e/gp examining the drawing or
becoming ensnared) exposes the character t

Elemental Curse (Supn a touch attack, the ghostds
be engulfed by sickly flamedWhile these eerie flames deal aolditional damage, the
affected creature glows as daerie fireand becomes sickened. While under the effects of
the witchflame, the victim gains vulnerability tme type of energy (typically fire, although
cold is also commonand takes half agaias much damage (+50%) frorattacks ofthat
energy type The curse lasts for 2 minutes per rank. This ability stacks with other touch
attacks.. The supernatural flames can only be extinguished before this duration expires by a
break enchantment, miracle, remsocurse or wish speld the effectiwe caster level of the
elemental cursis equal to thgg h o $1D.6 s

Energy Drain (Su):The ghost gains a touch attack that deals 1d8 negative energy
damage and energy drain 1. The ghost gains 5 temporary hit points for every level drained.
This ability can be taken multiple times. Each time increases the number of negative levels
bestowed # 1. The negative energy touch cannot be used to heal undead.

Energy Resistance (Sujhe ghost gains immunity or resistance 20 to one energy
type, or energy resistance 10 to 2.

Entrancing Appearance (Sufhe ghost gains a gaze attack with a range oft.30
Targets who fail a Will save are fascinated (or cower, in some cases) while the ghost remains

within view. Victims can attempt new saves once every number of rounds equal to the
ghostés rank. Once they have salvest 64 hayp
for 24 hours.
Fast Healing (Su)The ghost gains fast healing 5. Only rank three or higher ghosts
Fleshdrink (Su)If a ghosthits a single creature with both claw attacks, ghest

can take this ability.
deak 1d6 points of Constition damage and making the victim sickened for 1d4 rounds. A
successful Fortitude save negates the Constitution damage and reduces the sickened conditio
duration to 1 round. The save DC is Charidmaged.The ghost must be corporeal to select
this ability.

Fly (Su): The ghost gains a fly speed equal to its speed and perfect manoeuvrability.
Only corporeal ghosts can select this ability.

Forgotten (Su)A ghost with this abilitycan take 20 on its Stealth check to hide in
plain sight

Frightful Moan (Su) The ghost can emit a frightful moan as a standatcn. All
living creatures within a 3@ot spread mustucceed on a Will save or becofrightened for
1d4 rounds (rank 1panicked for 2d4 roundsank 2 or 3) or cower for 1d3 rounds (rank 4 or
5). In some cases, a ghost may have this power at a lower rank, but the form of the ability is
fixed at t h e Thishio & dordics minadffeciagt feao effect. A creature that
successfully saves against the moan cannot be affectéedhbg s a menoag fooZit 6 s

hours.
Alternate from of this ability that are not sonic attacks also exist. Some ghosts have ‘

this power as a touch attack, in which case the fear effects can stack with another touch
salient ability.
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Frightful Presence (Su)fhe ghost gainthe frightful presence ability to a range of 10 !

ft per rank.

Geas(Su) The ghost died with some work undone or desire unfulfilled. In its desire
to see its efforts completed, once per day, a ghost can lay a compulsive curse upon the living,
forcing them to either take up its work or face a terrible end. A ghost can lay this curse by
making a touch attack, which forces the target to make a Will save or be stunned for 1 round.
During this round, the target receives a flood of images suggesting a couwrsgood
t hough such might remain vague oOor require
exact meaning. The target has a number of
days minus the ghostodés Char i sfie tamget doesf note r ,
fulfil the course of action suggested by the vision within this set period, he takes 1d4 points
of Constitution drain per day. This effect can be overcome via the igmetive curse
requiring a caster level check withaDCequdltoi s ef fect 6s initial

Geist (Su)A geist is the weakest form of ghost. Geists are unable to manifest on the
Material Plane. Although this grants them natural invisibility (which cannot be dispelled or
otherwise removed, even voluntarily), it also yaets them from directly interacting with
material creatures except through abilities such as telekinesis, mind games and
phantasmagoria. Those without these abilities are cursed to be powerless observers for
eternity. Geists are unable to make touch agea touch attacks, and unable to select any
other abilities that directly affect the material world. In general, only mind affecting abilities ‘

should be selected. Only rank 1 incorporeal ghosts can be geists.

Gestalt (Su)The ghost is able to absorb the life force of those it Kills, including any
other ghosts it encounters, trapping their spirits within itself and growing strong off their
energy. As a full round action, whenever the ghost kills a creature, it can gawvta goint.

It gains a bonus equal to its growth point taial attack rolls, CMB rolls, saving throws,
casterlevel checks, and skill checks. Its maximum gdints increase by tor each growth

point, andits caster level for spelike abilities increass byl. For every 4 growth points, it
increases in size by one category and gains an extra attack. Ghosts with this ability tend to
split into two when it has amassed a number of growth points equal to double its Hit Dice.

Ghost Blade (Su)When the ghdswields a weapon of a particular sort (slashing, for
example), it can imbue the weapon with magical abilities equal to half its Charisma modifier
(maxi mum equal to its rank). The abiliti
creation. The weapameed not be given a minimum +1 bonus before applying special effects.
For example, a corporeal ghost might agghenandfrost; an incorporeal ghost might apply
+1 andghost touch

Grave Trappings (Su)lThe ghost died with a strong attachment to a specific item or
set of objects. A ghost with this ability may choose a number of items it died with equal to
half its Charisma modifiemultiplied by its rankto carry with it into death. The ghost
continuedo be able to use and benefit from these spectral duplicates just as though they were
the real things. Weapons and aunare treated as having tlglosttouch special ability,

e!

while other items act as being incorporeal themselves and can be manipulétedghgst.
Regardl ess of the type of object, al | sel
form and cannot be disarmed or removed from the ghost (even by the ghost). Should a ghost
be destroyed, its equipment reappears with it upon rejungnat

Greater Mind Games (Su)he ghost gains one magical ability selected from the
following list of 4" to 6" level spellsaura of doom, black tentacles, blight, cloak of dreams,
command undead, crushing despair, curse of magic negation, dream,seakgey epidemic,
fear, fleshworm infestation, frozen note, insect plague, mass cacophonous call, nightmare,
solid fog, phantasmal Killer, terrible remorse, touch of slime, trap the 3t ghost may
use this ability a number of times per day equaldaank. The caster level is equal to the
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ghost s eCRCs are 10 + spell | e vAeghost-must e e
at least rank 3 to select this ability.
lcy Touch (SuyWi t h a successful touch attack,

g !
Fortitude save or be staggered for 1 round. If the ghost has another touch attack, the effect
stack.

Improved Salient Ability (Ex)For one salient ability with effects dependent on a
g h ossHit Dice or CR (e.g. corrupting touch or the caster level of a-kgelhbility), the
ghost is treated as 1 Hit Dice or CR higher.

Increased Abilities (Ex)The ghost has been empowered by the transition to undeath.

The ghost can improve any of thearbi | ity scores by a total
Charisma cannot be improved by more than twice its rank. If this salient ability is chosen a
second ti me, t he ghost gets an additional

Charisma.

IncreasedSize (EX)YThe ghost 6s speed increases
permanenenlarge persospell.

Increased Speed (EX)>’he ghostds speed increases
second time, the ghost.0s speed increases

Invisibility (Su): The ghost carurn invisible (caster levekqual to its Hit Dicgas a
free action on its turn. As with thevisibility spell, theghostappears once it makes an attack.
Thus,the ghost may consitly appear and disappear duringghf.

| f this ability is selected a second
invisibility: it remains invisible even when attacking, and its invisibility cannot be dispelled
by spells such asvisibility purge

Laughter of Madness (SuYhe ghost can laugh as a standard actidh. living
creatures within a ot spread per rank ceatl on the ghost mustake a Will save or be
subject toconfusion Ghosts of rank three or higher cause their victims tanbenstruck
instead. The ghost cdaugh for a number of rounds equal to its rank. The caster level is
equal to the ghostés CR.

Lure (Su):The ghost can lure a single target within 100 ft per rank if they fail a Will
save. If the target fails, they are irresistibly drawn to a particutatiten (typically either the
ghost or its remains), or as close as they can manage within their natural capabilities. An
entranced target attacks anyone who tries to restrain it.

Maddening Babble (Sufhe ghostonstantly mutters and whines to itselieating a
hypnotic effect. All sane creatures within 60 feet ofghest must succeed on/dll save or
be fascinated for 2d4 rounds. While a target is fascinatedghitbstcan approach without
breaking the effect, but an attack by thleost breaks the ééct. This is a sonic, mind
affecting compulsion effect. Creatures that successfully savetharaffected by the same
ghosbs babble for 24 houbasedd The save i

Anyonetargeting aghost that has this abilityith thought detection, mmcontrol or
telepathic ability makes direct contact with its tortured mind and takes 1d4 points of Wisdom
damage.

Malevolence (Su) The ghost 6s |ieparticalarlg poterd. Once fee
round, the ghost camerge its body with a creaturae dhe Material PlaneThis ability is
similar to amagic jarspell (casterlevel 0t h or t he ghostés Hit Di c
except that it does not require a receptacle. To usalilit/, the ghost must be adjacent to
the target. The targetan resist the attack with a successful Will save. A creathes
successfully saves i snalevolenecee24 hoars.t hat s ame

Mind Games(Su) The ghost gains a number ofagical abilities equal tohalf its
Charisma modlflemultlplled by its rank (minimum 1)it may select these abilities from the
following list of 0- to 2" level spells animate ropechill metal control undeag dancing
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lights, entangle faerie fire fog cloud ghost soundheat metalhideous laughterinvisibility,

minor image(major imageif rank three or higher)open/close pyrotechnics scare sleep
spiritual weaponsoften earth and stonsummon swarpiwarp wood or whispering wind A

ghost nay use each of these abilities a numbetiroés per dagqual to its rank plus. The
caster | evel I's €lgeabDCsoatbdel@heosspsel CRI e
modifier.

Misfortune (Su) A creature struck by the ghost must make a Will save or become
permanently cursed with misfortune. Thetim of this curse takesia penalty on all attack
rolls, saving throws, and skill checks, and any critical threat against the victim automatically
confirms. If the ghost hits a creature already suffering from this curse, the victim must make a
Will saveor be staggered for 1 round. This is a curse effect.

Mutable Corporeality (Su)The ghost can choose to manifest as a corporeal or an
incorporeal spiritWhen corporeal, the ghost does not gain a natural armour bonus or gain
any natural attacks beyond what the base creature possessed. It also loses the deflection
bonus to AC, fly speed and incorporeal traits it gained as a ghost. It can, however, wear
armaur, interact with physical objects, and has a Strength score. It is a standard action to
change states between corporeal and incorporeal forms.

Nightmare Delusiors (Su) The ghost died suddenly or unexpectedly. Not even
realizingthati t 6 s d e at does abdutithe rostipes of its daily life, ignoring the living
in a state of undead denial. Should a ghost with this ability pass through the square of a living
being, that creature must make a Will save or fall into a fitful sleep full of mghtmemas th
arenot its own for 1d4 minutes. For
Charisma moadifier, the victim must make an additional Will save or be affected as per the
spellnightmare

Phantasmagoria (SuA number of times per day equalhealft he ghost 0s
modifier multiplied by its rank the ghost can create an elaborate illusion. This illusion
functions similarly to the spethirage arcanain combination with multiplemajor images
allowing the ghost to recreate any scene, settingharacters it wishes. The ghost can even
incorporate itself into the effect, appearing as it wishes within the illusion as if it were under
the effects of alter self. The entire illusion can be disbelieved with a Will save. The illusion is
treatedasath-l evel spell created by a caster wit
of the illusion is dispelled, the entire illusion fades.

Presence (Su)Any creature entering the same squaréhasghost is affected by one
of t he ghostThis abilitp aamndt beauset with kosrupting touch. If this ability
is selected a second time, those striking the ghost with a melee attack are also affected, even
if the attack cannot harm the ghost due to its incorporeal nature. If the touch atteskaallo
save, the victim of this ability may also make a save.

Profanity (Su):The ghost is tainted with evil. It gains a +1 profane bonus to AC for
every 3 Hit Dice it possesses.

Radiant Aura (Su)The ghosthas a gaze attack with a range of 30 feat @uses
creatures who fail a Fortitude save to be blinded for 1d4 rounds. The ghost alsbrijteds
light as adaylights p e | | (caster | evel equal to the gho

Ranged Touch (SuPne of the ghostdés touch attack:
attack with a range equal to 30 ft. This ability can be taken multiple times; it can be applied to
a different touch attack, or increase the range by a further 30 ft.

Reach (Ex)The reachof gy host 6s natur al attack or
ability can be taken multiple times.

Semicorporeal (Su)The ghost is incorporeal, but can interact with physical objects
and creatures as though the palms of its hands (or equivalent) were doripazaanot,
however, wield weapons.

~ Omll |
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Shape Flesh (SuBy spending 1 minute in contact with a helpless creatughoat
can reshape the targetods face, causing f

Fortitude save to resist. Changes @gemanent, but can be reversed wigal restoration or
regeneration or by surgically opening the sealed flesh with a DC 15 Heal check that takes
1d3 rounds and deals 1d4 points of damage even if the check is not succegbisidan

use this abilityon one of four different features per use: ears (target becomes deaf), eyes
(target becomes blind), mouth (target cannot speak or eat), or nose (target cannot smell).
Multiple uses can have increasingly serious effects (such as sealing the mouth and nose,
which causes suffocation). The save DC is Charibased.

Sickening Attack (SuPne of the ghostodés touch attac
become sickened if the fail a Will save. The effect lasts for 2 minutes per rank.

Snowstorm (Su)The ghost is surrounded by an aura of lashing winds, icy cold and
driving snow, even in conditions that woul
equal to the ghost 06s .Withia this arenathe mrowfall fandevind X
gustscause d 4 penalty on Perception checks and ranged attacks. The wind itself blows in a
clockwise rotation around thghost and functions as severe winkhe ghost itself is affected
by a constanblur s p el | (CL equal turmaffegielal doys OVISEOrMsCar ) a
blizzards of any kind. Any effect that causes these winds to drop below severe (such as
control weatheor control windg cancels the snowstorm effect entirely.

Spell Resistance (Sulhe ghost has spell resistance equal to 11 + its CR. Incorporeal '

undead with this ability gain CR +1.

Spiritual Manipulation (SuyWhen t he ghost enters a hau
can immediately attempt to take it over by making a Charism&kchec DC = haunt 6
successful, the ghost can control the haunt as long as it remains within 1 mile. If the check
fails, the ghost must retreat from the aunt
of that haunt again for 24 hours. Thegho can activate or sup p I SR8 ¢

free action and the haunt resets in half its normal tifhe. ghost can control a number of
haunts up to its Charisma modifier.

Steal Breath (Su)A creaturehit by this ghostmust make a Will save or become
fatigued for 1 hour. A fatigued creature thathis is instead exhausted for 1 hour, and an
exhausted creature falls asleep for 1 hour. The sleeper can only be rous=irbying the
ghostor by usingdispel magicremo\e curse or similar effects. The save DC is Charisma
based.

Steal Voice (S Any creature hitbyhisghosbs t ouch must make
its ability to speak for 1 hour. During that time, the creature cannot talk, cast spells W|th
verbal componets, use auditory bardic performances, or use any other ability that requwes
speech.The ghostcan perfectly mimic th stolenv oi ce at any ti me,
voice has returned, and while using that voice can speak any languages the victim knew
Those familiar with an individual s voli
ghosbs Bl uf f check to realize a mimicked v
based.

Summon Mount (Suls a standard actiothe ghostan summon a wdrained heavy
horse with the fiendish creature simple template. This horse remains until it is slain or the
ghostdismisses it. He can only have one such horse in his service at dfttheeghost is
incorporeal, so is the mount.

Telekinesis (Su)The ghost can uselekinesisas a standard actiaamce every 1d4
rounds withcaster level equaltottieh o st 6 s HD.

Terror (Su): If a target is protected against fear by a dispellable effect (such as
h er o e sobmind blank theghosd s t o uptsho despgeltorerauch effect Wgheater
dispel magicThe caster | evel i's equal to the
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Touch of Death (Su)f the ghost makes a critical hit with its corrupting touch, it can
cause the victimbs heart eroatumgliaging ordreeze thein d e r
heart solid. In addition to the normal effects of a critical hit, the victim must make a Fortitude
save or immediately drop tdd  hi t points and begin dying.
themselves, although healing magicamother character using the Heal skill can stabilize
them normally. This is a necromantic, death effect. To select this ability, the ghost must have
the corrupting touch ability.

Trample (Ex):The ghost gains a trample ability, dealing damage equal Hoo&
attack of a creature its size, plus double its rank. If the ghost is incorporeal, this is a
supernatural effect.

Trapsetter (SuOnce per week, the ghost can creat
CR-1. It can also reset a trap with a repain@mual reset as a move action. If the trap has an
automatic reset that is longer than immediate, the ghost can reset that trap as a free action.

Unnatural Aura (Su)Animals, whether wild or domesticated, can sense the unnatural
presence of ghostat a distance of 30 feet. They do not willingly approach nearer than that
and panic if forced to do so @wds a master succeeds dtlandle Animal, Ride, or wild
empathy checkThe DC for this <check Apanickéd antmal5 x
remainsso as long as is within 30 feet of the ghost

Vestige (EX))The ghost retains one of the base

woul dnodt normally be able to use (for exam
Curse of Lycanthropy abilitydespite this ability relying on physical contact to function). The ‘

save DC of this ability increases by its rank +1.

Vicious(Ex):The ghost6s natural attacks deal
size category larger. Only corporeal ghosts may takeattility.

Wail (Su) To choose this ability, a ghost must have the Frightful Moan salient ability.
Once per minute, ghostmay walil as a fulfound action. The wail lasts until the beginning

of her next turn. All creatures within 40 feet of tfl@stwhen she begins her wail, as well as
all creatures that end their turn within that radius, must make a Fortitude save. (This save is
only required once per wail.) Creatures under the effects of a fear effectitale=nalty on

this save. Those that fadkedamageas if affected byvail of the banshe& he caster level is
equal t o t Khawallngghasstsadanagédduring a wail, she must make a Will
save (DC 15 + damage taken) to maintain the walil; otherwise it €hidsis a sonic death
effect. The save DC is CharisrtssedOther high level spell effectsymbol of insanity,
symbol of stunningand so on) may be used instead.

This ability can be taken up to 3 times. Further effects include sickening or panicking
creatures that make theiave for 1d6 rounds, supernaturallyempoweing the wail so it can
penetrate the effect of any spitlat creates silenadl ower | evel than the

Warp the Earth (Su)The ground in a 3foot radius around the ghost ripples and
shudders uraturally. This transforms the area into difficult terrain. The ghost can move
through this area with no penalty. Consecrated ground cannot be affected by this ability, nor
can any area warded byragic circle against chacs amagic circle against evil

Salient Weaknesses

Salient weaknesses reduce the power of a ghost. They tend to be individual quirks and
limitations, although some are more common than others. Each salient weakness allows a
ghost one salient ability above those allowed by its rank-+sinQice.

Corporeal (Su):As noted above, corporeal ghost gains a natural armour bonus equal
to its Charisma modifier (minimum +1). It can wear armour as usual. Corgbrestis retain
al | of the base creatur e6s dahlave#henk they gdinfonet h e
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of the foll owing: a bite, 2 claw or
subtype.
No natural armour bonus (Ex} corporeal ghost with this weakness does not gain its

Charisma modifier as a natural armbonus. |
Reduced channel resistance (Ekte ghost has channel resistance equal to a ghost of
1 lower rank. This weakness can be taken multiple times, each time reducing the channel

resistance by one rank to a minimum of +0.

Vulnerability (Ex): The ghostis vulnerable to either a single substance or condition
that is relatively common, or subject to two conditions that are uncommon.

Examples of common conditions include:

Silver. A ghost with this vulnerability takes an extra 2d6 points of damage when
struck by a magical silver weapon, and nonmagical silver weapons are able to harm it. If the
ghost has Malevolence or a similar ability, if its host is struck by a silver weapon, its host
takes the additional damage and can make another save to resissiposs®ibver is a
common vulnerability because adventuring parties often carry silver weapons.

Earth: The ghost cannot abide contact with earth and stone. It suffers 3d6 points of
damage per round if immersed in earth (for example, if passing through it incorporeally).
Stone weapons do an extra 1d6 damage and nonmagical stone weapons can strike the ghost

Examples of uncommon restrictions include:

Site boundThe ghost i s unable to move more
death or remains; some ghosts are tied to a particular object, often a tree. In this case, th
ghost is able to touch the tree and its fruit or branches, but cannot move away fndnisit a
destroyed if the tree is felled.

Slow speed reduced by 10 ft

Sunlightpowerlessnessannot attack and is staggered in natural sunlight; unaffected
by adaylightspell

Sunlight is considered an uncommon vulnerability because it is rarely within the power of a
typical adventuring party to wield in combat.

In general, the GM shadllassess how likely it would be for PCs to have the required
item or be able to generate the required condition during combat without luck or special
planning.

Sample Ghosts

Name Base Creature Rank | Salient Abilities Salient CR
Weaknesses

Akikage Humanrogue 4 + 3 Corrupting touch 7

2 racial Hit Dice invisibility, touch of death

Allip Human warrior 3 | 2 Damaging touch (Wis) Reduced channg 3
maddening babble resistance

Animator Human expert6 | 2 Animator, invisibility (2) | Reduced channg 5
resistance

‘
Vulnerableto a relatively uncommon material (repelled by the smoke from herr
wood) or spell (such as being destroyed if subjecaitwe deador simila® Will negates).

Arayashka Human warrior 4 | 3 Aura of cold, blindsight| Reduced channg 5
create spawn, drainin resistance 2)
touch  (Dex), energy vulnerability

resistance (immune t (double damagg
cold) from fire)
Attic Human (child)| 1 Aura of sobs, steal breat| Corporeal, 4
Whisperer aristocrat 1 + 5 steal voice reduced channg
racial Ht Dice resistance
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Banshee

Elf aristocrat 19;
base speed 40 ft.

Blindsight, corrupting
touch, frightful moan
improved salient ability
(corrupting touch, terror
walil), increasedabilities,
increased speed, terrg
wail (3)

13

Bastellus

Human
commoner 9

Create spawn, forgotte
touch: laughter 0
madness (awake victims
nightmare curse (a
animate dream; sleepin
victims T or
dreamwalking, ability]
drain (Wis)), mind game
(deep slumber, darkneéss

Light blindness

Bhut

Human
commoner 9

Corpsetheft (2), creat
spawn, greater min
games €pidemig

Vulnerable (earth

Bhuta

Human warrior 11

Bleed (3), corrupting
touch (2), improved
abilities (Dex),
malevolence (animals),
mind games, greater mir

games, scent

Reduced channe
resistance 2)
vulnerable (cold
iron)

Bowlyn

Human expert 1
warrior 3

Sickening attack
(telekinesis), telekinesis

Vul ner ab
leave the sea
sunlight
powerlessness)

Bussengeis

Human expert 4

Frightful moan (free
action, shaken only
geist, phantasmagoria

Vulnerability
(repelled by
laughter)

Caller In
Darkness

Human sorcere
10 (giant
template)

Corrupting touch, gestal
increased speed, unnatu
aura

Vulnerability
(repelled by
bright light)

12

Crypt Chanter

Human expert 7

Energy drain, range
touch (2), mind game

(hypnotisn

Reduced channe
resistance (2)

Dullahan

Human warrior 8

Deat hods
healing, frightful
presence, ghost blac
(keen, frost) improved
abilities, spell resistancg
summon mount

cu

Corporeal, no
natural armoult
bonus, reduce
channel resistanc

Dybbuk

Human aristocra
18

Animator, corrupting
touch, damage reductig
(2), greater mind game
(4), increased abilities (2
increased [Beed,
malevolence, ming

games, spell resistance

Reduced channe
resistance (2)

12

- e
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Effigy EIf witch 15 2 Corrupting touch (fire)| Vulnerability 14
energy drain, energ| (double damage
resistance (immune t from cold)
fire), increased move
malevolence, spe
resistance

Ephemeral Bat swarm 1 Damaging touch (Str) 3

swarm

Forsaken One| Human disgraceq 2 Apostate, energy drain Vulnerability 5

cleric 6 increased speed (double  damagg
from channelling)

Gaki Human expert9 | 3 Bite, corrupting touch| Corporeal 7
draining touch, fly, grab, vulnerability (2)
improved abilities, ming
games

Gearghost Gnome expert7 | 2 Mind games, trap setter 5

Geist Dwarf commoner 2 Draining touch, increasel Sunlight 9

(Pathfinder) | 15 abilities (2), increase( powerlessness
speed, frightful moan
spiritual manipulation

Ghost  brutg Dire wolf + 3|1 Bloodcurdling howl,| Reduced channg 5

(dire wolf) racial Hit Dice corrupting touch (bite)| resistance
frightful moan

Guecubu Human warrior 9 | 4 Blindsight Corporeal, 6
(tremorsense), damagg reduced  channe
reduction, earth glide, | resistance (2)
energy resistance, fast
healing, increased
abilities, mind games,
misfortune, warp the
earth

Kindergeist Human (child)| 1 Lure, geist Reduced channg 1

aristocrat 1 resistance

Odem Human aristocrat| 3 Draining touch (Wis), 6

6 malevolence, unnaturd
aura

Poltergeist Human expert3 | 1 Frightful moan, geist| Reduced channg 2
telekinesis resistance,

vulnerability (site
bound, reduce(
move)

Radiant Spirit | Human paladin 8 | 4 Frightful moan, greater 11
mind games Hklindness
sunbearj radiant aura

Remnant Human expert4 | 1 Draining touch (Dex)| Vulnerability 3

(Airy/Aquatic/ mind games féather fall | (manifest only in

Earthen/Fiery) water breathinghater | their elementsite
breathing (earthjfire | bound)
resistance b

Spectral Human bard 6 2 Draining touch (Cha) 7

Lyricist mind gamesdisguise sef

at will)
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Spectre

Human aristocra
8

Create spawn, energ
drain (2), increased speg¢
(2), unnatural aura

Reduced channe
resistance,
vulnerability
(sunlight,
resurrection
magic)

Totenmaske

Human warrior 8

Draining touch (Cha)
energy resistance (resi
cold 20), fleshdrink
increased abilities (2
increased speed, sha
flesh, vicious

Corporeal,
reduced channg
resistance (3)

Vilkacis

Human expert 9 4
1 racial HD
(werewolf)

Bestial possession, ener
resistance (immune t
cold), increased spee
malevolence, vestig
(curse of lycanthropy)

Reduced channe
resistance,
vulnerability
(silver)

War Wraith

Humanwarrior 4

Draining touch (Con)
grave goods (weapor
and armour), greater min
games ifisanity)

Reduced channe
resistance

Witchfire
(Rushlight)

Green
HD)

hag (1(

Corrupting touch (fire)
energy curse (fire), energ
resistance (immune t
fire), increased abilities
increased speed, preser
(2), ranged touch (2
sickening attack

Reduced channe
resistance (4)

Yuki-onna

Human
commoner 11

Corrupting touch (2)
energy resistanc
(immune to cold),
entrancing  appearanc
greater mind games (3
icy touch, increase
abilities, snowstorm

Reduced channe
resistance 3)
Vulnerability
(fire, site bound
snow)

Haunts are objects of ethereal resonance, as are ghosts. However, whereas ghosts ar
at least partially aware and able to react to their surroundings with a degree of versatility,

haunts are much more limited.

Some are nothing more than phantoms, ethérgaints of particular moments of great
emotion. They are mindless images, endlessly replaying the event that led to their creation,
without variation. Most are unable to cross back from the Other Side and are only encountered by
ethereal travellers, baihe most powerful respond to the presence of the living by manifesting on

the Material Plane.

Other haunts are the spirits of the dead whose minds have been so shattered by death they
become trapped in endless cycles of the same action or set of resspbdihde these responses
can be extremely complex, they are still much more limited that full ghosts, or even geists, who
retain their full abilities of selfletermination.

d 70c

R T e

Haunts




d Van Richten & Monster Hunter & Compendium ¢

Creating a Haunt

In game terms, haunts are selénifesting spell effects, likeagical traps. The first
step in creating a haunt is to determine the spell the haunt will repic&iaunt can have
virtually any effect identical to an existing spell effect, but often with différeartd
distinctly more frightening or unnervidgsensoryor physical features than that spell effect
normally has.

CR: Thehaunt's base CR is equal to 1 + teeel of the spell it duplicates, modified
as shown on the table below. A hauntods cast
Hit Points: A haunt's hit points arequal to twice its CR (or equal to its CR x 4.5 if
the haunt is persistent).
Attacks and Save DCsA haunt's attack modifier (if one is needed) is equal to its
CR. If a haunt's spell effect allows a saving throw to resist or negate the effect, tBeCsave
equal to 10 + the level of the spell + the ability modifier of the minimum ability score needed
to cast that level of spell.
Trigger: When a haunt is triggered, its effects manifest at initiative rank 10 in a
surprise round. All characters in theun#is proximity can attempt to notice the haunt at the
start of this surprise round by making a notice check). All haunts detect life sources and
trigger as a result of the approach of or contact with living creatures, but some haunts can be
tricked by eféects likehide from undeadcbr invisibility. Detect undeadr detect alignment ‘

spells of the appropriate typer the ability to see ethereal resonaatiew an observer a
chance to notice a haunt even before it manifests (allowing that character theriapgprop
check to notice the haunt, but atdapenalty).

On the surprise round in which a haunt manifests, positive energy applied to the haunt
(via channeled energy, cure spells, and the like) can damage the haunt's hit points (a haunt
never gains a Wilsave to lessen the damage done by such effects, and attacks that require a
successful attack roll to work must strike AC 10 in order to affect the haunt and not merely
the physical structure it inhabits). Unless the haunt has an unusual weakness, foortber
attack can reduce its hit points. If the haunt is reduced to 0 hit points by positive energy, it is
neutralized if this occurs before the haunt takes its action at initiative rank 10, its effect
does not occur.

A neutralized haunt is not destroyethd can manifest again after a period of &ime
to destroy a haunt, a specific action must be taken in the region to end the effect forever (such
as burning a haunted house to the ground or burying the bones of the slaves who died on th
site to create thbaunt). This specific act is different for every haunt (although a number of
nearby haunts often share the same destructionlmi).it is destroyed, a haunt can reset
after this period by succeeding on a DC 10 caster level 8hizdkire indicates thdaunt
must wait that amount of time again before making another attempt to reset.

Some haunts are persistent, and their immediate effects continue beyond the surprise
round into actual full rounds. Persistent haunts continue to trigger their haunt effeetger
round on their initiative rank until destroyed or they no longer have a target.

All primary effects created by a haunt are maftecting fear effects, even those that
actually produce physical effects. Immunity to fear grants immunity to at'sadinect
effects, but not to secondary effects that arise as a result of the haunt's attack.
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Feature Type CR Modifier
Persistent +2
Notice DC
15 or lower [
16i 20 0
21i 25 +1
26i 29 +2
30 or higher +3
Reset Time
1 minute +2
1 hour +1
1 day +0
1 week 11
Example Weaknesses
Slow (manifests at Initiative rank 0) 12
Susceptible to an additional type of damage -1 per additional type
Tricked byhide from undead T2
Tricked byinvisibility [
Tricked byStealth* 13
Triggered by touch V2
* The haunt makes a caster level check insteadPafreeptiorcheck to notice someone usitpalth ‘
Phantasmagora
Phantasmagora are created when a rank 5 sinkhole of evil becomes so monstrous that

it gains a kind of malevolent sedfvareness, becongrthe ghost of an evil place, rather than
of a person. They want to feed off the slowly building fear of those within their borders,
targeting those with weak wills first, fraying their sanity, driving them to murder or suicide.
Often, it frees one or twim ensure its notoriety lives on.

Treat phantasmagora as haunts (or as collections of haunts, since different effects ma
manifest at different times). They also have the following abilities (CL 20, DC 25):

Detect Thoughts (SpJhe phantasmagorum can read the minds of every creature in it
as though it had examined them for 3 rounds. The creatures must make a Will save upon
entering the sinkhole, and every 6 hours thereafter. Once the save fails, their thoughts ar
open to the gpt until they leave its boundaries.

Mind Games (Sp)Create any number opersistent imagest will. These are
phantasms, not figments, do not become translucent if disbelieved, and last as long as the
phantasmagorum wishes.

Phantom Shift (Su)The phatasmagorum can replace any part of its physical
structure with its ethereal counterpart for as long as it desires. Material creatures interact with
the ethereal structure as if they were ethereal. Any ethereal creatures in the area become
visible and seemngly solid.

Suggestion (Sp)Jsing an illusion with an auditory component, the spirit can implant
a suggestionin the mind of any creature in its boundaries, lasting until fulfilled or the Al
creature leaves its boundaries.
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