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Vampires 
 

 Vampires are the lords of the night. Although many different strains and sub-strains 

exist, they are all united by several traits: they must subsist on the blood or life energy 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 can convert 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  
 ñBarovian vampireò is an acquired template that can be added to any living creature 

with 5 or more Hit Dice (referred to hereafter as the base creature). Most Barovian vampires 

were once humanoids, fey, or monstrous humanoids. A Barovian vampire uses the base 

creatureôs stats and abilities except as noted here. 

 
Age Category Speed DR Fast 

Healing 

Channel 

Resistance 

Natural 

AC 

CR 

0-99 Fledgling +0 10/magic and silver 5 +4 +6 +2 

100-199 Mature +10 10/magic and silver 5 +4 +6 +2 

200-299 Old +10 10/magic and silver 6 +5 +7 +3 

300-499 Ancient +20 15/magic and silver 6 +6 +7 +3 

500-999 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 creatureôs type changes to undead (augmented). Do not recalculate class 

Hit Dice, BAB, or saves. 

 Senses: A Barovian vampire 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, 

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 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 0 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 normally travel up 

to 9 miles in 2 hours.) Additional damage dealt to a Barovian vampire forced into gaseous 
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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 healing. 

 Weaknesses: 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 

symbols. These things donôt harm the Barovian vampireðthey merely keep it at bay. 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 vampire at bay 

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 

someone with the authority to do so. 

 Reducing a Barovian vampireôs hit points to 0 or lower incapacitates it but doesnôt 

always destroy it (see fast healing). 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 round of immersion in running water inflicts damage on a Barovian vampire equal to 

one third of its maximum hit pointsða Barovian vampire reduced to 0 hit points in this 

manner is destroyed. Driving a wooden stake through a helpless Barovian vampireôs heart 

instantly slays it (this is a full-round action). However, it returns to life if the stake is 

removed, unless the head is 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 attack if the base creature didnôt have one. 

Damage for the slam depends on the Barovian vampireôs size. Its slam also causes energy 

drain (see below). Its natural weapons are treated as magic weapons for the purpose of 

overcoming damage reduction. 

 Special Attacks: A Barovian vampire gains several special attacks. Save DCs are 

equal to 10 + half Barovian vampireôs HD + Barovian vampireôs Cha modifier unless 

otherwise noted. 

 Blood Drain (Su): A Barovian vampire can suck 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 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 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 not 

terrestrial, this power might summon other creatures of similar power.) These creatures arrive 

in 2d6 rounds and serve the Barovian vampire for up to 1 hour. 

 Create Spawn (Su): A 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 creature type as the 

Barovian vampireôs base creature type. The victim rises from death as a Barovian vampire in 

1d4 days. This Barovian vampire is under the command of the Barovian vampire that created 

it, and remains enslaved until its masterôs destruction. A Barovian vampire may have 

enslaved spawn totalling no more than twice its own Hit Dice; any spawn it creates that 

would exceed this limit become free-willed undead. A Barovian vampire may free an 

enslaved spawn in order to enslave a new spawn, but once freed, a Barovian vampire or 

Barovian vampire spawn cannot be enslaved again. 

 Dominate (Su): A Barovian vampire can crush a humanoid opponentôs will as a 

standard action. Anyone the Barovian vampire targets must succeed on a Will save or fall 

instantly under the Barovian vampireôs influence, as though by a dominate person spell 
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(caster level 12th). The ability has a range of 30 feet. At the GMôs discretion, some Barovian 

vampires might be able to affect different creature types with this power. 

 Energy Drain (Su): A creature hit by a Barovian vampireôs slam (or other natural 

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 10 hit 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 (Su): A Barovian vampire can use change shape to assume the form of 

a dire bat or wolf, as beast shape II. 

 Gaseous Form (Su): As a standard action, a Barovian vampire can assume gaseous 

form at will (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 

feet with perfect manoeuvrability. 

 Shadowless (Ex): A 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 a spider climb 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 Toughness as bonus feats. 

 

Goatsucker 
 

 A debased form of vampirism exists that affects only goblinoids. These goblin 

vampires, or ñgoatsuckersò as they are commonly called, are among the weakest and most 

pathetic of the vampiric strains. Unlike most vampires, they can subsist off the blood of 

animals, and are too cowardly to target humans directlyðunless 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  
 ñGoatsuckerò is an acquired template that can be added to any living goblinoid with 5 

or more Hit Dice (referred to hereafter as the base creature). A goatsucker uses the base 

creatureôs stats and abilities except as noted here. 
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Age Category Speed DR Fast 

Healing 

Channel 

Resistance 

Natural 

AC 

CR 

0-99 Fledgling +0 10/cold iron 5 +2 +4 +1 

100-199 Mature +10 10/cold iron 5 +2 +4 +1 

200-299 Old +10 10/cold iron and magic 6 +3 +5 +2 

300-499 Ancient +20 10/cold iron and magic 6 +4 +5 +2 

500-999 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 creatureôs type changes to undead (augmented). Do not recalculate class 

Hit Dice, BAB, or saves. 

 Senses: A goatsuckerôs darkvision increases by 60 ft. 

 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 determine bonus hit points instead 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 abilities granted by the undead type. If reduced to 0 hit points in 

combat, a goatsucker assumes swarm form (see below) and attempts to escape. It must reach 

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. 

 Weaknesses: Goatsuckers cannot tolerate the strong odour of garlic and will not enter 

an area laced with it. Similarly, they recoil from strongly presented holy symbols. These 

things donôt harm the goatsuckerðthey merely keep it at bay. A recoiling goatsucker 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 goatsucker at bay takes a standard action. After 1 

round, a goatsucker can overcome its revulsion of the object and function normally each 

round it makes a DC 25 Will 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 goatsuckerôs hit points to 0 or lower incapacitates it but doesnôt always 

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. Each round of immersion in running water inflicts damage on a goatsucker 

equal to one third of its maximum hit pointsða goatsucker reduced to 0 hit points in this 

manner is destroyed. Driving 6 iron nails through a helpless goatsuckerôs heart instantly slays 

it (this is a full-round 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 the base creature didnôt have one. Damage 

for the bite depends on the goatsuckerôs size. Its natural weapons are treated as magic 

weapons for the purpose of overcoming damage reduction. 

 Special Attacks: A goatsucker gains several special attacks. Save DCs are equal to 10 

+ half goatsuckerôs HD + goatsuckerôs Cha modifier unless otherwise noted. 
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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 temporary 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 is 

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 (Su): A goatsucker can create spawn out of those it slays with blood 

drain, provided that the slain creature is of the goblinoid subtype 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 the goatsucker that created it, and remains enslaved until its masterôs 

destruction. A goatsucker may have enslaved spawn totalling no more than twice its own Hit 

Dice; any spawn it creates that would exceed this limit become free-willed undead. A 

goatsucker may free an enslaved spawn in order to enslave a new spawn, but once freed, a 

goatsucker cannot be enslaved again. A goatsucker can create full goatsuckers but not 

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 a fear spell (CL 7th). Whether or not the save is successful, that 

creature cannot be affected again by the same goatsuckerôs aura for 24 hours. This is a mind-

affecting fear affect. As a touch attack, the goatsucker can frighten and enrage animals as 

though they were affected by both the rage and confusion spells (CL 7th). 

 Special Qualities: A goatsucker gains the following. 

 Change Shape (Su): A goatsucker can use change shape to assume the form of a dire 

bat or worg, as beast shape II. 

 Shadowless (Ex): A 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 a spider climb spell. 

 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 points as the 

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 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 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 form as a standard 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 that shun 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 of grave dust 

wherever they go. 

 

The Hulzurdan  Template 
Creating a Hulzurdan  
 ñHulzurdanò is an acquired template that can be added to any dwarf with 5 or more 

Hit Dice (referred to hereafter as the base creature). A hulzurdan uses the base creatureôs stats 

and abilities except as noted here. 

 
Age Category Speed DR Fast 

Healing 

Channel 

Resistance 

SR Natural 

AC 

CR 

0-99 Fledgling +0 10/magic and silver 1/5 +4 12 +8 +3 

100-

199 

Mature +0 10/magic and silver 1/5 +4 14 +8 +3 

200-

299 

Old +10 15/magic and silver 2/6 +5 16 +9 +4 

300-

499 

Ancient +10 15/magic and silver 2/7 +6 18 +9 +4 

500-

999 

Eminent +20 20/magic and silver 3/8 +7 20 +10 +5 

1000+ Patriarch +30 20/magic and silver 3/10 +8 22 +10 +6 

 

 CR: See table above. 

 AL : Any evil. 

 Type: The creatureôs type changes to undead (augmented). Do not recalculate class 

Hit Dice, BAB, or saves. 

 Senses: A hulzurdanôs darkvision increases by 30 ft and they gain tremorsense 60 ft 

on stone surfaces. 

 Armour Class: See table above 

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

hulzurdans use their Charisma modifier to determine bonus hit points instead of Constitution. 

 Defensive Abilities: A hulzurdan gains resistance to cold 10 and electricity 10, and 

damage reduction, 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 reduced to 0 hit points in combat, a 

hulzurdan must attempt to return to its coffin using its stonewalk ability. 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, the hulzurdan is helpless. It regains 1 hit point after 1 

hour, then is no longer helpless and resumes fast healing. 

 Weaknesses: Hulzurdans cannot cross an unbroken line of metal shavings, even when 

stone walking. Hulzurdan recoil from mirrors or strongly presented holy symbols. These 
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things donôt harm the hulzurdanðthey merely keep it at bay. A recoiling 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 at bay takes 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 hulzurdanôs hit points to 0 or lower incapacitates it but doesnôt always 

destroy it (see 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 stone (as 

flesh to stone) on the second consecutive round of exposure if it does not escape. A stone to 

flesh spell 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 pointsða hulzurdan 

reduced to 0 hit points in this manner is destroyed. Driving a piece of natural stone (such as a 

stalactite) through a helpless hulzurdanôs heart instantly slays it (this is a full-round action). 

However, it returns to life if the 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 hulzurdan gains a slam attack if the base creature didnôt have one. Damage 

for the slam depends on the hulzurdanôs size. Its natural weapons are treated as magic 

weapons for the purpose of overcoming damage reduction. 

 Special Attacks: A hulzurdan gains several special attacks. Save DCs are equal to 10 

+ half hulzurdanôs HD + hulzurdanôs Cha modifier unless otherwise noted. 

 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 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 (Su): Once per day, a hulzurdan can call forth 2d8 badgers, 2d6 

wolverines or 2d4 thoqqua a standard action. These creatures arrive in 2d6 rounds and serve 

the hulzurdan for up to 1 hour. 

 Create Spawn (Su): A 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 

master 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, and remains enslaved until its masterôs destruction. A hulzurdan 

may have enslaved spawn totalling no more than twice its own Hit Dice; any spawn it creates 

that would exceed this limit become free-willed undead. A hulzurdan may free an enslaved 

spawn in order to enslave a new spawn, but once freed, a hulzurdan or hulzurdan spawn 

cannot be enslaved again. 

 Inspire Fear (Su): A hulzurdan can cause fear as a standard action. Any living 

creature the hulzurdan targets must succeed on a Will save or be panicked, as though by a 

fear spell (caster level 12th). The ability has a range of 30 feet. 

 Strength Drain (Su): A creature struck by a hulzurdanôs slam attack suffers 1d4 points 

of Strength drain (Fortitude negates). 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) per successful attack. 

 Special Qualities: A hulzurdan gains the following. 

 Spell Resistance (Su): A hulzurdan cannot voluntarily lower its spell resistance. 
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 Stonewalk (Su): At will  as a standard action, a hulzurdan can merge with solid stone, 

as a meld with stone spell (CL 12
th
) 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 creature, 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 +8 racial 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  
 

 Jiang-shis (often known as ñhopping vampiresò) are undead humanoid creatures that 

feed on the exhaled life energy of the living. A jiang-shiôs appearance is based on the state of 

the creatureôs corpse at the time of its reanimation. Regardless of the state of decay, most 

jiang-shis wear clothing or armor 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 jiang-shi immunity to magical 

effects unleashed by items like scrolls and wands.  

 

The Jiang -Shi  Template 
Creating a Jiang -Shi  
 ñJiang-shiò is an acquired template that can be added to any living creature with 5 or 

more Hit Dice (referred to hereafter as the base creature). A jiang-shi uses the base creatureôs 

stats and abilities except as noted here.  

 
Age Category DR Fast 

Healing 

Channel 

Resistance 

Natural 

AC 

CR 

0-99 Fledgling 10/magic and slashing 5 +4 +2 +2 

100-199 Mature 10/magic and slashing 5 +4 +2 +3 

200-299 Old 10/magic and slashing 6 +5 +3 +3 

300-499 Ancient 15/magic and slashing 6 +6 +3 +4 

500-999 Eminent 15/magic and slashing 8 +7 +4 +4 

1000+ Patriarch 15/magic and slashing 10 +8 +4 +5 

 

 CR: See table above. 

 AL : Any evil. 

 Type: The creatureôs type changes to undead (augmented). Do not recalculate class 

Hit Dice, BAB, or saves. 

 Senses: A jiang-shi gains darkvision 60 feet. It also gains the ability to sense the 

breathing of living creaturesða jiang-shi 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 jiang-shi from noticing 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 points instead of Constitution. 

 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 jiang-shis gain the following defensive 

ability.  

 Prayer Scroll (Su): The scroll attached to the brow of a jiang-shi grants immunity to 

any effects generated from spell-completion or spell-trigger magic items, such as scrolls and 

wands. Such magical effects treat the jiang-shi as if it had unbeatable spell resistance. A 

jiang-shiós prayer scroll can be removed with a successful steal combat manoeuvre, which 

immediately ends the jiang-shiôs immunity to these effects. If a jiang-shiôs prayer scroll is 

destroyed (a standard action), the vampire also loses its fast healing ability. A jiang-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 0 hit points, a jiang-shi 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 the jiang-shi reforms destroys it permanently, as does mixing rice into the dust 

with a dose of holy water. Jiang-shis are also susceptible to wooden weapons carved from 

peach trees, as such weapons represent the unity of all elements and life to these creatures. A 

wooden weapon carved from a peach tree automatically bypasses a jiang-shiôs 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 retreat from daylight, 

jiang-shis are not destroyed by sunlight like regular vampires and can move around during 

the day without harm.  

 Weaknesses: Jiang-shis recoil from mirrors or the sound of handbells rung within 10 

feet of them. Cooked rice, which to jiang-shis mocks the fundamental fact that they no longer 

eat food, shames them into recoiling as well. These things donôt harm a jiang-shiðthey 

merely keep it at bay for a period of time. A recoiling jiang-shi 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 jiang-shi at bay takes a standard action. 

After being held at bay for 1 round, a jiang-shi 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 hopping. This mode of movement is somewhat less 

swift than regular movement, and thus a jiang-shiôs base speed is reduced by 10 feet from the 

base creatureôs speed, to a minimum of 10 feet. This unusual mode of movement allows the 

jiang-shi to ignore the effects 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 jiang-shi gains a bite attack and 2 claw attacks if the base creature didnôt 

have them. Damage for the bite attack depends on the jiang-shiôs size, but its claw attacks do 

damage as a creature two size categories larger. For a Medium jiang-shi, a bite attack deals 

1d6 points of damage and a claw attack deals 1d8 points of damage. A jiang-shiôs claws are 

even more dangerous than this, thoughðsee the ñbrutal clawsò special attack below. A jiang-

shiôs natural weapons are treated as magic weapons for the purpose of overcoming damage 

reduction.  

 Special Attacks: A jiang-shi gains several special attacks. Save DCs are equal to 10 + 

half the jiang-shiôs Hit Dice + the jiang-shiôs Charisma modifier unless otherwise noted.  
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 Brutal Claws (Ex): A jiang-shiôs nails are brutally sharp and can extend and retract at 

will. They threaten a critical hit on a roll of 19ï20 and grant the grab ability. A jiang-shi 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 Spawn (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 jiang-shiôs base 

creature type. The victim rises from death as a jiang-shi when its creator prepares a prayer 

scroll (typically 1d4 days). This jiang-shi is under the command of the jiang-shi that created 

it, and remains enslaved until its masterôs destruction. A jiang-shi may have enslaved spawn 

totalling no more than twice its own Hit Dice; any spawn it creates that would exceed this 

limit become free-willed undead. A jiang-shi may free an enslaved spawn in order to enslave 

a new spawn, but once freed, a jiang-shi or jiang-shi spawn cannot be enslaved again. 

 Drain Chi (Su): Instead of draining blood, a jiang-shi drains ñchi,ò or life energy, 

from a victimôs breath. When a jiang-shi makes a successful grapple check (in addition to any 

other effects caused by a successful check, including additional damage), the jiang-shi can 

attempt to drain chi by drinking the victimôs breath. The victim can resist this attack by 

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 jiang-shi has no Constitution 

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: Jiang-shis gain a +8 racial bonus on Acrobatics, Perception, and Stealth 

checks.  

 Feats: Jiang-shis gain Alertness, Dodge, Mobility, Skill Focus (Acrobatics), and 

Spring Attack as bonus feats.  

 

Kuei- jin  
 

 The kuei-jin (or ñoriental vampireò) originated in lands with Eastern cultures, such as 

the domain of Rokushima Táiyoo. It is the strain of vampirism that is oriental, not necessarily 

the base creature. All kuei-jin possess slightly luminous skin, long, razor-sharp fingernails 

and stark white hair. Both nails and hair grow longer with age: for each century of undeath, a 

kuei-jinôs nails grow 1 inch and its hair grows 1 foot. If trimmed, the nails and hair grow back 

while the kuei-jin sleeps in its coffin. Truly ancient kuei-jin often wear their hair in long 

braids or allow it to enshroud them like cobwebs. 

 

The Kuei- jin  Template 
Creating a Kuei - jin  
 ñKuei-jinò is an acquired template that can be added to any living creature with 5 or 

more Hit Dice (referred to hereafter as the base creature). Most kuei-jin were once 



d Van Richtenôs Monster Hunter ôs Compendium  c 

d17c 

humanoids, fey, or monstrous humanoids. A kuei-jin uses the base creatureôs stats and 

abilities except as noted here. 

 
Age Category Speed DR Fast 

Healing 

Channel 

Resistance 

Natural 

AC 

CR 

0-99 Fledgling +10 10/magic and silver 5 +4 +6 +2 

100-199 Mature +10 10/magic and silver 5 +4 +6 +3 

200-299 Old +10 10/magic and silver 6 +5 +7 +3 

300-499 Ancient +20 15/magic and silver 6 +6 +7 +4 

500-999 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 creatureôs type changes to undead (augmented). Do not recalculate class 

Hit Dice, BAB, or saves. 

 Senses: A kuei-jin 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, 

kuei-jin use their Charisma modifier to determine bonus hit points instead of Constitution. 

 Defensive Abilities: A kuei-jin 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 0 hit points in 

combat, a kuei-jin 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 kuei-jin forced into intangible form has no effect. Once at rest, the kuei-jin is helpless. It 

regains 1 hit point after 1 hour, then is no longer helpless and resumes fast healing. 

 Weaknesses: Kuei-jin cannot tolerate the odour of burning incense made from 

rosemary and myrrh and will not enter an area laced with its smoke. Similarly, they will 

recoil from garlands woven from rosemary and ivy. This doesnôt harm the kuei-jinðit merely 

keeps it at bay. A recoiling kuei-jin must stay at least 5 feet away from the garland and 

cannot touch or make melee attacks against that creature. Holding a kuei-jin at bay takes a 

standard action. After 1 round, a kuei-jin can overcome its revulsion of the object and 

function normally each round it makes a DC 25 Will save. 

 Reducing a kuei-jinôs hit points to 0 or lower incapacitates it but doesnôt always 

destroy it (see fast healing). However, certain attacks can slay kuei-jin. Exposing any kuei-jin 

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 kuei-jin equal to one third of its maximum hit pointsða 

kuei-jin reduced to 0 hit points in this manner is destroyed. Driving a bamboo shaft through a 

helpless kuei-jinôs heart instantly slays it (this is a full-round action). However, it returns to 

life if the shaft is removed, unless bless is cast on a rosemary blossom placed in the kuei-jinôs 

mouth and its lips and eyelids are sewn shut with a silver needle. 

 Speed: See table above. If the base creature has a swim speed, the kuei-jin is not 

unduly harmed by running water. 

 Melee: A kuei-jin gains 2 claw attacks if the base creature didnôt have them. Damage 

for the claws depends on the kuei-jinôs size. Its slam also causes energy drain (see below). Its 

natural weapons are treated as magic weapons for the purpose of overcoming damage 

reduction. 
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 Special Attacks: A kuei-jin gains several special attacks. Save DCs are equal to 10 + 

half kuei-jinôs HD + kuei-jinôs Cha modifier unless otherwise noted. 

 Blood Drain (Su): A kuei-jin can suck blood from a grappled opponent; if the kuei-jin 

establishes or maintains a pin, it drains blood, dealing 1d4 points of Constitution damage. 

The kuei-jin 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 (Su): Once per day, a kuei-jin can call forth 1d6+1 cat swarms 

(as rat swarms) or 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 kuei-jin for up to 1 hour. 

 Create Spawn (Su): A kuei-jin 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 kuei-jinôs 

base creature type. The victim rises from death as a kuei-jin in 1d4 days. This kuei-jin is 

under the command of the kuei-jin that created it, and remains enslaved until its masterôs 

destruction. A kuei-jin may have enslaved spawn totalling no more than twice its own Hit 

Dice; any spawn it creates that would exceed this limit become free-willed undead. A kuei-jin 

may free an enslaved spawn in order to enslave a new spawn, but once freed, a kuei-jin or 

kuei-jin spawn cannot be enslaved again. 

 Energy Drain (Su): A creature hit by a kuei-jinôs claws (or other natural weapon) 

gains two negative levels (Fortitude negates). This ability only triggers once per round, 

regardless of the number of attacks a kuei-jin makes. The kuei-jin heals 10 hit 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). 

 Mesmerism (Su): A kuei-jin can paralyse an opponent as a standard action. Anyone 

the kuei-jin targets must succeed on a Will save or be paralysed as though by a hold monster 

spell (caster level 12
th
). The ability has a range of 30 ft. 

 Spell-like Abilities (Sp): At will: insect plague, passwall. Caster level 12
th
. 

 Special Qualities: A kuei-jin gains the following. 

 Change Shape (Su): A kuei-jin can use change shape to assume the form of a tiger, as 

beast shape II. 

 Corrosion (Su): Any non-magical weapon that strikes a kuei-jin takes 1 point of 

damage due to aging. This damage bypasses the weaponôs hardness. 

 Invisibility (Su): A kuei-jin can turn itself invisible as a standard action. It can remain 

invisible indefinitely, but still becomes immediately visible if it makes a direct attack. 

 Shadowless (Ex): A kuei-jin casts no shadows and shows no reflection in a mirror. 

 Weightless Step (Su): At will, the kuei-jin can levitate (caster level 12
th
), except that it 

can also move horizontally forward at 10 ft per round (20 ft if ancient or older). 

 Ability Scores: See below. As an undead creature, a kuei-jin has no Constitution 

score. 

 
Category Str Dex Int Wis Cha 

Fledgling +6 +4 +2 +2 +4 

Mature +8 +4 +2 +4 +4 

Old +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: Kuei-jin gain a +8 racial bonus on Bluff, Perception, Sense Motive, and 

Stealth checks. 

 Feats: Kuei-jin gain Alertness, Combat Reflexes, Dodge, Improved Initiative, 

Lightning Reflexes, and Toughness as bonus feats. 

 

Nonaris  
 

 When some gnomes claim that life is little more than a cruel cosmic joke, it is the 

nonaris or ñgnome vampireò they offer as their evidence. Time etches itself deeply into the 

nonarisôs flesh, slowly turning their skin from taut to haggard to a state of near 

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  
 ñNonarisò is an acquired template that can be added to any gnome with 5 or more Hit 

Dice (referred to hereafter as the base creature). A nonaris uses the base creatureôs stats and 

abilities except as noted here. 

 
Age Category Speed DR Fast 

Healing 

Channel 

Resistance 

Laugh Natural 

AC 

CR 

0-99 Fledgling +0 10/magic and silver 3 +4 1d4 +6 +1 

100-

199 

Mature +10 10/magic and silver 3 +4 1d6 +6 +1 

200-

299 

Old +10 10/magic and silver 5 +5 1d8 +7 +2 

300-

499 

Ancient +20 15/magic and silver 5 +5 1d8 +7 +2 

500-

999 

Eminent +20 15/magic and silver 6 +6 1d10 +8 +3 

1000+ Patriarch +30 15/magic and silver 8 +7 1d10 +8 +4 

 

 CR: See table above. 

 AL : Any evil. 

 Type: The creatureôs type changes to undead (augmented). Do not recalculate class 

Hit Dice, BAB, or saves. 

 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 points instead of Constitution. 

 Defensive Abilities: A nonaris gains resistance 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 0 hit points 

in combat, a nonaris immediately assumes spectral form and 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. 

 Weaknesses: Nonari recoil from silver mirrors or strongly presented holy symbols 

and are fascinated by gemstones. These things donôt harm the nonarisðthey merely keep it at 

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 a 
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standard action. After 1 round, a nonaris can overcome its revulsion or fascination 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 where nonari roam, wary residents will not respond until a 

visitorôs second or third knock. 

 Reducing a nonarisôs hit points to 0 or lower incapacitates it but doesnôt always 

destroy it (see fast healing). However, certain attacks can slay nonari. Exposing a nonaris to 

direct sunlight destroys it completely at the end of one round. Driving a silver spike through a 

helpless nonarisôs heart instantly slays it (this is a full-round action). However, it returns to 

life if the shaft is removed, unless its hands are cut 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 attack if the base creature didnôt have one. Damage for 

the slam depends on the nonarisôs size. Its natural weapons are treated as magic weapons for 

the purpose of overcoming damage reduction. 

 Special Attacks: A nonaris gains several special attacks. Save DCs are equal to 10 + 

half nonarisôs HD + nonarisôs Cha modifier unless otherwise noted. 

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

establishes or maintains a pin, it drains blood, dealing 1d4 points of Constitution damage. 

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 (Su): A nonaris can create spawn out of any gnomes with at least 5 Hit 

Dice it slays with blood drain. To do so, the victimôs corpse must be interred with the master 

vampire itself for 3 full days. The master vampire is not even able to leave to feed. If this 

occurs, the victim rises from death as a nonaris. This nonaris is under the command of the 

nonaris that created it, and remains enslaved until its masterôs destruction. A nonaris may 

have enslaved spawn totalling no more than twice its own Hit Dice; any spawn it creates that 

would exceed this limit become free-willed 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 creature struck by a nonarisôs slam attack suffers 1d4 points 

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 animalôs will as a standard action. 

The animal must succeed on a Will save or fall instantly under the nonarisôs influence, as 

though by a dominate animal spell (caster level 12th). The ability has a range of 30 feet. 

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

grin. This ability is a gaze attack that requires a standard action and has a range of 30 ft. 

Anyone who can see the nonarisôs face must make a Will save or be affected by hideous 

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 nonaris gains the following. 

 Change Self (Sp): At will as a standard action, the nonaris can change self (CL 12
th
), 

except it can maintain the illusion indefinitely. 

 Metal Immunity (Su): Metal weapons (except silver) pass harmlessly through a 

nonarisô body, regardless of the weaponôs enchantment. If a magic weapon does additional 
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damage of a different type (e.g. fire), the nonaris is subject to that weapon, but otherwise 

takes no damage at 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 will oô wisp. It can remain in this form indefinitely and has a fly speed of 20 feet with 

perfect manoeuvrability. It is incorporeal, but cannot pass through force effects, living 

creatures, or materials made out of once-living material (such as leather or wood). 

 Spider Climb (Ex): A nonaris can climb sheer surfaces as though under the effects of 

a spider climb spell, 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, Improved Initiative, 

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 the nosferatu lacks 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 youth, nosferatu are withered, embittered corpse-sires, 

their forms rigid with rigor mortis, eyes wide and intense, with over-large, yellowed incisors 

like a rat. 

 

The Nosferatu  Template 
Creating a nosferatu  
 ñNosferatuò is an acquired template that can be added to any living creature with 5 or 

more Hit Dice (referred to hereafter as the base creature). Most nosferatu were once 

humanoids, fey, or monstrous humanoids. A nosferatu uses the base creatureôs stats and 

abilities except as noted here. 
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Age Category Speed DR Fast 

Healing 

Channel 

Resistance 

Natural 

AC 

CR 

0-99 Fledgling +0 5/wood and 

piercing 

5 +4 +8 +2 

100-199 Mature +10 5/wood, piercing, 

magic 

5 +4 +8 +2 

200-299 Old +10 10/wood, piercing, 

magic 

6 +5 +9 +3 

300-499 Ancient +20 10/wood, piercing, 

magic 

6 +6 +9 +3 

500-999 Eminent +20 15/wood, piercing, 

magic 

8 +7 +10 +4 

1000+ Patriarch +30 15/wood, piercing, 

magic 

10 +8 +10 +5 

 

 CR: See table above. 

 AL : Any evil. 

 Type: The creatureôs type changes to undead (augmented). Do not recalculate class 

Hit Dice, BAB, or saves. 

 Senses: A nosferatu gains 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, 

Nosferatu use their Charisma modifier to determine bonus hit points instead of Constitution. 

 Defensive Abilities: A nosferatu gains resistance to cold 10, electricity 10 and sonic 

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 0 hit points 

in combat, a nosferatu 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 nosferatu forced into swarm form has no effect. Once 

at rest, the nosferatu is helpless. It regains 1 hit point after 1 hour, then is no longer helpless 

and resumes fast healing. 

 Weaknesses: Nosferatu 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 donôt harm the nosferatuðthey merely keep it at bay. A recoiling nosferatu 

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 nosferatu at bay takes a standard action. After 1 

round, a nosferatu can overcome its revulsion of the object and function normally each round 

it makes a DC 25 Will save. 

 Nosferatu cannot enter a private home or dwelling unless invited in by someone with 

the authority to do so. 

 Reducing a nosferatuôs hit points to 0 or lower incapacitates it but doesnôt always 

destroy it (see fast healing). However, certain attacks can slay nosferatu. Exposing any 

nosferatu 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 nosferatu equal to one third of its maximum hit pointsða 

nosferatu reduced to 0 hit points in this manner is destroyed. Driving a wooden stake through 

a helpless nosferatuôs heart instantly slays it (this is a full-round action). However, it returns 

to life if the stake is removed, unless the head is also severed and anointed with holy water. 

 Speed: See table above. If the base creature has a swim speed, the nosferatu is not 

unduly harmed by running water. 
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 Melee: A nosferatu gains a claw attack if the base creature didnôt have one. The 

nosferatuôs claw deals damage as thought it were one size larger. Its natural weapons are 

treated as magic weapons for the purpose of overcoming damage reduction. 

 Special Attacks: A nosferatu gains several special attacks. Save DCs are equal to 10 

+ half nosferatuôs HD + nosferatuôs Cha modifier unless otherwise noted. 

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

nosferatu establishes or maintains a pin, it drains blood, dealing 1d4 points of Constitution 

and Wisdom damage. The nosferatu 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 (Su): A nosferatu can create spawn out of those it slays with blood 

drain, provided that the slain creature is of the same creature type as the nosferatuôs base 

creature type. The victim rises from death as a nosferatu in 1d4 days. This nosferatu is under 

the command of the nosferatu that created it, and remains enslaved until its masterôs 

destruction. A nosferatu may have enslaved spawn totalling no more than twice its own Hit 

Dice; any spawn it creates that would exceed this limit become free-willed undead. A 

nosferatu may free an enslaved spawn in order to enslave a new spawn, but once freed, a 

nosferatu or nosferatu spawn cannot be enslaved again. 

 Dominate (Su): A nosferatu can crush the will of a humanoid or animal as a standard 

action. Anyone the nosferatu targets must succeed on a Will save or fall instantly under the 

nosferatuôs influence, as though by a dominate person or dominate animal spell (caster level 

12th). The ability has a range of 30 feet. 

 Telekinesis (Su): As a standard action, a nosferatu can use telekinesis, as the spell 

(caster level 12th). 

 Special Qualities: A nosferatu gains the following. 

 Shadowless (Ex): A nosferatu casts no shadows and shows no reflection in a mirror. 

 Spider Climb (Ex): A nosferatu can climb sheer surfaces as though under the effects 

of a spider climb spell. 

 Swarm Form (Su): As a standard action, a nosferatu can change into a bat swarm, 

centipede swarm, rat swarm, or spider swarm. The swarm has the same number of hit points 

as the nosferatu, and any damage done to the swarm affects the nosferatu. While in swarm 

form, a nosferatu 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. While in swarm form, the nosferatu 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. 

 Telepathy (Su): A nosferatu can 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 creature, a nosferatu has no Constitution 

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: Nosferatu gain a +8 racial bonus on Perception, Sense Motive, and Stealth 

checks. 

 Feats: Nosferatu gain Alertness, Improved Initiative, Lightning Reflexes, and Skill 

Focus (twice) as bonus feats. 

 

Obyri  
 

 Obyri (or ñdaywalker vampiresò) are naturally pale and cold to the touch, but become 

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 skin as smooth 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  
 ñObyriò is an acquired template that can be added to any living creature with 5 or 

more Hit Dice (referred to hereafter as the base creature). Most obyri were once humanoids, 

fey, or monstrous humanoids. An obyri uses the base creatureôs stats and abilities except as 

noted here. 

 
Age Category Speed DR Lunar 

Regen. 

Channel 

Resistance 

Natural 

AC 

CR 

0-99 Fledgling +0 10/magic and silver +0 +4 +6 +2 

100-199 Mature +10 10/magic and silver +0 +4 +6 +2 

200-299 Old +10 10/magic and silver +1 +5 +7 +3 

300-499 Ancient +20 15/magic and silver +1 +6 +7 +3 

500-999 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 creatureôs type changes to undead (augmented). Do not recalculate class 

Hit Dice, BAB, or saves. 

 Senses: An 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 modifier to 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 granted by the undead type. If reduced to 0 hit points in combat, the obyri 

collapses as if slain, but is not truly slain. If exposed to moonlight, it begins to regenerate. 

 Weaknesses: Obyri 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 donôt harm the obyriðthey merely keep it at bay. A recoiling obyri must stay at 

least 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 each round it makes a DC 25 

Will save. 
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 Reducing an obyriôs hit points to 0 or lower incapacitates it but doesnôt always 

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 

pointsðan obyri reduced to 0 hit points in this manner is destroyed. Driving a wooden stake 

through a helpless obyriôs heart instantly slays it (this is a full-round 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 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 slam attack if the base creature didnôt have one. Damage for 

the attack depends on the obyriôs size. Its natural weapons are treated as magic weapons for 

the purpose of overcoming damage reduction. 

 Special Attacks: An obyri gains several special attacks. Save DCs are equal to 10 + 

half obyriôs HD + obyriôs Cha modifier unless otherwise noted. 

 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 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 or be dominated. 

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

Victims reduced to 0 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 opponentôs will as a standard action. 

Anyone the obyri targets must succeed on a Will save or fall instantly under the obyriôs 

influence, as though by a dominate person spell (caster level 12th). The ability has a range of 

30 feet. At the GMôs discretion, some obyri might be able to affect different creature types 

with this power. 

 Children of the Night (Su): Once 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 (Su): An obyri 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 obyriôs 

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, and remains enslaved until its masterôs destruction. 

An obyri may have enslaved spawn totalling no more than twice its own Hit Dice; any spawn 

it creates that would exceed this limit become free-willed undead. An obyri may free an 

enslaved spawn in order to enslave a new spawn, but once freed, an obyri or obyri spawn 

cannot be enslaved again. 

 Special Qualities: An obyri gains the following. 

 Change Shape (Su): An obyri can use change shape to assume the form of a dire bat 

or wolf, as beast shape II. 

 Daylight Powerlessness (Ex): Although obyri are not directly harmed by sunlight, 

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 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. 
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 Gaseous Form (Su): As a standard action, an obyri can assume gaseous form at 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 the fast healing trait whenever it is exposed to 

direct moonlight. The obyri heals at a rate determined by the phase of the moon, plus a bonus 

based on its age category. 

 
Crescent (13 days per month) 3 

Half (8 days per month) 4 

Gibbous (4 days per month) 6 

Full (3 days per month) 8 

 

 The obyri cannot die as long as its fast healing is still functioning. Fire, acid and 

blessed or holy weapons cause the obyriôs fast healing to stop functioning on the round 

following the attack. During this round, it does not heal and can be killed (although see 

above). Obyri exposed to moonlight can reattach severed limbs (regardless of how long it has 

been since they were severed) but cannot regrow them. An obyri cannot heal if its head and 

torso are separated, but can if they are reattached. 

 Restful Sleep (Ex): So 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 climb spell. 

 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 entrails, intestines, 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. 

 Penanggalans 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. They can only 

feed in their natural form, however, and they are easily recognized in this form. 
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The Penanggalan Template 
Creating a Penanggalan  
 ñPenanggalanò is an acquired template that can be added to any living creature with 5 

or more Hit Dice (referred to hereafter as the base creature). Most penanggalans were once 

humanoids or monstrous humanoids and nearly all penanggalans are female. A penanggalan 

uses the base creatureôs stats and abilities except as noted here. 

 
Age Category Fly 

Speed 

DR Fast 

Healing 

Channel 

Resistance 

Natural 

AC 

CR 

0-99 Fledgling 60 5/silver and slashing 5 +4 +6 +1 

100-199 Mature 70 5/silver and slashing 5 +4 +6 +1 

200-299 Old 70 10/silver and slashing 6 +5 +7 +2 

300-499 Ancient 80 10/silver and slashing 6 +6 +7 +2 

500-999 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 creatureôs type changes to undead (augmented). Do not recalculate class 

Hit Dice, BAB, or saves. 

 Senses: A 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 points instead 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 penanggalan 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 speed shown 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 a slam attack (if it didnôt already have one). Its bite and 

slam are treated as magic weapons for the purpose of overcoming damage reduction. 

 Special Attacks: A penanggalan gains several special attacks. Save DCs are equal to 

10 + half penanggalanôs HD + penanggalanôs Cha modifier unless otherwise noted. 

 Blood Drain (Su): A penanggalan 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 number of temporary hit points equal to its full normal hit points) each round it 

drains blood. 

 Create Spawn (Su): When a penanggalan slays a female humanoid via blood drain, 

and if that slain humanoid had at least 10 Hit Dice in life, that slain humanoid rises as a 

manananggal at the next sunset. This manananggal is under the command of the penanggalan 

who created it, and remains enslaved until that penanggalanôs destruction. A penanggalan 

may have enslaved spawn totalling no more than twice its own Hit Dice; any spawn it creates 

that would exceed this limit become free-willed undead. 

 The penanggalan can also create others like itself from those it slays with blood drain, 

provided that the slain creature is of the same creature type as the penanggalanôs base 
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creature type and has at least 5 Hit Dice. The 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 filth feverðthe save DC 

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

 Wither (Su): A penanggalanôs entrails drip with a foul bile that blisters and weakens 

living flesh. Any creature that is damaged by a penanggalanôs slam attack must succeed at a 

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 (though she is still an undead creature). At night, she can 

detach her head and entrails as a full-round action. Her physical but now hollow body exists 

as dead flesh, but can be destroyed if it suffers damage equal to the penanggalanôs normal hit 

point total. Before a penanggalan can return to her body, she must soak her entrails in vinegar 

for 1 hourðshe 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 

penanggalan whose 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 speed, or any of her 

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 on the world, poisoning all 

natural things around them by their very presence. They originated (in the Core, at least) in 

the fallen realm of Sithicus, but have since spread to afflict the Darkonese elves as well. The 

transformation to undeath warps and scars the elfôs features, changing them into twisted 

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 elves, believing them to instead be spawned by the unhappy 

dreams of oak trees, the albesadow. 

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

than blood. 
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The Pishacha Template 
Creating a Pishacha  
 ñPishachaò is an acquired template that can be added to any elves or half-elves with 5 

or more Hit Dice (referred to hereafter as the base creature). A pishacha uses the base 

creatureôs stats and abilities except as noted here. 

 
Age Category Speed DR Fast 

Healing 

Channel 

Resistance 

Natural 

AC 

CR 

0-99 Fledgling +0 10/magic and silver 4 +2 +4 +2 

100-199 Mature +10 10/magic and silver 4 +3 +4 +2 

200-299 Old +10 10/magic and silver 5 +4 +5 +3 

300-499 Ancient +20 15/magic and silver 5 +4 +5 +3 

500-999 Eminent +20 15/magic and silver 6 +5 +6 +4 

1000+ Patriarch +30 15/magic and silver 8 +6 +6 +5 

 

 CR: See table above. 

 AL : Any evil. 

 Type: The creatureôs type changes to undead (augmented). Do not recalculate class 

Hit Dice, BAB, or saves. 

 Senses: A pishacha 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, 

Pishachas use their Charisma modifier to determine bonus hit points instead 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 0 hit points in 

combat, a pishacha must attempt to return to its coffin using its plantwalk ability. 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 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. 

 Weaknesses: Pishachas cannot cross an unbroken line of freshly picked flowers or 

flower 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 spell-like abilities until it returns to the surface. 

 Reducing a pishachaôs hit points to 0 or lower incapacitates it but doesnôt always 

destroy it (see fast healing). However, 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 helpless Pishachaôs heart instantly slays it (this is a 

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. 

 Speed: See table above. 

 Melee: A pishacha gains a slam attack if the base creature didnôt have one. Damage 

for the slam depends on the pishachaôs size. Its natural weapons are treated as magic weapons 

for the purpose of overcoming damage reduction. 
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 Special Attacks: A pishacha gains several special attacks. Save DCs are equal to 10 + 

half Pishachaôs HD + Pishachaôs Cha modifier unless otherwise noted. 

 Black Thumb (Su): Any plant touched by a pishachaôs bare skin must make a 

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 kill. This affliction is enough to drive many 

to the brink of madness. 

 Charisma Drain (Su): A creature struck by a pishachaôs slam attack suffers 1d4 points 

of Charisma drain (Fortitude negates). 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 the victimôs Charisma drops below 3, they become a 

lost one with the suicidal thoughts madness effect. If the victimôs Charisma drops to 0, they 

lose the will to live and die within 2d6 rounds. 

 Children of the Night (Su): Once 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 a standard action. These creatures arrive in 2d6 rounds and serve the 

pishacha for up to 1 hour. 

 Create Spawn (Su): A pishacha can create spawn out of any elves or half-elves it slays 

with Charisma drain. The victim rises from death as a pishacha in 1d4 days, restored to its 

original Charisma. This pishacha is under the command of the pishacha that created it, and 

remains enslaved until its masterôs destruction. A pishacha may have enslaved spawn 

totalling no more than twice its own Hit Dice; any spawn it creates that would exceed this 

limit become free-willed undead. A pishacha may free an enslaved spawn in order to enslave 

a new spawn, but once freed, a pishacha or pishacha spawn cannot be enslaved again. 

 Wretched Gaze (Su): All creatures within a 30-foot radius that see a pishachaôs 

scarred face must make a Will save or be paralysed by fear for 2d4 rounds. Whether or not 

the save is successful, that creature cannot be affected again by the same pishachaôs wretched 

gaze for 24 hours. This is a paralysis and a mind-affecting fear affect. 

 Spell-like Abilities (Sp): 3/dayðentangle, snare, spike growth, warp wood; 1/dayð

antilife shell, giant vermin, wall of thorns. Caster level 12
th
. 

 Special Qualities: A pishacha gains the following. 

 Change Shape (Su): A pishacha can use change shape to assume the form of an eagle 

or giant eagle, as beast shape II. 

 Plantwalk (Su): At will as a standard action, a pishacha can tree stride between living 

trees. Both trees are subject to its black thumb ability. 

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

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 plague-

carriers. Vrykolakas have a cadaverous appearance, their distorted features either sunken or 

bloated 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, instead opening their 

victimsô veins with a needle-like barb at the end of a dexterous, foot-long tongue. 

 

The Vrykolaka  Template 
Creating a Vrykolaka  
 ñVrykolakaò is an acquired template that can be added to any living creature with 5 or 

more Hit Dice (referred to hereafter as the base creature). Most vrykolaka were once 

humanoids, fey, or monstrous humanoids. A vrykolaka uses the base creatureôs stats and 

abilities except as noted here. 

 
Age Category Speed DR Fast 

Healing 

Channel 

Resistance 

Natural 

AC 

CR 

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

100-199 Mature +0 10/magic and silver 5 +3 +5 +1 

200-299 Old +10 10/magic and silver 6 +4 +6 +2 

300-499 Ancient +10 15/magic and silver 6 +5 +6 +2 

500-999 Eminent +20 15/magic and silver 8 +6 +7 +3 

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

 

 CR: See table above. 

 AL : Any evil. 

 Type: The creatureôs type changes to undead (augmented). Do not recalculate class 

Hit Dice, BAB, or saves. 

 Senses: A vrykolaka 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, 

vrykolaka use their Charisma modifier to determine bonus hit points instead of Constitution. 

 Defensive Abilities: A vrykolaka 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 0 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 fast healing. 

 Weaknesses: Vrykolaka cannot tolerate the odour of garlic or arise and will not enter 

an area laced with their smell. It cannot cross an unbroken line of aniseed. Similarly, they 

will recoil from strongly presented holy symbols. These donôt harm the vrykolakaðthey 

merely keep it at bay. A recoiling vrykolaka must stay at least 5 feet away from the holy 

symbol and cannot 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. 



d Van Richtenôs Monster Hunter ôs Compendium  c 

d32c 

 Reducing a vrykolakaôs hit points to 0 or lower incapacitates it but doesnôt always 

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 exposure if it does not escape. Each round of immersion 

in running water inflicts damage on a vrykolaka equal to one third of its maximum hit 

pointsða vrykolaka reduced to 0 hit points in this manner is destroyed. Driving an iron spike 

through a helpless vrykolakaôs skull instantly slays it (this is a full-round action). However, it 

returns to life if the spike is removed, unless the body is completely consumed by flame. 

 Vrykolaka are also particularly vulnerable to remove disease. If 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 destroyed and dissolves into foul 

vapours (as a stinking cloudðcaster 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 claw attacks if the base creature didnôt have them. 

Damage for the claws depends on the vrykolakaôs size. Its natural weapons are treated as 

magic weapons for the purpose of overcoming damage reduction. 

 Special Attacks: A vrykolaka gains several special attacks. Save DCs are equal to 10 

+ half vrykolakaôs HD + vrykolakaôs Cha modifier unless otherwise noted. 

 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 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 save or be infected with the vrykolakaôs disease. 

 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 flesh-eating cockroach swarms 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 vrykolaka for 

up to 1 hour. 

 Create Spawn (Su): A vrykolaka can create spawn out of those it slays with disease, 

provided that the slain creature is of the same creature type as the vrykolakaôs base creature 

type. The victim rises from death as a vrykolaka in 1d4 days. This vrykolaka is under the 

command of the vrykolaka that created it, and remains enslaved until its masterôs destruction. 

A vrykolaka may have enslaved spawn totalling no more than twice its own Hit Dice; any 

spawn it creates that would exceed this limit become free-willed undead. A vrykolaka may 

free an enslaved spawn in order to enslave a new spawn, but once freed, a vrykolaka or 

vrykolaka spawn cannot be enslaved again. 

 Disease (Ex): Any living creature that takes damage from a vrykolakaôs claw attacks 

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 DC to avoid infection. 

 Fever Sleep (Su): A 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 the vrykolakaôs influence, as though by a slumber hex (caster level 12th). 

The ability has a range of 30 feet. The vrykolaka does not wake its victims by drinking their 

blood. 
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 Special Qualities: A vrykolaka gains the following. 

 Spider Climb (Ex): A vrykolaka can climb sheer surfaces as though under the effects 

of a spider climb spell. 

 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 gains the natural 

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 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. Their teeth 

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  
 ñWrethfetinò is an acquired template that can be added to any halflings with 5 or more 

Hit Dice (referred to hereafter as the base creature). A wrethfetin uses the base creatureôs 

stats and abilities except as noted here. 

 
Age Category Speed DR Fast 

Healing 

Channel 

Resistance 

Natural 

AC 

CR 

0-99 Fledgling +0 10/magic and silver 3 +4 +6 +1 

100-199 Mature +10 10/magic and silver 3 +4 +6 +1 

200-299 Old +10 10/magic and silver 4 +5 +7 +2 

300-499 Ancient +20 15/magic and silver 4 +6 +7 +2 

500-999 Eminent +20 15/magic and silver 5 +7 +8 +3 

1000+ Patriarch +30 15/magic and silver 6 +8 +8 +4 
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 CR: See table above. 

 AL : Any evil. 

 Type: The creatureôs type changes to undead (augmented). Do not recalculate class 

Hit Dice, BAB, or saves. 

 Senses: A wrethfetin 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, 

wrethfetins use their Charisma modifier to determine bonus hit points instead of Constitution. 

 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 wrethfetinôs fast healing 

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 0 hit points in combat, a wrethfetin immediately assumes gaseous form 

and 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 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. 

 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 

symbols. These donôt harm the wrethfetinðthey merely keep it at bay. A recoiling wrethfetin 

must stay at 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 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 mile from where it was first buried. 

 Reducing a wrethfetinôs hit points to 0 or lower incapacitates it but doesnôt always 

destroy it (see 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 

pointsða 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 the 

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 helpless wrethfetinôs heart only harms it if the stake 

has been drawn from a crackling hearth fire within the last 2 rounds. This instantly slays it 

(this is a full-round 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. 

 Speed: See table above. 

 Melee: A wrethfetin gains a slam attack if the base creature didnôt have one. Damage 

for the slam depends on the wrethfetinôs size. Its natural weapons are treated as magic 

weapons for the purpose of overcoming damage reduction. 

 Special Attacks: A wrethfetin gains several special attacks. Save DCs are equal to 10 

+ half wrethfetinôs HD + wrethfetinôs Cha modifier unless otherwise noted. 

 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 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 (Su): Once per day, a wrethfetin can call forth 1d4+1 cat 

swarms (treat as rat swarms), 4d8 dogs or 2d4 riding dogs as a standard action. These 

creatures arrive in 2d6 rounds and serve the wrethfetin for up to 1 hour. 

 Create Spawn (Su): A wrethfetin can create spawn out of any halflings it slays with 

blood drain or vitality damage. The victim rises from death as a wrethfetin in 1d4 days. This 

wrethfetin is under the command of the wrethfetin that created it, and remains enslaved until 

its masterôs destruction. A wrethfetin may have enslaved spawn totalling no more than twice 

its own Hit Dice; any spawn it creates that would exceed this limit become free-willed 

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 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. 

 Spell-like Abilities (Sp): At willðpurify food and drink, putrefy food and drink; 

3/dayðcreate food and water (CL 12th). 

 Vitality Damage (Su): A creature struck by a wrethfetinôs slam attack suffers 1d4 

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 number of temporary hit points 

equal to its full normal hit points) per successful attack. 

 Special Qualities: A wrethfetin gains the following. 

 Change Shape (Su): A wrethfetin can use change shape to assume the form of a boar, 

dog, riding dog or owl, as beast shape II . 

 Gaseous Form (Su): As a standard action, a wrethfetin can assume gaseous form at 

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 pleasantly aromatic pipe 

tobacco smoke. 

 Padfoot (Ex): A wrethfetin moves in complete silence. It can always take 10 on a 

Stealth check, and doesnôt suffer Stealth penalties due to fast movement. If its opponent is 

blinded, the Blind Fight feat does not reduce the miss chance 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. 
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Salient Abilities  
 

 The following salient abilities are available to vampires (although not to spawn) of 

any strain. Vampires typically gain one salient ability with every century of undeath. 

 Energy Resistance (Ex): One of the vampireôs energy resistances increases by 10, or it 

gains resistance 10 to a new energy type. 

 Frightful Presence (Su): The vampire gains the frightful presence ability, with a range 

of 30 ft. 

 Hypnotic Vapour (Su): The vampire can use its dominate ability while in gaseous 

form. The mist roils with strange colour and hypnotic movements. 

 Improved Special Attack (Su): The DC for saves against one of the vampireôs special 

attacks increases by 4. 

 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 a number of enslaved spawn 

totaling four times its total Hit Dice. In addition, the vampire chooses one of the following 

three abilities: clairaudience, clairvoyance, or telepathy. 

 Depending on the ability chosen, the vampire can hear what its spawn hears, see what 

it sees, or communicate telepathically with it. The vampire may exercise or end its use of this 

ability as a standard action and maintain its connection to its spawn for as long as it wishes. A 

vampire may only use this ability with one spawn at a time. The vampire and vampire spawn 

must be on the same plane for this ability to function. While using this ability, the vampire 

enters a catatonic state similar to its daily rest and is treated as helpless, though it is alerted to 

any jarring noises, the presence of any visible creature within 5 feet, or any damage that 

befalls its body. 

 For more powerful vampires with this ability, the vampire may be able to experiences 

the senses of any creature it has dominated, not just its spawn. 

 Noble Dead (Su): A vampire with this ability possesses an ancient and legendary 

bloodline. He gains a +2 bonus on all Diplomacy checks, which increases to +4 if being 

utilized against another undead creature. In addition, he gains channel resistance +6, and the 

DC of his dominate ability increases by +2. 

 Persuasive (Su): A persuasive vampire can make a suggestion to any number of 

targets within 30 feet (Will negates). This is the equivalent of a suggestion spell (caster level 

12th). The vampire can pick and choose which targets to affect with 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 vampire a measure of resistance 

against sunlight. On the second and all later rounds of exposure to direct sunlight, the 

vampire takes damage equal to one-third of its maximum hit points and is destroyed if this 

brings it to 0 hit points. The vampire is staggered on any round it is exposed 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 with this ability can change into a 

bat swarm, centipede swarm, rat swarm, or spider swarm. The swarm has a number of hit 

points equal to the vampire, and any damage done to the swarm affects the vampireôs hit 

point total. While in swarm form, a vampire cannot use any of its natural or special attacks, 

although it gains the movement, natural weapons, and extraordinary special abilities of the 

swarm into which it has transformed. The vampire also retains all of its usual special 
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qualities. While in swarm form the vampire is still considered to be an undead creature with 

its total number of Hit Dice. A vampire can remain in swarm form until it assumes another 

form or retakes it original form (a standard action), or until the next sunrise. 

 Uncanny (Su): The vampire can use one spell of level 5 or lower as a supernatural 

ability once per day (caster level 12th). Examples include animate dead, darkness, dimension 

door, major image and invisibility. 

 

Variants  
 

 Alternate Form (Ex): Many, many vampires in Ravenloft assume alternate forms 

atypical for their strain. Examples include foxes, hawks, horses, ravens, and snakes. 

 Ancient Youth (Ex): A vampire with this ability transformed into one of the undead at 

a very young age, and has been trapped within an adolescent body for an existence possibly 

measuring in centuries. Vampires with this ability are one size smaller than creatures of their 

type and gain a +4 bonus on all Bluff checks. 

 Moonbane Vampire (Ex): A moonbane vampire is vulnerable to the light of the full 

moon. A moonbane vampire exposed to the light of the full moon is treated as slowed (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 vampire has none of the traditional vampireôs 

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 deal ability damage or energy drain 

each round. The vampire loses abilities such as domination which rely on subtlety. 

 The vampire gains +4 Str, -4 Int, -4 Wis, -4 Cha (modified from the base vampire). It 

does not gain a racial bonus to Sense Motive. 

 

Vampire Spa wn 
 

 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 their creators, 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) vampire. Vampires may also create 

vampiric companions to prevent the terrible changes wrought to their victimsô personalities 

through the normal methods of creating more of their kind. 

 Nonari and goatsuckers cannot create vampire spawn. Penanggalan spawn 

manananggal from humanoid women with at least 10 Hit Dice slain by the penanggalanôs 

blood drain. 
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Barovian vampire s pawn 
CR 4 (XP 800) 

CE Medium undead 

Init +1; Senses darkvision 60 ft.; Perception +11 

Defense 

AC 15, touch 11, flat-footed 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 

Weaknesses resurrection vulnerability, Barovian vampire weaknesses 

Offense 

Speed 30 ft. 

Melee slam +4 (1d4+1 plus energy drain) 

Special Attacks blood drain, dominate (DC 14), energy drain (1 level, DC 14) 

Statistics 

Str 12, Dex 12, Con ð, Int 11, Wis 13, Cha 15 

Base Atk +3; CMB +4; CMD 15 

Feats Blind-Fight, Skill Focus (Perception) 

Skills Intimidate +9, Knowledge (religion) +7, Perception +11, Stealth +16; Racial Modifier 

+8 Stealth 

Languages Common 

SQ change shape, gaseous form, shadowless, spider climb 

Ecology 

Environment any 

Organization solitary, pair, gang (3ï6), or pack (7ï12) 

Treasure standard 

Special Abilities 

 Blood Drain (Su): A Barovian vampire can suck 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 maximum number of temporary hit points equal to its full normal hit 

points) each round it drains blood. 

 Change Shape (Su): A Barovian vampire can use change shape to assume the form of 

a dire bat or wolf, as beast shape II. 

 Dominate (Su): A Barovian vampire can crush a humanoid opponentôs will as a 

standard action. Anyone the Barovian vampire targets must succeed on a Will save or fall 

instantly under the Barovian vampireôs influence, as though by a dominate person spell 

(caster level 12th). The ability has a range of 30 feet. At the GMôs discretion, some Barovian 

vampires might be able to affect different creature types with this power. 

 Gaseous Form (Su): As a standard action, a Barovian vampire can assume gaseous 

form at will (caster level 5th), but it can remain gaseous indefinitely and has a fly speed of 20 

feet with perfect manoeuvrability. 

 Resurrection Vulnerability (Su): A raise dead or similar spell cast on a Barovian 

vampire spawn destroys it (Will negates). Using the spell in this way does not require a 

material component. 

 Shadowless (Ex): A 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 a spider climb spell. 
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 Barovian Vampire Weaknesses (Ex): 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 symbols. These things donôt harm the Barovian vampireðthey 

merely keep it at bay. 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 vampire at bay 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 

someone with the authority to do so. 

 Reducing a Barovian vampireôs hit points to 0 or lower incapacitates it but doesnôt 

always destroy it. If reduced to 0 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 normally travel 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 healing. 

 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 round of immersion in 

running water inflicts damage on a Barovian vampire equal to one third of its maximum hit 

pointsða Barovian vampire reduced to 0 hit points in this manner is destroyed. Driving a 

wooden stake through a helpless Barovian vampireôs heart instantly slays it (this is a full-

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; Senses darkvision 60 ft., tremorsense 60 ft (on stone); Perception +11 

Defense 

AC 15, touch 11, flat-footed 14 (+5 natural) 

hp 26 (4d8+8) 

Fort +3, Ref +1, Will +5 

Defensive Abilities channel resistance +2, DR 5/ silver, fast healing 2 (when underground), 

resist cold and electricity 10, SR 12, undead traits 

Weaknesses transmute rock to mud vulnerability, hulzurdan weaknesses 

Offense 

Speed 20 ft. 

Melee slam +4 (1d4+1 plus Strength drain) 

Special Attacks blood drain, inspire fear (DC 14), Strength drain (1d4, DC 14) 

Statistics 

Str 12, Dex 10, Con ð, Int 11, Wis 13, Cha 15 

Base Atk +3; CMB +4; CMD 15 

Feats Blind-Fight, Skill Focus (Perception) 

Skills Intimidate +9, Knowledge (religion) +7, Perception +11, Stealth +15; Racial Modifier 

+8 Stealth 

Languages Common 

SQ stonewalk 

Ecology 
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Environment any 

Organization solitary, pair, gang (3ï6), or pack (7ï12) 

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 of Constitution 

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 as a standard action. Any living 

creature the hulzurdan targets must succeed on a Will save or be panicked, as though by a 

fear spell (caster level 12th). The ability has a range of 30 feet. 

 Spell Resistance (Su): A hulzurdan cannot voluntarily lower its spell resistance. 

 Strength Drain (Su): A creature struck by a hulzurdanôs slam attack suffers 1d4 points 

of Strength drain. 

 Stonewalk (Su): At will as a standard action, a hulzurdan can merge with solid stone, 

as a meld with stone spell (CL 12
th
) except that it can move through the stone with a speed of 

20 ft and can remain within the stone indefinitely.  

 Transmute Rock to Mud Vulnerability (Su): A transmute rock to mud or similar spell 

cast on a hulzurdan spawn destroys it (Will negates). Using the spell in this way does not 

require a material component. 

 Hulzurdan Weaknesses (Ex): Hulzurdans cannot cross an unbroken line of metal 

shavings, even when stone walking. Hulzurdan recoil from mirrors or strongly presented holy 

symbols. These things donôt harm the hulzurdanðthey merely keep it at bay. A recoiling 

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 at bay takes 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 hulzurdanôs hit points to 0 or lower incapacitates it but doesnôt always 

destroy it. If reduced to 0 hit points in combat, a hulzurdan must attempt to return to its coffin 

using its stonewalk ability. 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, the 

hulzurdan is 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 stone (as flesh to stone) on the second 

consecutive round of exposure if it does not escape. A stone to flesh spell 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 pointsða hulzurdan reduced to 0 hit points in this 

manner is destroyed. Driving a piece of natural stone (such as a stalactite) through a helpless 

hulzurdanôs heart instantly slays it (this is a full-round action). However, it returns to life if 

the shaft is removed, unless its heart is cut out, soaked in oil for 3 days, and burnt in a 

dwarven forge. 
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Jian g-shi spawn  

CR 4 (XP 800) 

CE Medium undead 

Init +1; Senses darkvision 60 ft.; Perception +12 

Defense 

AC 13, touch 11, flat-footed 12 (+1 Dex, +2 natural) 

hp 22 (4d8+4) 

Fort +3, Ref +2, Will +6 

Defensive Abilities channel resistance +2, DR 5/ silver, fast healing 2, prayer scroll, resist 

cold 20, undead traits 

Weaknesses resurrection vulnerability, jiang-shi weaknesses 

Offense 

Speed 20 ft. 

Melee  Bite +4 (1d6+1), 2 claws +4 (1d6+1 plus grab, critical 19-20) 

Special Attacks drain chi (1 negative level, DC 13 plus staggered 1d4 rounds) 

Statistics 

Str 12, Dex 12, Con ð, Int 11, Wis 15, Cha 13 

Base Atk +3; CMB +4; CMD 15 

Feats Blind-Fight, Skill Focus (Perception) 

Skills Intimidate +8, Knowledge (religion) +7, Perception +12, Stealth +16; Racial Modifier 

+8 Stealth 

Languages Common 

Ecology 

Environment any 

Organization solitary, pair, gang (3ï6), or pack (7ï12) 

Treasure standard 

Special Abilities 

 Drain Chi (Su): Instead of draining blood, a jiang-shi drains ñchi,ò or life energy, 

from a victimôs breath. When a jiang-shi makes a successful grapple check (in addition to any 

other effects caused by a successful check, including additional damage), the jiang-shi can 

attempt to drain chi by drinking the victimôs breath. The victim can resist this attack by 

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 attached to the brow of a jiang-shi grants immunity to 

any effects generated from spell-completion or spell-trigger magic items, such as scrolls and 

wands. Such magical effects treat the jiang-shi as if it had unbeatable spell resistance. A 

jiang-shiós prayer scroll can be removed with a successful steal combat manoeuvre, which 

immediately ends the jiang-shiôs immunity to these effects. If a jiang-shiôs prayer scroll is 

destroyed (a standard action), the vampire also loses its fast healing ability. A jiang-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.  

 Resurrection Vulnerability (Su): A raise dead or similar spell cast on a jiang-shi 

spawn destroys it (Will negates). Using the spell in this way does not require a material 

component. 

 Jiang-shi Weaknesses (Ex): Jiang-shis recoil from mirrors or the sound of handbells 

rung within 10 feet of them. Cooked rice, which to jiang-shis mocks the fundamental fact that 

they no longer eat food, shames them into recoiling as well. These things donôt harm a jiang-

shiðthey merely keep it at bay for a period of time. A recoiling jiang-shi 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 jiang-shi at bay takes a standard 
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action. After being held at bay for 1 round, a jiang-shi 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-shiôs hit points to 0 or lower incapacitates it but doesnôt always 

destroy it. If reduced to 0 hit points, a jiang-shi 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 the jiang-shi reforms destroys it permanently, as does mixing rice 

into the dust with a dose of holy water. Jiang-shi are also susceptible to wooden weapons 

carved from peach trees, as such weapons represent the unity of all elements and life to these 

creatures. A wooden weapon carved from a peach tree automatically bypasses a jiang-shiôs 

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 retreat from 

daylight, jiang-shi 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; Senses darkvision 60 ft.; Perception +11 

Defense 

AC 15, touch 11, flat-footed 14 (+1 Dex, +4 natural) 

hp 26 (4d8+8) 

Fort +3, Ref +2, Will +5 

Defensive Abilities channel resistance +2, corrosion, DR 5/ silver, fast healing 2, resist cold 

and electricity 10, undead traits 

Weaknesses resurrection vulnerability, kuei-jin weaknesses 

Offense 

Speed 30 ft, weightless step 10 ft. 

Melee  2 claws +4 (1d4+1 plus energy drain) 

Special Attacks blood drain, energy drain (1 level, DC 14), mesmerism (DC 14) 

Statistics 

Str 12, Dex 12, Con ð, Int 11, Wis 13, Cha 15 

Base Atk +3; CMB +4; CMD 15 

Feats Blind-Fight, Skill Focus (Perception) 

Skills Intimidate +9, Knowledge (religion) +7, Perception +11, Stealth +16; Racial Modifier 

+8 Stealth 

Languages Common 

SQ change shape, invisibility, shadowless, weightless step 

Ecology 

Environment any 

Organization solitary, pair, gang (3ï6), or pack (7ï12) 

Treasure standard 

Special Abilities 

 Blood Drain (Su): A kuei-jin can suck blood from a grappled opponent; if the kuei-jin 

establishes or maintains a pin, it drains blood, dealing 1d4 points of Constitution damage. 

The kuei-jin 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 (Su): A kuei-jin can use change shape to assume the form of a tiger, as 

beast shape II. 
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 Corrosion (Su): Any non-magical weapon that strikes a kuei-jin takes 1 point of 

damage due to aging. This damage bypasses the weaponôs hardness. 

 Invisibility (Su): A kuei-jin can turn itself invisible as a standard action. It can remain 

invisible indefinitely, but still becomes immediately visible if it makes a direct attack. 

 Mesmerism (Su): A kuei-jin can paralyse an opponent as a standard action. Anyone 

the kuei-jin targets must succeed on a Will save or be paralysed as though by a hold monster 

spell (caster level 12
th
). The ability has a range of 30 ft. 

 Resurrection Vulnerability (Su): A raise dead or similar spell cast on a kuei-jin spawn 

destroys it (Will negates). Using the spell in this way does not require a material component. 

 Shadowless (Ex): A kuei-jin casts no shadows and shows no reflection in a mirror. 

 Weightless Step (Su): At will, the kuei-jin can levitate (caster level 12
th
). 

 Kuei-jin Weaknesses (Ex): Kuei-jin cannot tolerate the odour of burning incense made 

from rosemary and myrrh and will not enter an area laced with its smoke. Similarly, they will 

recoil from garlands woven from rosemary and ivy. This doesnôt harm the kuei-jinðit merely 

keeps it at bay. A recoiling kuei-jin must stay at least 5 feet away from the garland and 

cannot touch or make melee attacks against that creature. Holding a kuei-jin at bay takes a 

standard action. After 1 round, a kuei-jin can overcome its revulsion of the object and 

function normally each round it makes a DC 25 Will save. 

 Reducing a kuei-jinôs hit points to 0 or lower incapacitates it but doesnôt always 

destroy it. If reduced to 0 hit points in combat, a kuei-jin 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 kuei-jin forced into intangible form has no effect. 

Once at rest, the kuei-jin is helpless. It regains 1 hit point after 1 hour, then is no longer 

helpless and resumes fast healing. 

 However, certain attacks can slay kuei-jin. Exposing any kuei-jin 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 kuei-jin equal to one third of its maximum hit pointsða kuei-jin reduced to 0 hit 

points in this manner is destroyed. Driving a bamboo shaft through a helpless Kuei-jinôs heart 

instantly slays it (this is a full-round action). However, it returns to life if the shaft is 

removed, unless bless is cast on a rosemary blossom placed in the kuei-jinôs mouth and its 

lips and eyelids are sewn shut with a silver needle. 

 

Manananggal  
CR 7 (XP 3,200) 

CE Medium undead  

Init +3; Senses darkvision 60 ft.; Perception +16  

Defense 

AC 20, touch 14, flat-footed 16 (+3 Dex, +1 dodge, +6 natural)  

hp 85 (10d8+40)  

Fort +7, Ref +8, Will +10  

DR 10/good or silver; Immune undead traits  

Weaknesses light sensitivity, vulnerable to light blades  

Offense 

Speed 30 ft., fly 100 ft. (good)  

Melee bite +11 (1d8+4), 2 claws +12 (1d8+4 plus grab)  

Special Attacks blood drain (1d2 Constitution)  

Spell-Like Abilities (CL 9th; concentration +13)  

At willðbleed (DC 14), dancing lights, touch of fatigue (DC 14)  

3/dayðdarkness, deep slumber (DC 17), fear (DC 18)  
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Statistics 

Str 19, Dex 17, Con ð, Int 12, Wis 16, Cha 19  

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

Feats Deceitful, 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  

Languages Abyssal, Common  

SQ separate  

Ecology 

Environment any land  

Organization solitary or pack (2ï6)  

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 to a 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 undead creature. 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 attacks 

at this time. The upper and lower portions 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 prefer to hide their lower torsos when separated. A manananggal must 

return to its lower torso and reattach to it (a full-round action) within the hour before 

sunriseðeach round a manananggal remains separated after sunrise, it takes 1d6 points of 

damage until it rejoins its lower torso or it crumbles into dust.  

 Vulnerable to Light Blades (Ex): Light blades (such as daggers, kamas, kukris, 

rapiers, short swords, sickles, and starknives) deal double the weaponôs base damage on a 

successful hit against a manananggal. 

 

Nosferatu  spawn  
CR 4 (XP 800) 

CE Medium undead 

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

Defense 

AC 16, touch 11, flat-footed 15 (+1 Dex, +5 natural) 

hp 26 (4d8+8) 

Fort +3, Ref +2, Will +6 

Defensive Abilities channel resistance +2, DR 5/ wood and piercing, fast healing 2, resist 

cold, electricity and sonic 10, undead traits 

Weaknesses nosferatu weaknesses 

Offense 

Speed 30 ft. 

Melee claw +3 (1d6) 

Special Attacks blood drain, dominate (DC 14), telekinesis (DC 14) 

Statistics 

Str 10, Dex 12, Con ð, Int 11, Wis 15, Cha 15 
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Base Atk +3; CMB +3; CMD 14 

Feats Blind-Fight, Skill Focus (Perception) 

Skills Intimidate +9, Knowledge (religion) +7, Perception +12, Stealth +16; Racial Modifier 

+8 Stealth 

Languages Common 

SQ shadowless, spider climb, swarm form, telepathy 

Ecology 

Environment any 

Organization solitary, pair, gang (3ï6), or pack (7ï12) 

Treasure standard 

Special Abilities 

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

nosferatu establishes or maintains a pin, it drains blood, dealing 1d4 points of Constitution 

and Wisdom damage. The nosferatu 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. 

 Dominate (Su): A nosferatu can crush a humanoid opponentôs will as a standard 

action. Anyone the nosferatu targets must succeed on a Will save or fall instantly under the 

nosferatuôs influence, as though by a dominate person or dominate animal spell (caster level 

12th). The ability has a range of 30 feet. 

 Shadowless (Ex): A nosferatu casts no shadows and shows no reflection in a mirror. 

 Spider Climb (Ex): A nosferatu can climb sheer surfaces as though under the effects 

of a spider climb spell. 

 Swarm Form (Su): As a standard action, a nosferatu can change into a bat swarm, 

centipede swarm, rat swarm, or spider swarm. The swarm has the same number of hit points 

as the nosferatu, and any damage done to the swarm affects the nosferatu. While in swarm 

form, a nosferatu 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. While in swarm form, the nosferatu 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. 

 Telekinesis (Su): As a standard action, a nosferatu can use telekinesis, as the spell 

(caster level 12th). 

 Telepathy (Su): A nosferatu can 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. 

 Nosferatu Weaknesses (Ex): Nosferatu 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 donôt harm the nosferatuðthey merely keep it at bay. A recoiling 

nosferatu 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 nosferatu at bay takes a standard action. 

After 1 round, a nosferatu can overcome its revulsion of the object and function normally 

each round it makes a DC 25 Will save. 

 Nosferatu cannot enter a private home or dwelling unless invited in by someone with 

the authority to do so. 

 Reducing a nosferatuôs hit points to 0 or lower incapacitates it but doesnôt always 

destroy it. If reduced to 0 hit points in combat, a nosferatu 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 nosferatu 
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forced into swarm form has no effect. Once at rest, the nosferatu is helpless. It regains 1 hit 

point after 1 hour, then is no longer helpless and resumes fast healing. 

 However, certain attacks can slay nosferatu. Exposing any nosferatu 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 nosferatu equal to one third of its maximum hit pointsða nosferatu reduced to 0 

hit points in this manner is destroyed. Driving a wooden stake through a helpless nosferatuôs 

heart instantly slays it (this is a full-round 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; Senses darkvision 60 ft.; Perception +11 

Defense 

AC 15, touch 11, flat-footed 14 (+1 Dex, +4 natural) 

hp 30 (4d8+12) 

Fort +3, Ref +2, Will +5 

Defensive Abilities channel resistance +2, DR 5/ silver, lunar regeneration, resist cold and 

electricity 10, undead traits 

Weaknesses resurrection vulnerability, obyri weaknesses 

Offense 

Speed 30 ft. 

Melee slam +3 (1d4) 

Special Attacks blood drain, dominate (DC 15) 

Statistics 

Str 10, Dex 12, Con ð, Int 11, Wis 13, Cha 17 

Base Atk +3; CMB +3; CMD 14 

Feats Blind-Fight, Skill Focus (Perception) 

Skills Intimidate +10, Knowledge (religion) +7, Perception +11, Stealth +16; Racial 

Modifier +8 Stealth 

Languages Common 

SQ change shape, daylight powerlessness, gaseous form, restful sleep, spider climb 

Ecology 

Environment any 

Organization solitary, pair, gang (3ï6), or pack (7ï12) 

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 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 or be dominated. 

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

Victims reduced to 0 Intelligence fall into a catatonic stupor. 

 Change Shape (Su): An obyri can use change shape to assume the form of a dire bat 

or wolf, as beast shape II. 

 Daylight Powerlessness (Ex): Although obyri are not directly harmed by sunlight, 

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 
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powers. An obyri 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 obyri can crush a humanoid opponentôs will as a standard action. 

Anyone the obyri targets must succeed on a Will save or fall instantly under the obyriôs 

influence, as though by a dominate person spell (caster level 12th). The ability has a range of 

30 feet. At the GMôs discretion, some obyri might be able to affect different creature types 

with this power. 

 Gaseous Form (Su): As a standard action, an obyri can assume gaseous form at 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 the fast healing trait 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) 1 

Half (8 days per month) 2 

Gibbous (4 days per month) 4 

Full (3 days per month) 6 

 

 The obyri cannot die as long as its lunar healing is still functioning. Fire, acid and 

blessed or holy weapons cause the obyriôs fast healing to stop functioning on the round 

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 cannot heal if its head and torso are separated, but 

can if they are reattached. 

 Resurrection Vulnerability (Su): A raise dead or similar spell cast on an obyri spawn 

destroys it (Will negates). Using the spell in this way does not require a material component. 

 Restful Sleep (Ex): So 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 climb spell. 

 Obyri Weaknesses (Ex): Obyri 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 donôt harm the obyriðthey merely keep it at bay. A recoiling obyri 

must stay at least 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 each round it 

makes a DC 25 Will save. 

 Reducing an obyriôs hit points to 0 or lower incapacitates it but doesnôt always 

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 begins to regenerate. 

 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 pointsðan obyri reduced to 

0 hit points in this manner is destroyed. Driving a wooden stake through a helpless obyriôs 

heart instantly slays it (this is a full-round 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 surviving minions.  

 

 

 



d Van Richtenôs Monster Hunter ôs Compendium  c 

d48c 

Pishacha spawn  
CR 4 (XP 800) 

CE Medium undead 

Init +2; Senses darkvision 60 ft., lowlight vision; Perception +11 

Defense 

AC 15, touch 12, flat-footed 13 (+2 Dex, +3 natural) 

hp 22 (4d8+4) 

Fort +3, Ref +3, Will +6 

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

electricity 10, undead traits 

Weaknesses plant shape vulnerability, pishacha weaknesses 

Offense 

Speed 30 ft. 

Melee slam +4 (1d4+1 plus Charisma drain) 

Special Attacks Charisma drain (1d4, DC 13), wretched gaze (DC 13) 

Statistics 

Str 12, Dex 14, Con ð, Int 11, Wis 15, Cha 13 

Base Atk +3; CMB +4; CMD 16 

Feats Blind-Fight, Skill Focus (Perception) 

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

+8 Stealth 

Languages Common 

SQ black thumb, change shape, plantwalk 

Ecology 

Environment any 

Organization solitary, pair, gang (3ï6), or pack (7ï12) 

Treasure standard 

Special Abilities 

 Black Thumb (Su): Any plant touched by a pishachaôs bare skin must make a 

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 kill. This affliction is enough to drive many 

to the brink of madness. 

 Change Shape (Su): A pishacha can use change shape to assume the form of an eagle 

or giant eagle, as beast shape II. 

 Charisma Drain (Su): A creature struck by a pishachaôs slam attack suffers 1d4 points 

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 the victimôs Charisma drops below 3, they become a lost one with the suicidal 

thoughts madness effect. If the victimôs Charisma drops to 0, they lose the will to live and die 

within 2d6 rounds. 

 Plant Shape Vulnerability (Su): A plant shape I or similar spell cast on a pischacha 

spawn (as a melee touch attack) destroys it (Will negates). Using the spell in this way does 

not require a material component. 

 Plantwalk (Su): At will as a standard action, a pishacha can tree stride between living 

trees. Both trees are subject to its black thumb ability. 

 Wretched Gaze (Su): All creatures within a 30-foot radius that see a pishachaôs 

scarred face must make a Will save or be paralysed by fear for 2d4 rounds. Whether or not 

the save is successful, that creature cannot be affected again by the same Pishachaôs wretched 

gaze for 24 hours. This is a paralysis and a mind-affecting fear affect. 
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 Pishacha Weaknesses (Ex): Pishachas cannot cross an unbroken line of freshly picked 

flowers or flower 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 spell-like abilities until it returns to the surface. 

 Reducing a pishachaôs hit points to 0 or lower incapacitates it but doesnôt always 

destroy it. If reduced to 0 hit points in combat, a pishacha must attempt to return to its coffin 

using its plantwalk ability. 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 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 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 helpless Pishachaôs heart instantly slays it (this is a 

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; Senses darkvision 60 ft.; Perception +10 

Defense 

AC 16, touch 12, flat-footed 14 (+2 Dex, +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 

Weaknesses vrykolaka weaknesses 

Offense 

Speed 30 ft. 

Melee 2 claws +4 (1d4+1 plus disease) 

Special Attacks blood drain, diseaseðfilth fever (injury; save Fort DC 16; onset 1d3 days; 

frequency 1/day; effect 1d3 Dex damage and 1d3 Con damage; cure 2 consecutive saves.), 

fever sleep (DC 14) 

Statistics 

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

Base Atk +3; CMB +4; CMD 15 

Feats Blind-Fight, Skill Focus (Perception) 

Skills Intimidate +7, Perception +10, Stealth +15; Racial Modifier +8 Stealth 

Languages Common 

SQ spider climb, swarm form 

Ecology 

Environment any 

Organization solitary, pair, gang (3ï6), or pack (7ï12) 

Treasure standard 

Special Abilities 



d Van Richtenôs Monster Hunter ôs Compendium  c 

d50c 

 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 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 save or be infected with the vrykolakaôs disease. 

 Disease (Ex): Any living creature that takes damage from a vrykolakaôs claw attacks 

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 DC to avoid infection. 

 Fever Sleep (Su): A 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 the vrykolakaôs influence, as though by a slumber hex (caster level 12th). 

The ability has a range of 30 feet. 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 a spider climb spell. 

 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 gains the natural 

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 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. 

 Vrykolaka Weaknesses (Ex): Vrykolaka cannot tolerate the odour of garlic or arise 

and will not enter an area laced with their smell. It cannot cross an unbroken line of aniseed. 

Similarly, they will recoil from strongly presented holy symbols. These donôt harm the 

vrykolakaðthey merely keep it at bay. A recoiling vrykolaka must stay at least 5 feet away 

from the holy symbol and cannot 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. 

 Reducing a vrykolakaôs hit points to 0 or lower incapacitates it but doesnôt always 

destroy it. If reduced to 0 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 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 exposure if it does not escape. Each round of immersion in running 

water inflicts damage on a vrykolaka equal to one third of its maximum hit pointsða 

vrykolaka reduced to 0 hit points in this manner is destroyed. Driving an iron spike through a 

helpless vrykolakaôs skull instantly slays it (this is a full-round action). However, it returns to 

life if the spike is removed, unless the body is completely consumed by flame. 

 Vrykolaka are also particularly vulnerable to remove disease. If 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 
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many negative levels as it has Hit Dice, it is permanently destroyed and dissolves into foul 

vapours (as a stinking cloudðcaster level 12th). 

 

Wrethfetin spawn  
CR 4 (XP 800) 

CE Small undead 

Init +1; Senses darkvision 60 ft.; Perception +11 

Aura  fatigue, 30 ft. 

Defense 

AC 16, touch 12, flat-footed 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 

Weaknesses resurrection vulnerability, wrethfetin weaknesses 

Offense 

Speed 20 ft. 

Melee slam +4 (1d3 plus vitality damage) 

Special Attacks blood drain, vitality damage (1d4 Strength and Constitution, DC 15) 

Statistics 

Str 10, Dex 12, Con ð, Int 11, Wis 13, Cha 17 

Base Atk +3; CMB +2; CMD 13 

Feats Blind-Fight, Skill Focus (Perception) 

Skills Intimidate +9, Knowledge (religion) +7, Perception +11, Stealth +20; Racial Modifier 

+8 Stealth 

Languages Common 

SQ change shape, gaseous form, padfoot 

Ecology 

Environment any 

Organization solitary, pair, gang (3ï6), or pack (7ï12) 

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 

maximum number of temporary hit points equal to its full normal hit points) each round it 

drains blood. 

 Change Shape (Su): A wrethfetin can use change shape to assume the form of a boar, 

dog, riding dog or owl, as beast shape II. 

 Fatigue Aura (Su): Any creature that 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 (Su): As a standard action, a wrethfetin can assume gaseous form at 

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 pleasantly aromatic pipe 

tobacco smoke. 

 Padfoot (Ex): A wrethfetin moves in complete silence. It can always take 10 on a 

Stealth check, and doesnôt suffer Stealth penalties due to fast movement. If the victim is 

blinded, they also suffer a -4 penalty to initiative. 
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 Resurrection Vulnerability (Su): A raise dead or similar spell cast on a wrethfetin 

spawn destroys it (Will negates). Using the spell in this way does not require a material 

component. 

 Vitality Damage (Su): A creature struck by a wrethfetinôs slam attack suffers 1d4 

points of Strength and Dexterity damage. 

 Wrethfetin Weaknesses (Ex): 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 symbols. These donôt harm the wrethfetinðthey merely keep it at bay. A 

recoiling wrethfetin must stay at 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 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 mile from where it was first buried. 

 Reducing a wrethfetinôs hit points to 0 or lower incapacitates it but doesnôt always 

destroy it. If reduced to 0 hit points in combat, a wrethfetin immediately assumes gaseous 

form and 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 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 pointsða 

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 the 

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 helpless wrethfetinôs heart only harms it if the stake 

has been drawn from a crackling hearth fire within the last 2 rounds. This instantly slays it 

(this is a full-round 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 even full vampires, 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. 

 Sometimes, whether from the loneliness of eternity or the vampireôs twisted idea of 

love, a vampire may become enamoured of a mortal. In these 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 created. Or the mortal may not be strong enough to cross over to undeath 

without becoming a stagnant, menial vampire spawn. In these cases, a vampire can still turn 

its companion into a true vampire through a prolonged process called the Dark Kiss. Male 

vampire companions are typically called ñgroomsò and females ñbrides.ò 

 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, the vampire opens its own veins and allows (or compels) the companion to 
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drink its blood even as it slowly drains its belovedôs last point of Constitution. The vampire 

suffers 2 negative levels for each level the companion needs to reach 5 HD. (Thus, a 2nd-

level companion would inflict 6 negative levels.) If the companion has 5 HD or more, the 

vampire must still inflict 2 negative levels to itself. If the vampire is reduced to 0 HD or less 

by these negative levels, both the vampire and its companion are destroyed. If the 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 gains enough ñvampireò levels (advancing as an undead creature) to 

bring it to 5 HD. If the vampire companion later gains class levels, each class level replaces 

one ñvampireò level. Vampire companions are free-willed, though they are usually still 

enamoured of their creators. 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, but can free itself of its companion as a full round action. 

 

Vorlogs  
 

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

belovedôs transformation, then lie helpless beside its transforming chosen. If the vampire is 

slain during 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 any change. 

 Many adventurers have killed a vampire in the midst of the Dark Kiss and 

congratulated themselves on ñsavingò its victim, thereby damning the vorlog to a torturous 

existence. The vorlog yearns constantly for his lost love. Finding someone resembling his 

undead soul mate, the vorlog drains his victim of Wisdom and charms them into becoming 

the being he misses so much. Unfortunately, the replacement is never good enough, and 

within a few months the vorlog must find another, killing the current surrogate when the 

replacement comes along. 

 

The Vorlog  Template 
Creating a Vorlog  
 ñVorlogò is an acquired template that can be added to any humanoid or monstrous 

humanoid (referred to hereafter as the base creature). A vorlog uses the base creatureôs stats 

and abilities except as noted here. 

 CR: As base creature +1. 

 AL : Any evil. 

 Type: The creatureôs type changes to monstrous humanoid (augmented). Do not 

recalculate class Hit Dice, BAB, or saves. 

 Senses: A 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 and fast healing 1 (2 

when its surrogate is presentðsee below). It also gains the following defensive ability. 

 Undead Resistance (Ex): Vorlogs gain a +4 racial bonus on saving throws against 

disease, poison, paralysis, sleep, and stun effects and is immune to mind-affecting effects. 
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 Weaknesses: Vorlogs 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 

vampireða 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 to 10 + 

half vorlogôs HD + vorlogôs Cha modifier unless otherwise noted. 

 Frighten Animals (Sp): At will, the vorlog can frighten and enrage animals as though 

they were affected by both the rage and confusion spells (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 succeed on a Will save or fall instantly 

under the vorlogôs influence, as though by a miserable pity spell (caster level 6th). The ability 

has a range of 30 feet. 

 Surrogate (Su): A vorlog who makes a melee touch attack against a creature affected 

by its provoke pity ability must make a Will save or be permanently charmed by the vorlog, 

as though by a charm person spell (caster level 6th). The victim feels that the vorlog is their 

true love, and is filled with the desire to protect it from harm. Dispel magic, remove curse and 

more powerful magic can remove the effect. 

 Each day, the surrogate must make another Will save or suffer 1d3 points of Wisdom 

damage. If the surrogate currently has Wisdom damage due to the vorlogôs influence, they are 

subject to reckless infatuation (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 vampiric love, and 

vorlogs inevitably grow to resent their surrogates for failing to live up to their mental image 

of the dead soul mate. When this happens, the vorlog kills the surrogate out of frustration and 

moves on to find another. 

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

undead. 

 Reflection (Ex): A vorlogôs reflection is eerily transparent. 

 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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Chapter Two : 
Ghosts  
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Ghosts  
 

 Ghosts are the souls of deceased creatures, trapped on the Ethereal Plane. According 

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 death. 

The ethereal resonance created by the event binds the soul to the 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 ranks. Rank 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 resonance in the 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 ghostôs rank and salient abilities are fixed at the moment of its creation 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. Ethereal resonance of equal or greater resonance 

is completely solid and opaque to them. 

 

The Ghost Template  
Creating a Ghost  
 ñGhostò is an acquired template that can be added to any living creature that has a 

Charisma score of at least 4 (see below). A ghost retains all the base creatureôs statistics and 

special abilities except as noted below. 

 
Rank 

(Ethereal 

Resonance) 

Rank 

(Ghost) 

Min. 

Cha 

Cha 

mod. 

CR Salient 

abilities 

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 2/3 HD + 1 

 

 Challenge Rating: Same as the base creature, modified as above. 

 Type: The creatureôs type changes to undead. Do not recalculate the creatureôs base 

attack bonus, saves, or skill points. It gains the incorporeal subtype (but see the corporeal 

salient weakness below). 

 Armour Class: Against material foes, an incorporeal ghost gains a deflection bonus 

equal to its Charisma modifier. It loses the base creatureôs natural armour bonus, as well as 

all armour and shield bonuses not from force effects or ghost touch items. 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 all of the creatureôs racial Hit Dice to d8s. All Hit Dice derived 

from class levels remain unchanged. Ghosts use their Charisma modifiers to determine bonus 

hit points instead of Constitution. 

 Note that some deaths are so traumatic that ghosts gain extra racial Hit Dice. 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 defensive abilities of the base creature 

save those that rely on a corporeal form to function (if incorporeal). Ghosts gain channel 

resistance equal to twice their rank, darkvision 60 ft., the incorporeal ability (but see 

corporeal below), and all of the immunities granted by its undead traits. Ghosts also gain the 

rejuvenation ability. 

 Rejuvenation (Su): In most cases, itôs difficult to destroy a ghost through simple 

combat: the ñdestroyedò spirit restores itself in 2d4 days. Even the most powerful spells are 

usually only temporary solutions. The only way to permanently destroy a ghost is to 

determine the reason for its existence and set right whatever prevents it from resting in peace. 

The exact means varies with each spirit and may require a good deal of research, and should 

be created specifically for each different ghost by the GM. 

 Speed: Incorporeal ghosts lose their previous speeds and gain a fly speed of equal to 

its previous base speed with perfect manoeuvrability, unless the base creature has a higher fly 

speed. Corporeal ghosts retain their previous speeds. 

 Melee and Ranged Attacks: An incorporeal ghost loses all of the base creatureôs 

attacks against material foes (although not against ethereal foes). If it could wield weapons in 

life, it can wield ghost touch weapons as a ghost. 

 Corporeal ghosts retain all of the base creatureôs attacks. If the base creature doesnôt 

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 attacks of the base creature, but any 

relying on physical contact do not function (if incorporeal and attacking material foes). 

 In addition, a ghost gains salient 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 ghostôs special attack is equal to 10 + half ghostôs HD + 

ghostôs Charisma modifier unless otherwise noted. Additional ghost abilities beyond these 

can be designed at the GMôs discretion. 

 Abilities : Cha + rank x 2 (as shown in table above); as an incorporeal undead 

creature, a ghost has no Constitution score and no Strength score against non-ethereal 

creatures. 

 Skills: Ghosts have a +8 racial bonus on Perception and Stealth skill checks. A ghost 

always treats Climb, Disguise, Fly, Intimidate, Knowledge (arcana), Knowledge (religion), 

Perception, Sense Motive, Spellcraft, and Stealth as class skills. Otherwise, skills are the 

same as the base creature. 

 

Salient Abilities  
 

 Animator (Su): Once per round, a ghost can possess an object of size Large or smaller, 

giving it life as an animated object. This animated objectôs CR can be no higher than the 

ghostôs CR minus 2. If the target object is being held by a creature, the object can make a 

Will save using its bearerôs saving throw to resist possession. If the animated object is 

destroyed, the ghost reappears in its square and cannot possess another object for 1d4 rounds. 
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 Apostate (Su): The ghost 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 

concentration checks normally required increases by the ghostôs Cha modifier. Those targeted 

by the victimôs channel energy ability also gain a profane bonus to their saves equal to the 

ghostôs Cha modifier. 

 Aura of Cold (Su): The ghost is surrounded by an aura of deathly cold. Any living 

creature that enters the aura suffers 1d6 cold damage per ghostôs rank (Fortitude save for 

half). The aura has a radius of 5 ft per rank. As a full round action that provokes an attack of 

opportunity, the ghost can extinguish any nonmagical source of fire the size of a small 

campfire or smaller. 

 If this ability is selected a second time, those who fail their saves are slowed for a 

number of rounds equal to the ghostôs Charisma modifier. Alternately, they take 1d4 points of 

nonlethal damage and are fatigued until the nonlethal damage is healed. 

 Aura of Sobs (Su): The ghost has an invisible but audible aura of unnerving childlike 

whimpers, songs, and sobs. Any living creature that enters this area loses the benefit of all 

bardic performances affecting it and takes a penalty on all attack rolls, damage rolls, and Will 

saving throws equal to the ghostôs rank. The aura has a radius of 10 ft per rank. The ghost can 

suppress or reactivate its aura as a free action. This aura is a sonic, mind affecting effect. 

 Bestial Possession (Su): A ghost must have the malevolence ability to select this 

ability. Upon being possessed by a ghost, the target takes on a number of bestial features, 

most notably growing claws and vicious fangs, and flies into a savage rage. The victim gains 

two claws and a bite natural attack appropriate to its size (1d4 and 1d6 for Medium 

creatures), and gains a barbarianôs greater rage class ability. This rage lasts for as long as the 

victim is being possessed by the ghost. After the possession ends, the victim is fatigued for a 

period of time equal to double the duration of the possession. The victim also gains low-light 

vision and scent. The possessed creature loses all of these natural attacks and abilities 

immediately when the ghost leaves 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 and three, 1d6; 

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 its bleed 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 has blindsight, 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 of a ghost chills the living to the 

core. The creature can howl as a standard action. All living creatures within a 30-foot spread 

must make a successful Will save or become frightened for 2d4 rounds; those more than 30 

feet away but within 300 feet must make a Will save or become shaken for 2d4 rounds. This 

is a sonic, necromantic, mind-affecting fear effect. A creature that successfully saves against 

the bloodcurdling howl cannot be affected by the same ghostôs howl for 24 hours. The ghost 

must have the frightful 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 zombie 

animated by this ability may be no higher than the ghostôs CR minus 2. If the animated 
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corpse is destroyed, the ghost reappears in the corpseôs square and cannot possess another 

body for 1d4 rounds. The animated body retains the ghostôs mental ability scores, alignment, 

and base attack bonus. The 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 still loses any aura or appearance-based salient abilities. 

 Corrupting Gaze (Su): The ghost has a gaze attack with a range of 30 feet that causes 

2d10 damage and 1d4 Charisma damage (Fortitude save negates Charisma damage but not 

physical damage). Variant ghosts may exist that deal different types of ability damage. 

 Corrupting Touch (Su): By passing part of its incorporeal body through a foeôs body 

as a standard action, the ghost inflicts a number of d6s equal to its CR in damage. This 

damage is not negative energyðit manifests in the form of physical wounds and aches from 

supernatural aging. Creatures immune to magical aging are immune to this damage, but 

otherwise the damage bypasses all forms of damage reduction. A Fortitude save halves the 

damage inflicted. 

 At the GMôs discretion, the corruptive touch of some ghosts may deal damage of a 

different energy type (such as pain). Alternately, the touch may deal half the normal damage 

without offering a save. 

 Create Spawn (Su): Any humanoids slain by a ghost become ghosts themselves in 1d4 

rounds. Spawn so created are one rank less powerful than their creator and have the same 

salient abilities (to within the limits of their rank). Spawn are under the command of the ghost 

that created them and remain enslaved until its death, at which point they lose their spawn 

penalties and become full-fledged and free-willed. Ghosts must be at least rank two to select 

this ability. 

 Some ghosts may require longer periods or special conditions for their spawn to rise, 

such as spawn rising the first time fresh snow falls upon their corpses or graves. 

 Damage Reduction (Su): The 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 increases the CR of 

incorporeal ghosts by 1. 

 Damaging Touch (Su): The ghost gains a touch attack that deals 1d4 ability damage 

from any one ability score it selects on a hit. A successful critical hit causes 1d4 points of 

ability damage and 1 point of ability drain (instead of double damage). On each such 

successful attack, the ghost heals 5 points of damage to itself. 

 Deathôs Calling (Su): Once per day as a standard action, a ghost may place a curse on 

a target within 60 feet (Fortitude negates). If the ghost knows and speaks the targetôs name, 

the target takes a ï2 penalty on the save. If the victim fails the save, he becomes staggered for 

1d6 rounds. For the next 24 hours (or until the ghost is slain), all critical hits against the 

victim automatically confirm. Finally, the victim automatically fails all Constitution checks 

to stabilize while dying. This is a mind-affecting curse effect. The save DC is Charisma-

based. 

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

world beyond the 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 rank. This is a sonic, necromantic effect. A bard can use her countersong 

class feature to counter 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. Those it possesses automatically contract the disease, which cannot be 

cured until the ghost is cast out of the victimôs body. 
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 Draining Touch (Su): The ghost gains a touch attack that drains 1d4 points from any 

one ability score it selects on a hit. On each such successful attack, the ghost heals 5 points 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 select this ability. 

 Ectoplasmic Web (Su): The ghost draws, secretes or otherwise produces a horrifying 

web of ectoplasm. This has the effect of a web special attack. If the ghost has an aura (such as 

maddening babble or aura of sobs), interacting with the web (e.g. examining the drawing or 

becoming ensnared) exposes the character to the effects of the ghostôs aura. 

 Elemental Curse (Su): On a touch attack, the ghostôs victim must make a Will save or 

be engulfed by sickly flames. While these eerie flames deal no additional damage, the 

affected creature glows as per faerie fire and becomes sickened. While under the effects of 

the witchflame, the victim gains vulnerability to one type of energy (typically fire, although 

cold is also common) and takes half again as much damage (+50%) from attacks of that 

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, remove curse, or wish spellðthe effective caster level of the 

elemental curse is equal to the ghostôs HD. 

 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 by 1. The negative energy touch cannot be used to heal undead. 

 Energy Resistance (Su): The ghost gains immunity or resistance 20 to one energy 

type, or energy resistance 10 to 2. 

 Entrancing Appearance (Su): The ghost gains a gaze attack with a range of 30 ft. 

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 

ghostôs rank. Once they have saved, they are unable to be affected by the ghostôs appearance 

for 24 hours. 

 Fast Healing (Su): The ghost gains fast healing 5. Only rank three or higher ghosts 

can take this ability. 

 Fleshdrink (Su): If a ghost hits a single creature with both claw attacks, the ghost 

deals 1d6 points of Constitution damage and making the victim sickened for 1d4 rounds. A 

successful Fortitude save negates the Constitution damage and reduces the sickened condition 

duration to 1 round. The save DC is Charisma-based. 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 ability can take 20 on its Stealth check to hide in 

plain sight. 

 Frightful Moan (Su): The ghost can emit a frightful moan as a standard action. All 

living creatures within a 30-foot spread must succeed on a Will save or become frightened for 

1d4 rounds (rank 1), panicked for 2d4 rounds (rank 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 the ghostôs creation. This is a sonic mind-affecting fear effect. A creature that 

successfully saves against the moan cannot be affected by the same ghostôs moan for 24 

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): The ghost gains the 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 course of actionð

though such might remain vague or require research into the ghostôs history to discern an 

exact meaning. The target has a number of days to fulfil the ghostôs intentions equal to 14 

days minus the ghostôs Charisma modifier, to a minimum of 7 days. If the target does not 

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 spell remove curse, 

requiring a caster level check with a DC equal to this effectôs initial DC. 

 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 prevents 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 or ranged 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 gain a growth point. 

It gains a bonus equal to its growth point total on attack rolls, CMB rolls, saving throws, 

caster level checks, and skill checks. Its maximum hit points increase by 5 for each growth 

point, and its caster level for spell-like abilities increases by 1. 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 ghost wields a weapon of a particular sort (slashing, for 

example), it can imbue the weapon with magical abilities equal to half its Charisma modifier 

(maximum equal to its rank). The abilities bestowed are fixed at the time of the ghostôs 

creation. The weapon need not be given a minimum +1 bonus before applying special effects. 

For example, a corporeal ghost might apply keen and frost; an incorporeal ghost might apply 

+1 and ghost touch. 

 Grave Trappings (Su): The 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 modifier multiplied by its rank to carry with it into death. The ghost 

continues to be able to use and benefit from these spectral duplicates just as though they were 

the real things. Weapons and armour are treated as having the ghost touch special ability, 

while other items act as being incorporeal themselves and can be manipulated by the ghost. 

Regardless of the type of object, all selected items are treated as being part of the ghostôs 

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 rejuvenating. 

 Greater Mind Games (Su): The ghost gains one magical ability selected from the 

following list of 4
th
 to 6

th
 level spells: aura of doom, black tentacles, blight, cloak of dreams, 

command undead, crushing despair, curse of magic negation, dream, envious urge, epidemic, 

fear, fleshworm infestation, frozen note, insect plague, mass cacophonous call, nightmare, 

solid fog, phantasmal killer, terrible remorse, touch of slime, trap the soul. The ghost may 

use this ability a number of times per day equal to its rank. The caster level is equal to the 
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ghostôs CR. The DCs are 10 + spell level + the ghostôs Charisma modifier. A ghost must be 

at least rank 3 to select this ability. 

 Icy Touch (Su): With a successful touch attack, the ghostôs victim must make a 

Fortitude save or be staggered for 1 round. If the ghost has another touch attack, the effects 

stack. 

 Improved Salient Ability (Ex): For one salient ability with effects dependent on a 

ghostôs Hit Dice or CR (e.g. corrupting touch or the caster level of a spell-like ability), 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 their ability scores by a total of 16 points. The ghostôs 

Charisma cannot be improved by more than twice its rank. If this salient ability is chosen a 

second time, the ghost gets an additional 8 points, but canôt spend more than its rank on 

Charisma. 

 Increased Size (Ex): The ghostôs speed increases by 10 ft and it gains the benefits of a 

permanent enlarge person spell. 

 Increased Speed (Ex): The ghostôs speed increases by 20 ft. If this ability is selected a 

second time, the ghostôs speed increases another 30 ft. 

 Invisibility (Su): The ghost can turn invisible (caster level equal to its Hit Dice) as a 

free action on its turn. As with the invisibility spell, the ghost appears once it makes an attack.  

Thus, the ghost may constantly appear and disappear during a fight. 

 If this ability is selected a second time, the ghostôs invisibility becomes natural 

invisibility: it remains invisible even when attacking, and its invisibility cannot be dispelled 

by spells such as invisibility purge. 

 Laughter of Madness (Su): The ghost can laugh as a standard action. All living 

creatures within a 10-foot spread per rank centred on the ghost must make a Will save or be 

subject to confusion. Ghosts of rank three or higher cause their victims to be moonstruck 

instead. The ghost can laugh for a number of rounds equal to its rank. The caster level is 

equal to the ghostôs 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 particular location (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 (Su): The ghost constantly mutters and whines to itself, creating a 

hypnotic effect. All sane creatures within 60 feet of the ghost must succeed on a Will save or 

be fascinated for 2d4 rounds. While a target is fascinated, the ghost can approach without 

breaking the effect, but an attack by the ghost breaks the effect. This is a sonic, mind-

affecting compulsion effect. Creatures that successfully save cannot be affected by the same 

ghostôs babble for 24 hours. The save DC is Charisma-based. 

 Anyone targeting a ghost that has this ability with thought detection, mind control, or 

telepathic ability makes direct contact with its tortured mind and takes 1d4 points of Wisdom 

damage. 

 Malevolence (Su): The ghostôs jealousy of the living is particularly potent. Once per 

round, the ghost can merge its body with a creature on the Material Plane. This ability is 

similar to a magic jar spell (caster level 10th or the ghostôs Hit Dice, whichever is higher), 

except that it does not require a receptacle. To use this ability, the ghost must be adjacent to 

the target. The target can resist the attack with a successful Will save. A creature that 

successfully saves is immune to that same ghostôs malevolence for 24 hours. 

 Mind Games (Su): The ghost gains a number of magical abilities equal to half its 

Charisma modifier multiplied by its rank (minimum 1). It may select these abilities from the 

following list of 0- to 2
nd

 level spells: animate rope, chill metal, control undead, dancing 
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lights, entangle, faerie fire, fog cloud, ghost sound, heat metal, hideous laughter, invisibility, 

minor image (major image if rank three or higher), open/close, pyrotechnics, scare, sleep, 

spiritual weapon, soften earth and stone, summon swarm, warp wood, or whispering wind. A 

ghost may use each of these abilities a number of times per day equal to its rank plus 1. The 

caster level is equal to the ghostôs CR. The DCs are 10 + spell level + the ghostôs Charisma 

modifier. 

 Misfortune (Su): A creature struck by the ghost must make a Will save or become 

permanently cursed with misfortune. The victim of this curse takes a ï4 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 save or 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 spirit. When 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 

armour, interact with physical objects, and has a Strength score. It is a standard action to 

change states between corporeal and incorporeal forms. 

 Nightmare Delusions (Su): The ghost died suddenly or unexpectedly. Not even 

realizing that itôs dead, this spirit goes about the routines 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 nightmares that 

arenôt its own for 1d4 minutes. For a number of following nights equal to the ghostôs 

Charisma modifier, the victim must make an additional Will save or be affected as per the 

spell nightmare. 

 Phantasmagoria (Su): A number of times per day equal to half the ghostôs Charisma 

modifier multiplied by its rank, the ghost can create an elaborate illusion. This illusion 

functions similarly to the spell mirage arcana in combination with multiple major images, 

allowing the ghost to recreate any scene, setting, or characters 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 

treated as a 6th-level spell created by a caster with a level equal to the ghostôs CR. If any part 

of the illusion is dispelled, the entire illusion fades. 

 Presence (Su): Any creature entering the same square as the ghost is affected by one 

of the ghostôs touch attacks. This ability cannot be used with corrupting 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 attack allows a 

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 ghost has a gaze attack with a range of 30 feet that causes 

creatures who fail a Fortitude save to be blinded for 1d4 rounds. The ghost also sheds bright 

light as a daylight spell (caster level equal to the ghostôs Hit Dice). 

 Ranged Touch (Su): One of the ghostôs touch attacks can be used as ranged touch 

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 reach of a ghostôs natural attack or touch increases by 5 ft. This 

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 corporeal. It cannot, 

however, wield weapons. 
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 Shape Flesh (Su): By spending 1 minute in contact with a helpless creature, a ghost 

can reshape the targetôs face, causing flesh to cover vital features. The target may attempt a 

Fortitude save to resist. Changes are permanent, but can be reversed with heal, 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 successful. A ghost can 

use this ability on 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 Charisma-based. 

 Sickening Attack (Su): One of the ghostôs touch attacks can also cause its victim to 

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 wouldnôt normally allow for it. This aura has a radius 

equal to the ghostôs Charisma modifier x its rank. Within this area, the snowfall and wind 

gusts cause a ï4 penalty on Perception checks and ranged attacks. The wind itself blows in a 

clockwise rotation around the ghost, and functions as severe wind. The ghost itself is affected 

by a constant blur spell (CL equal to ghostôs CR) and is unaffected by snowstorms or 

blizzards of any kind. Any effect that causes these winds to drop below severe (such as 

control weather or control winds) cancels the snowstorm effect entirely. 

 Spell Resistance (Su): The ghost has spell resistance equal to 11 + its CR. Incorporeal 

undead with this ability gain CR +1. 

 Spiritual Manipulation (Su): When the ghost enters a hauntôs area of effect, the ghost 

can immediately attempt to take it over by making a Charisma check (DC = hauntôs CR). If 

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 hauntôs area of effect and cannot attempt to take control 

of that haunt again for 24 hours. The ghost can activate or suppress the hauntôs effects as a 

free action and the haunt resets in half its normal time. The ghost can control a number of 

haunts up to its Charisma modifier. 

 Steal Breath (Su): A creature hit by this ghost must make a Will save or become 

fatigued for 1 hour. A fatigued creature that is hit is instead exhausted for 1 hour, and an 

exhausted creature falls asleep for 1 hour. The sleeper can only be roused by destroying the 

ghost or by using dispel magic, remove curse, or similar effects. The save DC is Charisma-

based. 

 Steal Voice (Su:) Any creature hit by this ghostôs touch must make a Will save or lose 

its ability to speak for 1 hour. During that time, the creature cannot talk, cast spells with 

verbal components, use auditory bardic performances, or use any other ability that requires 

speech. The ghost can perfectly mimic the stolen voice at any time, even after its victimôs 

voice has returned, and while using that voice can speak any languages the victim knew. 

Those familiar with an individualôs voice can make a Sense Motive check opposed by the 

ghostôs Bluff check to realize a mimicked voice is inauthentic. The save DC is Charisma-

based. 

 Summon Mount (Su): As a standard action, the ghost can summon a war-trained heavy 

horse with the fiendish creature simple template. This horse remains until it is slain or the 

ghost dismisses it. He can only have one such horse in his service at a time. If the ghost is 

incorporeal, so is the mount. 

 Telekinesis (Su): The ghost can use telekinesis as a standard action once every 1d4 

rounds with caster level equal to the ghostôs HD. 

 Terror (Su): If a target is protected against fear by a dispellable effect (such as 

heroesô feast or mind blank), the ghostôs touch attempts to dispel one such effect with greater 

dispel magic. The caster level is equal to the ghostôs CR. 
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 Touch of Death (Su): If the ghost makes a critical hit with its corrupting touch, it can 

cause the victimôs heart to give out under the strain of its supernatural aging or freeze their 

heart solid. In addition to the normal effects of a critical hit, the victim must make a Fortitude 

save or immediately drop to -1 hit points and begin dying. The victim canôt stabilize by 

themselves, although healing magic or another 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 to a hoof 

attack of a creature its size, plus double its rank. If the ghost is incorporeal, this is a 

supernatural effect. 

 Trapsetter (Su): Once per week, the ghost can create a trap of CR equal to the ghostôs 

CR -1. It can also reset a trap with a repair or manual 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 a ghost at a distance of 30 feet. They do not willingly approach nearer than that 

and panic if forced to do so unless a master succeeds at a Handle Animal, Ride, or wild 

empathy check. The DC for this check is 10 + 5 x the ghostôs rank. A panicked animal 

remains so as long as it is within 30 feet of the ghost. 

 Vestige (Ex): The ghost retains one of the base creatureôs special abilities that it 

wouldnôt normally be able to use (for example, the ghost of a lycanthrope might retain its 

Curse of Lycanthropy ability, despite this ability relying on physical contact to function). The 

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

 Vicious (Ex): The ghostôs natural attacks deal damage as though the ghost were one 

size category larger. Only corporeal ghosts may take this ability. 

 Wail (Su): To choose this ability, a ghost must have the Frightful Moan salient ability. 

Once per minute, a ghost may wail as a full-round action. The wail lasts until the beginning 

of her next turn. All creatures within 40 feet of the ghost when 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 effect take a ï4 penalty on 

this save. Those that fail take damage as if affected by wail of the banshee. The caster level is 

equal to the ghostôs CR. If a wailing ghost is damaged during a wail, she must make a Will 

save (DC 15 + damage taken) to maintain the wail; otherwise it ends. This is a sonic death 

effect. The save DC is Charisma-based. Other high level spell effects (symbol of insanity, 

symbol of stunning, and so on) may be used instead. 

 This ability can be taken up to 3 times. Further effects include sickening or panicking 

creatures that make their save for 1d6 rounds, or supernaturally empowering the wail so it can 

penetrate the effect of any spell that creates silence of lower level than the ghostôs rank. 

 Warp the Earth (Su): The ground in a 30-foot radius around the ghost ripples and 

shudders unnaturally. 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 by a magic circle against chaos or a magic 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 and Hit Dice. 

 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. Corporeal ghosts retain 

all of the base creatureôs attacks. If the base creature doesnôt already have them, they gain one 
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of the following: a bite, 2 claw or 2 slam attacks. Obviously, they donôt have the incorporeal 

subtype. 

 No natural armour bonus (Ex): A corporeal ghost with this weakness does not gain its 

Charisma modifier as a natural armour bonus. 

 Reduced channel resistance (Ex): The 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 ghost is 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 resist possession. Silver 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 bound: The ghost is unable to move more than 120 ft from the ghostôs place of 

death or remains; some ghosts are tied to a particular object, often a tree. In this case, the 

ghost is able to touch the tree and its fruit or branches, but cannot move away from it and is 

destroyed if the tree is felled. 

 Slow: speed reduced by 10 ft 

 Sunlight powerlessness: cannot attack and is staggered in natural sunlight; unaffected 

by a daylight spell 

 Vulnerable to a relatively uncommon material (repelled by the smoke from cherry 

wood) or spell (such as being destroyed if subject to raise dead or similarðWill negates). 

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 should assess 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 

Weaknesses 

CR 

Akikage Human rogue 4 + 

2 racial Hit Dice 

3 Corrupting touch, 

invisibility, touch of death 

 7 

Allip  Human warrior 3 2 Damaging touch (Wis), 

maddening babble 

Reduced channel 

resistance 

3 

Animator Human expert 6 2 Animator, invisibility (2) Reduced channel 

resistance 

5 

Arayashka Human warrior 4 3 Aura of cold, blindsight, 

create spawn, draining 

touch (Dex), energy 

resistance (immune to 

cold) 

Reduced channel 

resistance (2), 

vulnerability 

(double damage 

from fire) 

5 

Attic 

Whisperer 

Human (child) 

aristocrat 1 + 5 

racial Hit Dice 

1 Aura of sobs, steal breath, 

steal voice 

Corporeal, 

reduced channel 

resistance 

4 



d Van Richtenôs Monster Hunter ôs Compendium  c 

d68c 

Banshee Elf aristocrat 19; 

base speed 40 ft. 

4 Blindsight, corrupting 

touch, frightful moan, 

improved salient ability 

(corrupting touch, terror, 

wail), increased abilities, 

increased speed, terror, 

wail (3) 

 13 

Bastellus Human 

commoner 9 

2 Create spawn, forgotten, 

touch: laughter of 

madness (awake victims), 

nightmare curse (as 

animate dream; sleeping 

victims ï or 

dreamwalking, ability 

drain (Wis)), mind games 

(deep slumber, darkness),  

Light blindness 6 

Bhut Human 

commoner 9 

2 Corpsetheft (2), create 

spawn, greater mind 

games (epidemic) 

 

Vulnerable (earth) 6 

Bhuta Human warrior 11 4 Bleed (3), corrupting 

touch (2), improved 

abilities (Dex), 

malevolence (animals), 

mind games, greater mind 

games, scent 

Reduced channel 

resistance (2), 

vulnerable (cold 

iron) 

7 

Bowlyn Human expert 1/ 

warrior 3 

2 Sickening attack 

(telekinesis), telekinesis 

Vulnerable (canôt 

leave the sea, 

sunlight 

powerlessness) 

4 

Bussengeist Human expert 4 1 Frightful moan (free 

action, shaken only), 

geist, phantasmagoria 

Vulnerability 

(repelled by 

laughter) 

3 

Caller In 

Darkness 

Human sorcerer 

10 (giant 

template) 

2 Corrupting touch, gestalt, 

increased speed, unnatural 

aura 

Vulnerability 

(repelled by 

bright light) 

12 

Crypt Chanter Human expert 7 2 Energy drain, ranged 

touch (2), mind games 

(hypnotism) 

Reduced channel 

resistance (2) 

5 

Dullahan Human warrior 8 3 Deathôs curse, fast 

healing, frightful 

presence, ghost blade 

(keen, frost) improved 

abilities, spell resistance, 

summon mount 

Corporeal, no 

natural armour 

bonus, reduced 

channel resistance 

7 

Dybbuk Human aristocrat 

18 

4 Animator, corrupting 

touch, damage reduction 

(2), greater mind games 

(4), increased abilities (2), 

increased speed, 

malevolence, mind 

games, spell resistance 

Reduced channel 

resistance (2) 

12 
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Effigy Elf witch 15 2 Corrupting touch (fire), 

energy drain, energy 

resistance (immune to 

fire), increased move, 

malevolence, spell 

resistance 

Vulnerability 

(double damage 

from cold) 

14 

Ephemeral 

swarm 

Bat swarm 1 Damaging touch (Str)  3 

Forsaken One Human disgraced 

cleric 6 

2 Apostate, energy drain, 

increased speed 

Vulnerability 

(double damage 

from channelling) 

5 

Gaki Human expert 9 3 Bite, corrupting touch, 

draining touch, fly, grab, 

improved abilities, mind 

games 

Corporeal, 

vulnerability (2) 

7 

Gearghost Gnome expert 7 2 Mind games, trap setter  5 

Geist 

(Pathfinder) 

Dwarf commoner 

15 

2 Draining touch, increased 

abilities (2), increased 

speed, frightful moan, 

spiritual manipulation 

Sunlight 

powerlessness 

9 

Ghost brute 

(dire wolf) 

Dire wolf + 3 

racial Hit Dice 

1 Bloodcurdling howl, 

corrupting touch (bite), 

frightful moan 

Reduced channel 

resistance 

5 

Guecubu Human warrior 9 4 Blindsight 

(tremorsense), damage 

reduction, earth glide, 

energy resistance, fast 

healing, increased 

abilities, mind games, 

misfortune, warp the 

earth 

Corporeal, 

reduced channel 

resistance (2) 

6 

Kindergeist Human (child) 

aristocrat 1 

1 Lure, geist Reduced channel 

resistance 

1 

Odem Human aristocrat 

6 

3 Draining touch (Wis), 

malevolence, unnatural 

aura 

 6 

Poltergeist Human expert 3 1 Frightful moan, geist, 

telekinesis 

Reduced channel 

resistance, 

vulnerability (site 

bound, reduced 

move) 

2 

Radiant Spirit Human paladin 8 4 Frightful moan, greater 

mind games (blindness, 

sunbeam), radiant aura 

 11 

Remnant 

(Airy/Aquatic/

Earthen/Fiery) 

Human expert 4 1 Draining touch (Dex), 

mind games (feather fall/ 

water breathing/water 

breathing (earth)/fire 

resistance 5) 

Vulnerability 

(manifest only in 

their element, site 

bound) 

3 

Spectral 

Lyricist 

Human bard 6 2 Draining touch (Cha), 

mind games (disguise self, 

at will) 

 7 
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Spectre Human aristocrat 

8 

3 Create spawn, energy 

drain (2), increased speed 

(2), unnatural aura 

Reduced channel 

resistance, 

vulnerability 

(sunlight, 

resurrection 

magic) 

7 

Totenmaske Human warrior 8 3 Draining touch (Cha), 

energy resistance (resist 

cold 20), fleshdrink, 

increased abilities (2), 

increased speed, shape 

flesh, vicious 

Corporeal, 

reduced channel 

resistance (3) 

7 

Vilkacis Human expert 9 + 

1 racial HD 

(werewolf) 

2 Bestial possession, energy 

resistance (immune to 

cold), increased speed, 

malevolence, vestige 

(curse of lycanthropy) 

Reduced channel 

resistance, 

vulnerability 

(silver) 

7 

War Wraith Human warrior 4 3 Draining touch (Con), 

grave goods (weapons 

and armour), greater mind 

games (insanity) 

Reduced channel 

resistance 

5 

Witchfire 

(Rushlight) 

Green hag (10 

HD) 

4 Corrupting touch (fire), 

energy curse (fire), energy 

resistance (immune to 

fire), increased abilities, 

increased speed, presence 

(2), ranged touch (2), 

sickening attack 

Reduced channel 

resistance (4) 

9 

Yuki-onna Human 

commoner 11 

3 Corrupting touch (2), 

energy resistance 

(immune to cold), 

entrancing appearance, 

greater mind games (3), 

icy touch, increased 

abilities, snowstorm 

Reduced channel 

resistance (3), 

Vulnerability 

(fire, site bound - 

snow) 

5 

 

Haunts  
 

 Haunts are objects of ethereal resonance, as are ghosts. However, whereas ghosts are 

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, ethereal imprints 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, but the 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 responses. While these responses 

can be extremely complex, they are still much more limited that full ghosts, or even geists, who 

retain their full abilities of self-determination. 
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Creating a Haunt  
 In game terms, haunts are self-manifesting spell effects, like magical traps. The first 

step in creating a haunt is to determine the spell the haunt will replicate. A haunt can have 

virtually any effect identical to an existing spell effect, but often with differentðand 

distinctly more frightening or unnervingðsensory or physical features than that spell effect 

normally has. 

 

 CR: The haunt's base CR is equal to 1 + the level of the spell it duplicates, modified 

as shown on the table below. A hauntôs caster level is equal to its CR. 

 Hit Points: A haunt's hit points are equal to twice its CR (or equal to its CR × 4.5 if 

the haunt is persistent). 

 Attacks and Save DCs: A 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, the save DC is 

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 the haunt's 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 effects like hide from undead or invisibility. Detect undead or detect alignment 

spells of the appropriate type, or the ability to see ethereal resonance allow an observer a 

chance to notice a haunt even before it manifests (allowing that character the appropriate 

check to notice the haunt, but at a ï4 penalty). 

 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 Will save 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, no other form of 

attack can reduce its hit points. If the haunt is reduced to 0 hit points by positive energy, it is 

neutralizedðif this occurs before the haunt takes its action at initiative rank 10, its effect 

does not occur. 

 A neutralized haunt is not destroyed, and can manifest again after a period of timeð

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 the 

site to create the haunt). This specific act is different for every haunt (although a number of 

nearby haunts often share the same destruction act). Until it is destroyed, a haunt can reset 

after this period by succeeding on a DC 10 caster level checkðfailure indicates the haunt 

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 effects once per 

round on their initiative rank until destroyed or they no longer have a target. 

 All primary effects created by a haunt are mind-affecting fear effects, even those that 

actually produce physical effects. Immunity to fear grants immunity to a haunt's direct 

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 ï1 

16ï20 ð 

21ï25 +1 

26ï29 +2 

30 or higher +3 

Reset Time 

1 minute +2 

1 hour +1 

1 day +0 

1 week ï1 

Example Weaknesses 

Slow (manifests at Initiative rank 0) ï2 

Susceptible to an additional type of damage -1 per additional type 

Tricked by hide from undead ï2 

Tricked by invisibility ï1 

Tricked by Stealth* ï3 

Triggered by touch ï2 

* The haunt makes a caster level check instead of a Perception check to notice someone using Stealth. 

 

Phantasmagora  
 

 Phantasmagora are created when a rank 5 sinkhole of evil becomes so monstrous that 

it gains a kind of malevolent self-awareness, becoming the 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 two to ensure its notoriety lives on. 

 Treat phantasmagora as haunts (or as collections of haunts, since different effects may 

manifest at different times). They also have the following abilities (CL 20, DC 25): 

 Detect Thoughts (Sp): The 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 are 

open to the spirit until they leave its boundaries. 

 Mind Games (Sp): Create any number of persistent images at will. These are 

phantasms, not figments, do not become translucent if disbelieved, and last as long as the 

phantasmagorum wishes. 

 Phantom Shift (Su): The phantasmagorum 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 seemingly solid. 

 Suggestion (Sp): Using an illusion with an auditory component, the spirit can implant 

a suggestion in the mind of any creature in its boundaries, lasting until fulfilled or the 

creature leaves its boundaries. 
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