Demi-undead

While undead exist in the realm between life and death, there exist those who dwell in a realm more carefully constructed: between life and undeath.  Most known as the Demi-undead crave the trappings of power against death which are provided by an undead status.  Some, however, are obsessed with the undead for altogether different reasons; hunters of the undead, necromancers, and priests of the god of death begin to identify more with their subject matter than with developing other interests.  Of these, few learn of creatures like themselves, and begin more in-depth tutelage under a Demi-undead master.  Despite what they say, Demi-undead masters are generally those who merely know of the processes and meditations required to transform a person into a Demi-undead, and most masters fall short of the complete and driving obsession required to even begin the training.  During this initial period, many hunters of the undead find that in order to effectively hunt their prey, they must begin to think like the undead.  Those part-way and half-way through the process realize what is occurring, and are able to stop themselves.  Never again the same, the urge to continue the Demi-undead studies remain throughout their lives.  Necromancers usually begin down the road of the Demi-undead for greater command over their creations, eventually controlling armies of them.  A priest of death may seek greater stability and resistance to death in its more physical conjurations.  Whatever the reason for their study, the Demi-undead come to resemble the undead: a pallor immediately marks them, their nails begin to lengthen and harden, the gum-line recedes and dries, the eyes darken and fiery pinpoints gleam from within, and the skin and musculature underneath become dry and pull taught against the supporting skeleton.  Animals and small children will shun and fear the Demi-undead, even at low levels.  This process is largely unnoticed and ignored by the Demi-undead, as focus and/or denial color the way they see themselves.  In the end, the Demi-undead accomplish the goal of complete understanding of the undead state, though most regret the journey.

Races allowed: Any
Required Skills:
Required Feats:

Base Attack:  +5
Concentration, 7 ranks
Combat Reflexes

Alignment:  Any non-good
Gather Information (Research), 3 ranks
Improved Unarmed Strike

Statistics:  Dexterity 12+,
Intuit Direction, 3 ranks
Weapon Finesse: Hands

Intelligence 12+
Knowledge-Undead, 7 ranks






Weapon Proficiencies:  
Any




Armor Restrictions:
Per character class

Class Level
Base Attack Bonus
Fort

Save
Ref

Save
Will

Save
Special

1st
+2
+1
+1
+0
Detect Life, Detect Undead, Speak with Dead

2nd
+2
+1
+2
+0
Crypt Claws 1, Foul Gullet

3rd
+3
+2
+2
+1
Low-light Vision, Ghoul Stench

4th
+3
+2
+3
+1
Death Knell, Invisibility to Undead

5th
+4
+3
+4
+2
Rebuke Undead, Resist Undead

6th
+4
+3
+4
+3
Vampiric Touch, Crypt Claws 2

7th
+4/+1
+4
+5
+3
Fear, Resist Edged

8th
+4/+2
+4
+6
+4
Animate Dead, Darkvision

9th
+4/+3
+5
+6
+5
Energy Drain, Ethereal Jaunt

10th
+5/+3
+5
+7
+5
Immunity to Undead, Candidacy

Detect Life, Detect Undead, Speak with Dead:  as the spells, once a day for each, as a spell-like ability.

Crypt Claws:  at second level, the Demi-undead’s nails become hard as iron, and are treated as Magic Fang weapons, gaining a +1 to hit and damage.  At sixth level, the claws become +2 Magic Fang weapons, dealing +2 to hit and damage.  This is a supernatural ability.

Foul Gullet:  the Demi-undead character is able to eat and digest carrion and raw meat with no ill effects from normal bacteria and food-borne viruses.  This ability confers the preference for such fare on the Demi-undead.  By the fourth Demi-undead level, the taste for carrion will be exclusive: vegetables and prepared meat will be unappetizing and cause vomiting.

Low-light Vision:  as the spell, at will.  If the character already possesses low-light vision, the range is increased to 75’.  This is an extraordinary ability.

Ghoul Stench:  at fourth level, the Demi-undead reeks of rot and death.  This stench can be concentrated into a cloud of noxious fumes once per day, as a ghoul does.  This cloud effects every living thing within 10”.  The DC to resist the effects of the stench is 10+the Demi-undead level.  A failed save results in unconsciousness for one round.  A successful save results in nausea and retching for 1d4 rounds, causing a –2 to initiative and to hit totals.  This is an extraordinary ability.

Death Knell:  the waning life-force of living things draws the Demi-undead like a magnet.  The character is able to use the divine spell Death Knell once per day per four Demi-undead levels.  This is a spell-like ability.

Invisibility to Undead:  the Demi-undead character is ignored by the undead unless she attacts an undead creature.  This spell-like ability should be treated as per the spell of the same name. 

Rebuke Undead:  at fifth level, the Demi-undead is able to rebuke undead, similar to evil clerics, as an extraordinary ability.  This ability always functions as a fifth level cleric ability.

Resist Undead:  the character receives a +5 modifier to saves versus effects from undead, including, but not limited to:  ghoul stench/touch, gaze attacks, mind-effecting spells and effects, energy drain, fear attacks from undead, and wails from the banshee.  The Demi-undead character no longer fears a transformation into an undead creature (skeleton, zombie, ghoul, ghost, revenant, specter, shade, banshee, vampire, etc.), as this mental fortification has infused itself into every fiber of her being.  This is a supernatural ability.

MOST NPC DEMI-UNDEAD ENCOUNTERED WILL NOT PASS THIS LEVEL.

Vampiric Touch:  the Demi-undead is able to draw the life-force from a living creature to replenish his own health.  This spell-like ability is usable once per day and drains 1d4 points of health per Demi-undead level, and confers it on the Demi-undead character.  This ability can be used with a claw attack as a Standard action.

Fear:  at sixth level, the character’s features become so gaunt, and its presence so appalling that the mere sight of him or her causes all lower-level creatures to flee in terror.  This spell-like ability cannot be turned off, and affects creatures of under 3 HD.  The DC to save against using Will is equal to the Demi-undead level plus the Charisma modifier.  Failure results in the affected creature running at maximum speed for 1d6 rounds in an effort to put as much distance between them and the Demi-undead.  This ability can be masked with Polymorph-Self, but creatures under 3 HD will still shun the character.

Resist Edged:  the Demi-undead’s flesh begins to shrivel against his bones, granting a +5 damage resistance versus pointed and edged weapons and objects.  Additionally, there is very little to no blood loss for those attacks which do penetrate the flesh.  This is an extraordinary ability.

Animate Dead:  the character’s kinship with the dead is becoming so acute that she is able to animate them once per day per three Demi-undead levels.  The number of HD of animated corpses equals the Demi-undead level, and can be spread among many, or concentrated on a few large corpses.  This lasts a number of minutes equal to the prestige class level.

When wresting control of the undead from a necromancer or priest of death, the Demi-undead character does so with a +10 circumstance modifier to his roll to do so.

Darkvision:  at 8th level, the character develops the ability to see in total darkness, as the spell.  Vision is 60’ in total darkness.  This is an extraordinary ability.

Energy Drain:  not unlike to the undead ability, the Demi-undead is able to drain the life-force from living creatures.  This ability can be used three times a day, and drains experience points in the following manner:

Ninth Level
Drain 1000 XP or one Constitution point temporarily drained from victim.  Receives one-tenth the number of XP drained, or one temporary Constitution point (lasts one minute).

Tenth Level
Drain 1000 XP from victim.  Receives one-tenth the number of XP drained.

The Demi-undead can elect to re-channel this life-force into a Negative Energy Bolt that inflicts 2d4 damage on a successful ranged touch attack, or a Negative Energy Grasp attack for 3d4 damage on a successful touch attack.  These negative energy levels may be stored and released in one cumulative attack.  For example:  after using Energy Drain on three separate opponents, the Demi-undead can re-release the life-force into a 6d4 bolt or a 9d4 grasp.  The recipient of the Negative Energy Bolt/Grasp may save for half-damage on a successful Will save vs the damage amount plus the Demi-undead’s Constitution modifier. In either case, the re-channeled effects are spell-like abilities, must occur within three rounds of the initial energy drain, and the Demi-undead does not gain the benefit of the XP drained from the victim.  Undead hit with a negative energy attack heal the number of points that a living creature would suffer.

In addition, the touch drains one point of Constitution temporarily (points regained as per rules for temporarily lost ability points).  The Demi-undead, however, can use that Constitution point to temporarily add to her own Constitution (each point lasts one minute), or heal damage to herself at the rate of 5 HP per drain.

Ethereal Jaunt:  as per the spell, twice a day.

Immunity to Undead:  the Demi-undead is effectively immune to all special abilities usable by undead (and only undead), including (but not limited to) fear produced by undead, paralysis, ghoul touch, ghoul stench, charm person, suggestion, energy drain, mummy rot, aging, etc.  This ability is proof against spell-like abilities, extraordinary abilities, and so on, but not any spells that the undead creature may know as a sorcerer or wizard.  For these spells, however, the Demi-undead receives a +5 to all saves in resisting the undead’s spell effects.  Physical attacks produced by teeth, claws, and weapons are treated as normal, though any negative energy effects that occur as a result of the damage are ignored.  Living creatures that channel negative energy are treated as normal.

Lich Candidacy:  Slowly, the line between life and undeath began to blur and narrow until, in the final stage, the Demi-undead has crossed the Veil between life and death.  Often, this knowledge is not conveyed by a Demi-undead master, either by mischief or ignorance, and the new Demi-undead have themselves unwittingly become the object of their obsession.  Upon reaching 10th level, the Demi-undead has become so attuned to the negative energy that the Veil is considered to have been crossed, and this exposure begins to siphon off the character’s life-force.  The character will live for a number of months as he has Constitution points.  The character’s only protection from certain death is conversion into a lich. The character is required to prepare a phylactery of the lich at the usual cost of 120,000 gp (see the Monster Manual), but the XP cost is negated (since the Demi-undead has dedicated the previous time to this end).  The character retains all previous stats, hit points, experience, his alignment, class levels, and Demi-undead abilities.  This conversion permanently confirms the character’s undead status, from which only a wish spell can retrieve a willing character.  A character who does not wish to be released from the lich state must make a Will save vs 10+the opposing character’s Will modifier.  Once the character’s soul is released, however, it departs the Material Plane forever, and the undead body , now devoid of a negative energy life-force, quickly turns to dust.  If the character elects not to convert into a lich in time, the character dies, the soul permanently departs the Material Plane, and the character’s body quickly turns to dust, consumed by the negative energies once at the character’s tenuous command.

DM’s NOTE:
It is important to remember that conversion into a lich is not an evil act in and of itself.  All liches have a pursuit that is capable of occupying their immortal existence, and continuing with their study of the undead begins to lose its flavor, as does the hunt for fellow undead that many once possessed. Those liches who were first Demi-undead quickly progress into demi-liches, and councils of liches are always headed by a demi-lich who is also a Demi-undead.  Most Demi-undead find few willing to tolerate their dreaded existence, and the conversion to lichdom, though possible to conceal (through the use of shapechange), eventually alienates most of their former comrades (hence the reason most liches are found alone).  Some liches are even hunted by those that were once their most-trusted friends, and embraced by those that were once their sworn enemy.  This sudden shift in reality is enough to make the most formidable spirits begin to crave the death that is now denied them.  Instead, this new frustration  with the eventual loss of all their mortal colleagues and family to mortal weaknesses like age, begins to turn the lich toward madness, and is the illness that consumes all liches in the end.

