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FLESHBOUND VAMPIRE (TEMPLATE)
Turn Resistance (Ex): A fleshbound has +4 turn

resistance.
Resistance (Ex): A fleshbound has cold and electricity

resistance (10).
Fast Healing (Ex): A fleshbound heals 5 points of

damage each round so long as it has at least 1 hit point.
A fleshbound harmed by silver or magic weapons can-
not heal that damage until all of its other damage has
been healed, and even then only heals at a rate of 1 point
of damage per round.

Slow Regeneration (Ex): Fleshbounds slowly regener-
ate lost limbs over the course of several days, but cannot
reattach severed limbs.

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

Saves: Same as the base creature.
Abilities: Increase from the base creature as follows:

Str +6, Dex +6, Wis +2, Cha +2. As undead creatures,
fleshbounds have no Constitution score.

Skills: Fleshbounds receive a +8 racial bonus to Hide,
Listen, Move Silently, and Spot checks. Otherwise
same as the base creature.

Fleshbound vampires are bloodsucking undead crea-
tures possessing superior physical abilities. Although
they are undead, they breed with each other to produce
young, or they infect humanoids by forcing them to
ingest vampire blood. Damaged by sunlight, garlic, and
silver, fleshbound vampires are not restricted by coffins
and lack many of the strange abilities often attributed to
“standard” vampires.

Fleshbound vampires, often referred to simply as
“fleshbounds,” appear just as they did in life, although
they are often more pale than their living counterparts.
Their eyes sometimes have an unnatural glow in fire-
light. They cast shadows and have reflections in mirrors.

Fleshbounds speak any languages they knew in life.

Creating a Fleshbound Vampire
“Fleshbound vampire” is a template that can be added

to any humanoid or monstrous humanoid creature (re-
ferred to hereafter as the “base creature”). The creature’s
type changes to “undead.” The fleshbound uses all the
base creature’s statistics and special abilities except as
noted here.

Hit Dice: Increase to d12.
Speed: Same as the base creature.
AC: The base creature’s natural ar-

mor improves by +6.
Attacks: A fleshbound retains all the

attacks of the base creature.
Special Attacks: A fleshbound re-

tains all the special attacks of the base
creature and also gains those listed be-
low.

Blood Drain (Ex): A fleshbound can
suck blood from a living victim with its
fangs by making a successful grapple
check. If it pins the foe, it drains blood,
inflicting 1d4 points of temporary Con-
stitution damage each round the pin is
maintained.

Create Spawn (Ex): A humanoid or
monstrous humanoid slain by a
fleshbound’s blood drain attack rises as
a fleshbound vampire 1d3 days after its
death. These new fleshbounds are not
under the control of their sire in any
way.

Special Qualities: A fleshbound re-
tains all the special qualities of the base
creature and those listed below, and also
gains the undead type.

Damage Reduction (Su): A
fleshbound’s undead body is tough, giv-
ing the creature damage reduction (10/
silver).
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Feats: Fleshbounds gain Alertness, Combat Reflexes,
Improved Initiative, Improved Unarmed Strike, Light-
ning Reflexes, and Toughness as bonus feats.

Climate/Terrain: Any land and underground.
Organization: Solitary, pair, gang (2–5), or troop (1–

2 plus 2–5 vampire spawn).
Challenge Rating: Same as the base creature +2.
Adjustment: +4.
Treasure: Standard.
Alignment: Any evil.
Advancement: By character class.

Fleshbound Vampire Weaknesses
Like supernatural vampires, fleshbound vampires have

a number of weaknesses.
Garlic: Fleshbounds can be killed by garlic. A single

clove of garlic crushed onto a weapon allows the weapon
to inflict 1d6 points of temporary Strength damage. An
entire vial of garlic juice injected into or consumed by
the fleshbound deals 4d4 points of temporary Strength
damage. At Strength 0 the fleshbound vampire dies.

Sunlight: Fleshbounds cannot stand sunlight. Expos-
ing one to sunlight for a full round causes it to take
damage equal to its maximum hit points, killing it
instantly. A fleshbound exposed to sunlight for less than
a full round loses half its maximum hit points. Cover or
concealment reduces the amount of damage by the
amount of cover or concealment (so being exposed to
sunlight for a full round through nine-tenths cover,
such as an arrow slit, means the fleshbound only loses
one-tenth of its maximum hit points).

Variant Rule: Staking a Fleshbound’s Heart
A fleshbound’s heart is especially vulnerable to cer-

tain attacks. A wooden stake or a silver weapon thrust
into its heart destroys it instantly (a weapon with a
metal blade and wooden shaft, such as a spear, can be
used in this manner at a –4 penalty to hit because of the
extra force needed to push past the blade down to the
wood). To strike the heart, an opponent must use a full-
round action to aim for the heart with a melee weapon

(the opponent may use a bow or crossbow if they are
adjacent to the fleshbound). Making a heart strike
draws an attack of opportunity from the fleshbound and
from all threatening foes. The attacker then makes an
attack roll at –4 (the penalty for using a spear or similar
weapon stacks with this penalty); if the attack succeeds,
the fleshbound suffers normal damage and must make a
Fortitude save (DC 10 + damage dealt) or be destroyed
instantly. The attack is not a critical hit, nor does sneak
attack damage apply.

Sample Fleshbound Vampire
This example uses a 2nd-level human fighter as the

base creature.
Human Male Fleshbound Vampire Ftr2Human Male Fleshbound Vampire Ftr2Human Male Fleshbound Vampire Ftr2Human Male Fleshbound Vampire Ftr2Human Male Fleshbound Vampire Ftr2
Medium UndeadMedium UndeadMedium UndeadMedium UndeadMedium Undead
Hit Dice:Hit Dice:Hit Dice:Hit Dice:Hit Dice: 2d12+6 (19 hp)
Initiative:Initiative:Initiative:Initiative:Initiative: +9 (Dex, Improved Initiative)
Speed:Speed:Speed:Speed:Speed:  30 ft.
AC:AC:AC:AC:AC: 26 (+1 Dex (armor penalty), +7 armor, +2

shield, +6 natural), touch 15, flat-footed
25

BAB/Grapple:BAB/Grapple:BAB/Grapple:BAB/Grapple:BAB/Grapple: +2/+6
Attacks:Attacks:Attacks:Attacks:Attacks: Masterwork longsword +8 melee (1d8+4);

or masterwork mighty (+4) composite
longbow +8 ranged (1d8+4 )

Space/Reach:Space/Reach:Space/Reach:Space/Reach:Space/Reach: 5 ft./5 ft.
Special Attacks:Special Attacks:Special Attacks:Special Attacks:Special Attacks: Blood drain, create spawn
Special Qualities:Special Qualities:Special Qualities:Special Qualities:Special Qualities:  Damage reduction (10/silver), fast heal-

ing (5), resistance (cold and electricity
10), slow regeneration, turn resistance
(+4), vampire weaknesses

Saves:Saves:Saves:Saves:Saves:  Fort +3, Reflex +7, Will +0.
Abilities:Abilities:Abilities:Abilities:Abilities: Str 19, Dex 21, Con —, Int 10, Wis 10, Cha

12.
Skills:Skills:Skills:Skills:Skills:  Handle Animal +6, Hide +6, Jump +2,

Listen +8, Move Silently +6, Ride (horse)
+14, Spot +8

Feats:Feats:Feats:Feats:Feats: Alertness, Combat Reflexes, Improved
Initiative, Improved Unarmed Strike,
Lightning Reflexes, Power Attack, Quick
Draw, Toughness (x2), Weapon Focus
(longsword).

Gear:Gear:Gear:Gear:Gear: masterwork longsword, masterwork
mighty (+4) composite longbow, 20 ar-
rows, masterwork half-plate, masterwork
large steel shield, potion of inflict moder-
ate wounds, potion of bull’s strength.
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DEATH EYE
Large UndeadLarge UndeadLarge UndeadLarge UndeadLarge Undead
Hit Dice:Hit Dice:Hit Dice:Hit Dice:Hit Dice: 11d12 (76 hp)
Initiative:Initiative:Initiative:Initiative:Initiative: +5 (+1 Dex, +4 Improved Initiative)
Speed:Speed:Speed:Speed:Speed:      fly 20 ft. (good)
AC:AC:AC:AC:AC: 21 (–1 size, +1 Dex, +11 natural) touch 10,

flat-footed 20
BAB/Grapple:BAB/Grapple:BAB/Grapple:BAB/Grapple:BAB/Grapple: +5/+9
Attack:Attack:Attack:Attack:Attack: +7 ranged (eye rays, ranged touch at-

tack)
Full Attack:Full Attack:Full Attack:Full Attack:Full Attack: +2 melee (2d4, bite) and +7 ranged (eye

rays, ranged touch attack)
Space/Reach:Space/Reach:Space/Reach:Space/Reach:Space/Reach: 10 ft./10 ft.
Special Attacks:Special Attacks:Special Attacks:Special Attacks:Special Attacks: Eye rays
Special Qualities:Special Qualities:Special Qualities:Special Qualities:Special Qualities: All-around vision, reverse gravity cone,

fly, +3 turn resistance, undead
Saves:Saves:Saves:Saves:Saves:  Fort +3, Ref +4, Will +9
Abilities:Abilities:Abilities:Abilities:Abilities: Str 10, Dex 13, Con —, Int 16, Wis 14,

Cha 14
Skills:Skills:Skills:Skills:Skills:      Hide +8, Knowledge (arcana) +14, Lis-

ten +13, Search +14, Spot +13
Feats:Feats:Feats:Feats:Feats: Alertness, Flyby Attack, Improved Ini-

tiative, Iron Will, Shot on the Run
Environment:Environment:Environment:Environment:Environment: Any land and underground
Organization:Organization:Organization:Organization:Organization:      Solitary
Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating:Challenge Rating: 14
Treasure:Treasure:Treasure:Treasure:Treasure: Standard
Alignment:Alignment:Alignment:Alignment:Alignment: Always chaotic evil
Advancement:Advancement:Advancement:Advancement:Advancement: 12–16 HD (Large); 17–33 HD (Huge)

The death eye is an undead eye
ty rant   c reated  by  power fu l
spellcasters to serve as a guardian.
Transformed by negative energy, the
creature’s eyestalks take on new and
frightening powers. The death eye
appears as a large, eye tyrant like
orb, mutated by death into a sickly,
pale, and partially rotted monstros-
ity.

Combat
Only 2d4 of the death eye’s eye-

stalks are active, as the others are
too withered to be of any use.

Eye Rays (Su): Each eyestalk can
emit a ray every round, even when
the death eye is attacking or mov-
ing. The death eye can aim up to
three stalks at any one target per
firing arc (i.e., forward, left, right,
behind, up, or down). Saving throws
against eyestalks are made against
DC 18 and have a range of 100 feet.
The death eye uses these powers as
a 13th-level sorcerer, and they be-
have as per the spells of the same
name, with the exception that they
are rays that affect only a single
target each. Each active eye stalk
has a different ability from the fol-

lowing list: animate dead, circle of death, energy
drain, enervation, eyebite, finger of death, horrid
wilting, polymorph other, ray of enfeeblement, and
vampiric touch.

Fly (Ex): The eye tyrant may fly, hover, et
cetera, and is always under the protection of a
feather fall spell.

Reverse Gravity Cone (Su): A death eye’s cen-
tral eye continually emits a cone of the spell
reverse gravity, extending straight ahead from the
front of the creature and reaching to a distance of
100 feet. All objects in the cone fall upwards,
perhaps taking falling damage if striking the ceil-
ing. There is no saving throw to avoid the effect,
only a Reflex save at DC 18 to grab a floor-
mounted object to keep from falling up. The death
eye uses this power to render opponents helpless
while it bombards them with eye rays. Creatures
who can levitate or fly can prevent themselves
from falling.

Undead: Immune to mind-influencing effects, poi-
son, sleep, paralysis, stunning, and disease. Not subject
to critical hits, subdual damage, ability damage, energy
drain, or death from massive damage.
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This printing of Bonegarden is done under version 1.0a of the of the
Open Game License, below, and version 5.0 of the d20 System Trade-
mark License and version 4.0 of the d20 System Trademark Logo Guide.

Notice of Open Game Content: This product contains Open Game
Content, as defined in the Open Game License, below. Open Game
Content may only be Used under and in terms of the Open Game
License.

Designation of Open Game Content: All text containing game-
related content within this product—excluding any text on the inside or
outside of the front or back cover or on the Credits page—is hereby
designated as Open Game Content, subject to the Product Identity
designation below. Any questions regarding the Open Game Content
within this module should be directed to Clark Peterson at
clark@necromancergames.com.

Use of "Mind Flayer," "Beholder," "Umber Hulk," "Carrion
Crawler" and "Demi-lich": The monster names and game statistics of
the previously mentioned monsters used in this product are not Open
Game Content and are used by specific permission from Wizards of the
Coast.

Use of Content from Tome of Horrors: The following monsters from
Tome of Horrors by Necromancer Games are used by permission: al mi’raj,
bhuta, demiurge, disenchanter, death dog, devil dog, undead ooze, ear
seeker, cacodaemon, bone cobbler, brine zombies, dire rat shadows,
memory moss, shadow wolf, ghoul wolf, huecuva, hangman tree,
witherweed, crypt thing, groaning spirit, lead skeleton, nabasu demon
and azizou demon. All rights reserved.

Use of Open Game Content from Other Sources: This product
makes use of Open Game Content from several unique sources which we
wanted to give specific credit:

"Abyssal Vampire" from Aquela.com, Copyright 2002 James Wyatt,
found at http://www.aquela.com/roleplaying/Night/monsters/
abyssalvampire.html.

The feats Anything Goes Combat by Anne Bernardo and Sigfried
Trent, Bonded Weapon by Tyson Neumann, Cadaverous Familiar by
Carl Cramér, Determined Soul by Bradley H. Bemis Jr. and Prophetic

Legal Appendix
Dreamer by Sigfried Trent, from the Netbook of Feats, Copyright 2000-
02, found at www.netbookoffeats.org or http://steelflame.free.fr/download/
nbofeats.pdf.

"Fleshbound Vampire" from SeanKReynolds.com Copyright 2001,
2002 Sean K Reynolds. Found at http://www.seankreynolds.com/rpgfiles/
monsters/fleshboundvampire.html.

"Headless Pawn" from The-Never.Net, Copyright 2001, 2002 Peter
Seckler. This monster has since been removed from the website and is
used by permission of Peter Seckler.

"Putty Bat" from Terraferax.com, Copyright 2002 Mark G. West.
Found at http://www.terraferax.com/OGC/putty_bats.html.

Flora from Terraferax.com, Copyright 2002 Mark G. West. Found at
http://www.terraferax.com/OGC/ogc_index.html.

"Shade Template" from What Evil Lurks, Copyright 2001 Necroman-
cer Games, Inc., Author Lance Hawvermale.

"Wight Template" from andycollins.net, Copyright 2001, 2002 Andy
Collins. Found at http://andycollins.net/Features/wight_template.htm.

Designation of Product Identity: The following items are hereby
designated as Product Identity as provided in section 1(e) of the Open
Game License:

1. The name "Necromancer Games" as well as all logos and identifying
marks of Necromancer Games, Inc., including but not limited to the
Orcus logo and the phrase "Third Edition Rules, First Edition Feel" as well
as the trade dress of Necromancer Games products;

2. Any and all Necromancer Games product names referenced in the
work;

3. All artwork, illustration, graphic design, maps, and cartography,
including any text contained within such artwork, illustration, maps or
cartography;

4. The proper names, personality descriptions and/or motivations of
all characters, groups, named monsters, deities and/or places unique to
this book, but not their stat blocks or other game mechanic descriptions
(if any);

5. Any other content previously designated as Product Identity is
hereby designated as Product Identity and is used with permission and/or
pursuant to license.

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000

Wizards of the Coast, Inc. ("Wizards"). All Rights Reserved.
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 translations (including into other computer languages),
potation, modification, correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be recast, transformed or adapted; (c)
"Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit
or otherwise distribute; (d) "Open Game Content" means the game mechanic and includes the
methods, 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 clearly
identified as Open Game Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright law, but specifically
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, symbols, designs, depictions,
likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or
audio representations; names and descriptions of characters, spells, enchantments, personali-
ties, teams, personas, likenesses and special abilities; places, locations, environments, creatures,
equipment, magical or supernatural 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 products 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 create 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 distributed 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 consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, 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 represent 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 distributing, 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 that Product Identity. You agree not to indicate
compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction
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 distributing 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 version 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 termination 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.
System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors

Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan,
Rich Redman, Bruce R. Cordell, based on original material by E. Gary Gygax and Dave
Arneson.

Original Spell Name Compendium Copyright 2002 Clark Peterson; based on NPC-
named spells from the Player’s Handbook that were renamed in the System Reference
Document. The Compendium can be found on the legal page of www.necromancergames.com.

Bonegarden Copyright 2004, Necromancer Games, Inc.; Authors Lance Hawvermale
and Rob Mason.

Aquela.com, Copyright 2002 James Wyatt.*
Netbook of Feats, Copyright 2000-2002, Authors Anne Bernardo, Sigfried Trent, Tyson

Neumann, Carl Cramér and Bradley H. Bemis Jr.*
SeanKReynolds.com Copyright 2001, 2002 Sean K Reynolds.*
The-Never.Net, Copyright 2001, 2002 Peter Seckler.*
Terraferax.com, Copyright 2002 Mark G. West.*
What Evil Lurks, Copyright 2001 Necromancer Games, Inc., Author Lance Hawvermale.
andycollins.net, Copyright 2001, 2002 Andy Collins.*
*Many of the above sources do not appropriately list Section 15 information. The above

references were compiled to the best ability of Necromancer Games. See "Use of Open Game
Content from Other Sources," above, for more information.




