Ghoul
Medium Undead

	Hit Dice
	2d12 (13 hp)

	Initiative
	+2 

	Speed
	30 ft

	AC
	14 (+2 Dex, +2 natural), touch 12, flatfooted 12

	B.A. / Grapple
	+1 / +2

	Attack
	Bite +2 melee (1d6+1 plus paralysis) and 2 claws +0 melee (1d3 plus paralysis)

	Space/Rch 
	5x5 / 5ft

	SA
	Ghoul fever, Paralysis

	SQ
	Darkvision 60 ft, Undead, +2 turn resistance

	Saves
	Fort +0, Ref +2, Wil +5

	Abilities
	Str 13, Dex 15, Con –, Int 13, Wis 14, Cha 12

	Skills
	Balance +6, Climb +5, hide +6, Jump +5, Move Silently +6, Spot +7

	Feats
	Multi-attack

	Environment
	Any land, aquatic, undergound

	Organization
	Solitary, 2-4, 7-12

	CR
	1

	Treasure
	None

	Alignment
	Always CE

	Advancement
	3 HD (medium)


COMBAT:
Ghoul Fever: Disease—bite, Fort save DC 12, incubation period 1 day, damage 1d3 Con and 1d3 Dex.  The save DC is Charisma based.  An affected humanoid who dies of ghoul fever rises as a ghoul at the next midnight.  A humanoid of 4 Hit Dice or more rises as a ghast, not a ghoul.

Paralysis (Ex):  Fort save, DC 12, 1d4+1 rounds, elves immune.  Save DC is Charisma based.

Undead:  immune to mind effect, sleep, poison, paralysis, stunning, critical hits, disease, subdual damage, ability damage, energy drain, death effects5
