
Breath Stealer (created by Painkeeper) 

Medium-Size Undead (Incorporeal) 

 

Hit Dice: 4d12 (22 hp) 

Initiative: +4 (Dex) 

Speed: Fly 40 ft. (perfect) 

AC: 16 (+4 Dex, +2 deflection) 

Attacks: Incorporeal touch +6 melee 

Damage: Incorporeal touch 1d8 

Face/Reach: 5 ft. by 5 ft / 5 ft. 

Special Attacks: Breath Stealing 

Special Qualities: Incorporeal, Shadow Blend, Undead 

Saves: Fort +1, Ref +5, Will +5 

Abilities: Str –, Dex 19, Con –, Int 4, Wis 12, Cha 14 

Skills: Hide +12, Intuit Direction +4, Listen +5, Search +1, Spot +3 

Feats: Skill Focus (Hide) 

Climate/Terrain: Any land and underground 

Organization: Solitary or pair 

Challenge Rating: 5 

Treasure: None 

Alignment: Always Chaotic Evil 

Advancement: 5–11 HD (Medium-Size) 

 

Breath Stealers are spirits of people who committed suicide being unable to enjoy their lives. Wandering souls, they tend 

to gather near low-populated settlings: country communities, little towns, and military encampments. They prey at 

nights, using their invisibility in shadows to steal breath from sleepers. Nearly invisibles, except in full daylight, they 

look like flying empty cloaks. 

 

Combat 
If found while they’re feeling on a victim’s breath, the Breath Stealers often tend to flee. 

Breath Stealing (Su) Once per night, a breath stealer can feed itself with sleepers’ breath, usually the children’s. This 

task requires a full hour, at the end of the victim takes 1d4 permanent Constitution damage. The breath stealer gains 1d12 

temporary hit points for each Constitution point so drained. These hit points are temporary, and they vanish within a 

week. However, if the breath stealer manages to kill its victim by lowering his Constitution to 0 within this amount of 

time, it gains one permanent Hit Dice. 

Incorporeal May be harmed only by other incorporeal creatures, magic weapons with at least +1 enchantment bonus, 

spells, or power, with a 50% chance to ignore any damage from a corporeal source. Can pass through solid objects, and 

its attacks ignore armors. Always moves silently. 

Shadow Blend (Su) Breath stealers’ structure, beyond being incorporeal, is evanescent too. If exposed to less than full 

daylight (or to Daylight spell), breath stealers have nine tenth concealment. 

Undead Immune to mind influencing effects, poison, sleep, paralysis, stunning and disease. Immune to critical hits, 

subdual damage, ability damage, energy drain and death from massive damage. 

 


