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Ghouls and ghasts can create spawn from their fallen foes, assum-
ing they do not devour them. While the MM’s “ghoul” entry
works well for a human (and an elf or similar humanoid), some
creatures probably should work differently if slain by a ghoul. The
MM entry even suggests such under the “create spawn” ability.

Creating a Ghoul or Ghast
“Ghoul” is a template that can be added to any humanoid or
monstrous humanoid (referred to hereafter as the “base creature”).
Ghouls result from the eaten victims of other ghouls, while the
more powerful ghasts result from creatures killed by ghasts. How-
ever, this template uses the term “ghoul” to refer to either creature.

After assuming the template, the creature’s type becomes
“undead.” It keeps whatever subtype the base creature may have
had, so, unlike with mindless undead such as zombies, ghouls
and ghasts retain an essence of what they were in life. A ghoul
uses all the base creature’s statistics and inherent (racial) special
abilities except as noted below. A very few ghouls (about 10
percent) that possessed class abilities (HD, spells, skills, sneak
attacks, and so on) in life retain them as ghouls.

Hit Dice: Increase to d12 and add +1 extra HD for ghoul.
Increase to d12 and add +3 extra HD for ghast.

Speed: If the base creature can fly, its maneuverability rating
drops to Clumsy.

AC: Natural armor improves by +2 for ghouls. It improves
by +4 for ghasts.

Attacks: Recalculate the ghoul’s melee and ranged attack
bonuses based on its new type (undead) and abilities (+2 Strength).
Undead creatures have a base attack of HD x 1/2 (like wizards).

Damage: Ghouls have impressive bite and mediocre claw
attacks. If the base creature does not have these attack forms,
use the damage values in the table below (increase by 1 die type
for ghasts). Otherwise, use the values below or the base crea-
ture’s damage, whichever is greater.

Bite Claw
Size Damage Damage
Fine 1 —
Diminutive 1d2 —
Tiny 1d3 1
Small 1d4 1d2
Medium 1d6 1d3
Large 1d8 1d4
Huge 2d6 1d6
Gargantuan 2d8 1d8
Colossal 4d6 2d6

Special Attacks: A ghoul or ghast retains all the special attacks
of the base creature and also gains the ability to paralyze foes.

Paralysis (Ex): Those hit by a ghoul or ghast’s bite or claw
attack must succeed at a Fortitude save (DC equals 10 plus half
the creature’s HD plus its Charisma bonus) or be paralyzed for
1d6+2 minutes (1d6+4 minutes for a ghast). Elves are immune
to a ghoul’s paralysis, but not a ghast’s.

Create Spawn (Su): In most cases, ghouls and ghasts devour
those they kill. From time to time, however, the bodies of their
humanoid victims lie where they fell, to rise as ghouls them-
selves in 1d4 days. Casting protection from evil on a body before
the end of that time averts the transformation.

Special Qualities: A ghoul or ghast has all the special quali-
ties of the base creature, plus darkvision with a range of 60 feet.
They also have the qualities of being undead.

Undead: Immune to mind-influencing effects, poison, sleep,
paralysis, stunning, and disease. Not subject to critical hits, sub-
dual damage, ability damage, energy drain, or death from mas-
sive damage.

Turn Resistance: Ghouls and ghasts possess +2 turn resistance.
Further, ghasts carry a terrible stench with them:
Stench (Ex): The stink of death and corruption surrounding

these creatures is sickening. Those within 10 feet must succeed
at a Fortitude save (DC equals 10 plus half the creature’s HD
plus the its Charisma bonus) or be wracked with nausea, suffer-
ing a –2 circumstance penalty to all attacks, saves, and skill
checks for 1d6+4 minutes.

Saves: Same as the base creature’s, readjusted for altered
ability scores.

Abilities: Modify the base creature as follows: Str +2,
Dex +4, Con —, Int +2, Wis +4, Cha +6.

Skills: Same as the base creature’s, readjusted for altered
ability scores.

Feats: Same as the base creature’s.

Climate/Terrain: Same as the base creature’s.
Organization: Same as the base creature’s.
Challenge Rating: Same as the base creature’s +1 (for ghoul)
Same as the base creature’s +3 (for ghast, if base creature was

less than 4 HD)
Same as the base creature’s +2 (for ghast, if base creature was

4 HD or more)
Treasure: Same as the base creature’s.
Alignment: Always chaotic evil.
Advancement: Same as the base creature’s.
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1. Definitions: (a)"Contributors" means the
copyright and/or trademark owners who have
contributed Open Game Content;
(b)"Derivative Material" means copyrighted
material including derivative works and trans-
lations (including into other computer lan-
guages), potation, modification, correction,
addition, extension, upgrade, improvement,
compilation, abridgment or other form in
which an existing work may be recast, trans-
formed or adapted; (c) "Distribute" means to
reproduce, license, rent, lease, sell, broad-
cast, publicly display, transmit or otherwise
distribute; (d)"Open Game Content" means
the game mechanic and includes the meth-
ods, procedures, processes and routines to
the extent such content does not embody the
Product Identity and is an enhancement over
the prior art and any additional content clear-
ly identified as Open Game Content by the
Contributor, and means any work covered by
this License, including translations and deriv-
ative works under copyright law, but specifi-
cally excludes Product Identity. (e) "Product
Identity" means product and product line
names, logos and identifying marks including
trade dress; artifacts, creatures, characters,
stories, storylines, plots, thematic elements,
dialogue, incidents, language, artwork, sym-
bols, designs, depictions, likenesses, for-
mats, poses, concepts, themes, and graphic,
photographic and other visual or audio repre-
sentations; names and descriptions of char-
acters, spells, enchantments, personalities,
teams, personas, likenesses and special
abilities; places, locations, environments,
creatures, equipment, magical or supernatu-
ral abilities or effects, logos, symbols, or
graphic designs; and any other trademark or
registered trademark clearly identified as
Product identity by the owner of the Product
Identity, and which specifically excludes the
Open Game Content; (f) "Trademark" means
the logos, names, mark, sign, motto, designs
that are used by a Contributor to identify
itself or its products or the associated prod-
ucts contributed to the Open Game License
by the Contributor (g) "Use", "Used" or
"Using" means to use, Distribute, copy, edit,
format, modify, translate and otherwise cre-
ate Derivative Material of Open Game
Content. (h) "You" or "Your" means the
licensee in terms of this agreement.

2. The License: This License applies to any
Open Game Content that contains a notice
indicating that the Open Game Content may
only be Used under and in terms of this
License. You must affix such a notice to any
Open Game Content that you Use. No terms
may be added to or subtracted from this
License except as described by the License
itself. No other terms or conditions may be
applied to any Open Game Content distrib-
uted using this License.

3. Offer and Acceptance: By Using the
Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In considera-
tion for agreeing to use this License, the
Contributors grant You a perpetual, world-
wide, royalty-free, non-exclusive license with
the exact terms of this License to Use, the
Open Game Content.

5. Representation of Authority to
Contribute: If You are contributing original
material as Open Game Content, You repre-
sent that Your Contributions are Your original
creation and/or You have sufficient rights to
grant the rights conveyed by this License.

6. Notice of License Copyright: You must
update the COPYRIGHT NOTICE portion of
this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game
Content You are copying, modifying or dis-
tributing, and You must add the title, the
copyright date, and the copyright holder's
name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.

7. Use of Product Identity: You agree not
to Use any Product Identity, including as an
indication as to compatibility, except as
expressly licensed in another, independent
Agreement with the owner of each element
of Product Identity. You agree not to indi-
cate compatibility or co-adaptability with any
Trademark or Registered Trademark in con-
junction with a work containing Open Game
Content except as expressly licensed in
another, independent Agreement with the
owner of such Trademark or Registered
Trademark. The use of any Product Identity
in Open Game Content does not constitute
a challenge to the ownership of that Product
Identity. The owner of any Product Identity
used in Open Game Content shall retain all
rights, title, and interest in and to that
Product Identity.

8. Identification: If you distribute Open
Game Content You must clearly indicate
which portions of the work that you are dis-
tributing are Open Game Content.

9. Updating the License: Wizards or its
designated Agents may publish updated
versions of this License. You may use any
authorized version of this License to copy,
modify and distribute any Open Game
Content originally distributed under any ver-
sion of this License.

10. Copy of this License: You MUST
include a copy of this License with every
copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may
not market or advertise the Open Game
Content using the name of any Contributor
unless You have written permission from the
Contributor to do so.

12. Inability to Comply: If it is impossible
for You to comply with any of the terms of
this License with respect to some or all of
the Open Game Content due to statute,
judicial order, or governmental regulation
then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate
automatically if You fail to comply with all
terms herein and fail to cure such breach
within 30 days of becoming aware of the
breach. All sublicenses shall survive the ter-
mination of this License.

14. Reformation: If any provision of this
License is held to be unenforceable, such
provision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000,
Wizards of the Coast, Inc.

d20 System rules and Content Copyright
2000, Wizards of the Coast, Inc.; authors
Jonathan Tweet, Monte Cook, and Skip
Williams, based on original material by E.
Gary Gygax and Dave Arneson.

Malhavoc Press is a trademark owned by
Monte James Cook.

THE FOLLOWING IS HEREBY DESIGNAT-
ED AS OPEN GAME CONTENT, IN ACCOR-
DANCE WITH THIS LICENSE:
a) This entire monster template and its
related mechanics are Open Game Content.
b) All skills, abilities, and feats, their
names, and related mechanics (Difficulty
Class, etc.) are Open Game Content.
c) Other game mechanics wholly derived
from the d20 System Reference Document,
including alignment, abilities, saving throws,
Armor Class, hit points, points of damage,
miss chance, damage reduction, spell resist-
ance, ability score damage, reach, and expe-
rience points, are Open Game Content.

THE FOLLOWING ELEMENTS ARE HERE-
BY IDENTIFIED AS "PRODUCT IDENTITY":
a) Malhavoc Press identifying marks and
product titles, including the logo.
b) All graphic design.

The above product identity is not open game
content.
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