
Blooded Undead Invented by Søren Surlykke 

 

 Skeleton Ghoul 

CLIMATE/TERRAIN Any land Any land 

FREQUENCY Very rare Very rare 

ORGANISATION Band  Band 

ACTIVITY CYCLE Any  Night 

DIET Nil  Corpses 

INTELLIGENCE Low (5-7) Average (8-10) 

TREASURE Nil  B, T 

ALIGNMENT Chaotic Evil Chaotic Evil 

----------------------------------------------------------------------------------- 

NO. APPEARING 1-10  1-4 

ARMOUR CLASS 5  4 

MOVEMENT 12  9 

HIT DICE 3  4 

THAC0 17  17 

NO. OF ATTACKS 1  3 

DAMAGE/ATTACK 1-6 (Weapon) 1-3/1-3/1-6 

SPECIAL ATTACKS ---------Blood Abilities--------- 

   Paralyzation 

SPECIAL DEFENCES ------------See below------------ 

MAGIC RESISTANCE Nil  Nil 

SIZE M (6' tall) M (5-6' tall) 

MORALE Special Champion (16) 

XP VALUE 175 (1)    650 (1) 

 650 (2) 6.000 (2) 

(1) Without blood abilities 

(2) With standard blood abilities 

 

All blooded undead have bloodline powers. Create each as a blooded character, though they all have the Azrai 

deviration. Additional information on each blooded undead may be found below. 

 

Blooded Ghoul 

Blooded ghouls are very rare undead creatures, once blooded humans or demi-human, who now feed on the flesh of 

corpses. Although the change from human to ghoul has deranged and destroyed their minds, blooded ghouls have a 

terrible cunning, which enables them to hunt their prey most effectively. 

Blooded ghouls are vaguely recognizable as once having been (demi)humans but have become horribly disfigured by 

their change to ghouls. The tongue becomes long and tough for licking marrow from cracked bones, the teeth become 

sharp and elongated, and the nails grow strong and sharp like claws. 

 

Blooded Skeleton 

Blooded skeletons appear to have no ligaments or musculature, which would allow movement. Unlike "normal" 

skeletons, blooded skeletons are not magically joined together during the casting of an Animate Dead spell, but are 

made when a blooded person (be it human or demi-human) is killed by a blooded ghoul, who then eats the flesh. 

Skeletons have no eyes or internal organs. 

 

COMBAT 

 

Ghoul 

Blooded ghouls attack by clawing with their filthy nails and biting with their fangs. Their touch causes humans, demi-

humans and humanoids (even elves) to become rigid unless a saving throw versus paralyzation is successful. This 

paralysis lasts for 3-8 (2+1d6) rounds or until negated by a priest. 

Any human or demi-human killed by a ghoulish attack will become a blooded ghoul unless blessed (or blessed and then 

resurrected). Ghoul packs always attack without fear, but are smart enough to retreat if facing poor odds. 

These creatures are subject to all attack forms except Sleep and Charm spells. The magic circle of Protection from Evil 

actually keeps ghouls completely at bay. 

Blooded ghouls have the following standard blood abilities: Heightened Ability (minor), Fear (major), Battlewise 

(major), Detect Life (great) 



Skeleton 

Blooded skeletons always fight with weapons, usually a rusty sword or spear. Because of their magical nature, they do 

not fight as well as living beings and inflict only 1-6 points of damage when they hit. 

Skeletons are immune to all sleep, charm and hold spells. Because they are assembled from bones, cold-based attacks 

also do skeletons no harm. The fact that they are mostly empty means that edged or piercing weapons (like swords, 

daggers, and spears) inflict only half damage when employed against skeletons. Blunt weapons, with larger heads 

designed to break and crush bones, cause normal damage against skeletons. Fire also does normal damage against 

skeletons. Holy water inflicts 1-4 points of damage per vial striking the blooded skeleton. 

Blooded skeletons are immune to Fear spells and need never check morale, usually being magically commanded to fight 

to the death by their Ghoul commanders. 

Blooded ghouls have the following standard blood abilities: Heightened Ability (minor), Fear (major) 

Note that blooded skeletons can not be a victim of bloodtheft by piercing through the heart (they don't have any). 

 

HABITAT/SOCIETY 

 

Ghoul 

Blooded ghouls are most frequently encountered around graveyards, where they can find plenty of corpses on which to 

feed. 

 

Skeleton 

Blooded skeletons have no social life or interesting habits. They fight in poorly organized masses and tend to botch too 

complex orders disastrously. 

 

ECOLOGY 

 

Ghoul 

Blooded ghouls delight in revolting and loathsome things -- from which we draw our adjectives "ghoulish." 

 

Skeleton 

Blooded skeletons can be found anywhere when an army of blooded undead have passed by, and usually team up with 

the army to work as its base soldiers. 

 

OTHER VARIETIES 

Other forms of blooded undead are possible, rumors constantly say that an army of blooded undead are heading for this 

or that town, lead by a blooded vampire (not THE Vampire), and so the DM is free to create new types, below you'll 

find guidelines on how to do this 

 

• Climate/terrain, Activity cycle, Diet, Treasure, No. appearing, Movement, Number of attacks, Damage pr. attack, 

Special attacks, Special defences, Magic resistance and Size are all unchanged from normal undeads of that type 

• Frequency is very rare 

• Organization becomes Band 

• Intelligence is heightened to at LEAST Low, or by two steps if already Low or higher (High to Genius) 

• Alignment becomes Chaotic Evil 

• Armor class is better by 2 points 

• Hit dice goes up by two points, THAC0 is calculated by the new value 

• Morale becomes Champion if not already higher, if intelligence was previously Nil, morale becomes special (The 

new blooded undead fights to "death") 

• XP value is calculated by the new values 

• As written above, all blooded undead have bloodline powers. These give a bonus to HD (only for purpose of 

calculating XP) of: +1 for each minor ability, +2 for each major and +3 for each great. 

 


