Ghast Template


“Ghast” is a template that can be added to any humanoid or monstrous humanoid creature (referred to hereafter as the “base creature”). The creature type changes to “undead”. It uses all the base creature’s statistics and special abilities except as noted below.

Hit Dice: Increase to d12.

Speed: Same as the base creature. If the base creature has a swim or fly speed, the ghast retains that ability.

AC: The base creature’s natural armor improves by +4.

Attacks: The base creature retains all attacks and gains 2 claw and 1 bite attack if it didn’t already have them.

Damage: Claws 1d4 + Str mod.  Bite 1d8+1

Special Attacks: A ghast retains all of the special attacks of the base creature and also gains those listed below. All saves have a DC of 10 + ½ ghast’s HD + Cha mod.


Stench (Ex): The ghast reeks of death and corruption. Those within 10’ must succeed at a Fortitude save or be wracked by nausea, suffering a –2 circumstance penalty to attacks, saves and skill checks for 1d6+4 minutes.


Paralysis (Ex): A hit by a claw or bite attack results in those struck having to succeed at a Fortitude save or be paralyzed for 1d6+4 minutes. Elves are not immune to this paralysis.


Create Spawn (Su): Humanoid victims that are not devoured, rise as a ghast in 1d4 days, A Protection from Evil spell cast before the creature arises prevents this.

Special Qualities: A ghast retains all of the special qualities of the base creature and also gains those listed below.


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


Turn Resistance: +2

Saves: Same as base creature.

Abilities: Increase from the base creature as follows: Str +2, Dex +4, Int +2, Wis +2, Chr +4  As undead, ghasts do not have a Con score.

Skills: Ghasts receive a +6 racial bonus to Climb, Escape Artist, Hide, Jump, Listen, Move Silently, Search and Spot. Otherwise, same as the base creature.

Feats:  Ghasts gain Multiattack and Weapon Finesse (bite) if they do not already have them.

Climate/Terrain: Any land & underground

Organization: Solitary, gang (2-4) or pack (2-4 plus 7-12 ghouls).

Challenge Rating: Same as base creature +2.

Treasure: Double standard

Alignment: Always chaotic evil

Advancement: By character class

