Chapter I: Disease Templates: Plague Zombie

Base Attack/Grapple: A plague zombie has a base attack bonus

Plague Zombie equal & % its Hit Diee

Attacks: A plague zombie retains all natural weapons,

Introduction manufactured weapon attacks, and weapon proficiencies of the base
Traditionally, zombies are a result of foul necromancy: creature. Plague zombies also gain bite and slam attacks if they do
mindless corpses that rise from the dead at the summons of not already possess them.
their wicked masters. This is not the case with plague zombies, Damage: Natural and manufactured weapons deal damage
who are instead hosts to a supernatural disease. The zombie normally. Bite and slam attacks deal damage depending on the
plague bestows upon its victims a foul semblance of life, as plague zombie’s size. (Use the base creature’s bite or slam damage if
well as an insatiable hunger for the flesh of the living. it’s better.)

In the course of their cannibalistic hunt, plague zombies .
inevitably spread their disease to the creatures they kill. Table 1-4: Plague Zombie Bite and Slam Damage
Victims who do not die outright are eventually overcome by Size Bite Damage Slam Damage
the plague itself, dying in short order only to rise an hour Fine — 1
or two later as voracious, undead creatures. Unlike their
necromantic counterparts, plague zombies possess a malign Diminutive 1 1d2
cunning and are quick on their feet. Adventurers who mistake Tiny 1d2 143
them for typical zombies are in for a rude surprise. Srmall 143 1d4
Appearance Changes Medium 1d4 1d6
Plague zombies resemble normal zombies, but this depends Large 1d6 1d8
a great deal on how fresh they are. From a distance, plague Huge 1d8 2d6
zombies who have recently died can easily pass for normal
members of their species. As time passes, however, and Gargantuan 2d6 2d8
their decay becomes more apparent, these creatures Colossal 2d8 4d6

can be readily distinguished from the living by
their festering flesh, gaunt features, and blood-
encrusted mouths.

Special Attacks: A plague zombie retains none of the base

creature’s special attacks, but gains the following special attack.

,./a;//, .

/
&t

Contagious Bite (Ex): A plague zombie will attempt to

bite living foes in an attempt to devour their

Creating a Plague Zombie
“Plague zombie” is an acquired
template that can be added to
any corporeal animal, giant,
humanoid, or monstrous
humanoid possessing a skeletal
system (referred to hereafter

as the base creature).

A plague zombie uses
all the base creature’s
statistics and special
abilities except as noted
here.

Size and Type: The
creature’s type changes to
undead. It retains any subtypes
except alignment subtypes
(such as good) and subtypes that & g
indicate kind (such as goblinoid
or reptilian). Size is unchanged.

Hit Dice: Drop any Hit Dice
from class levels (to a minimum of
1), double the number of Hit Dice left,
and raise them to d12s.

Initiative: A plague zombie gains a +2
bonus to Initiative.

Speed: Base speed is increased by +10
feet. e

Armor Class: A plague zombie’s natural ’ Y W<
armor bonus increases by +4.

flesh. Any bite from a plague zombie that
inflicts damage has a chance of infecting
its opponent with zombie plague
(zombie plague, Fortitude DC 17,
incubation period 1 day, damage 2d4

Con). Any creature that dies as a result
of zombie plague rises as a plague
zombie 1d6 minutes after its death.
Any creature that is infected with
zombie plague, but which dies by
another means, also rises as a plague
zombie 1d6 minutes after its death.
Special Qualities: A plague
zombie loses most special qualities
of the base creature. It retains any of
the extraordinary special qualities
that improve its melee or ranged

N ' W W,/ - 3 ‘~ \\ attacks. A plague zombie gains the

! ? N : following special qualities.
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N Quick (Ex): A plague zombie

\\4\ gains an additional standard

N X action each round.

§\ Ravenous (Ex): Plague zombies

hunger for the flesh of the living.

X This voraciousness cannot be

contained, and they actively

search for living creatures to kill
and devour. Once they sense
prey, plague zombies attack
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recklessly. In groups, they will swarm opponents, grapple them to
the ground, and consume them alive. For each living creature that
a plague zombie kills and eats, it gains 1d6 temporary hit points.
These temporary hit points last for 24 hours.

Scent the Living (Ex): A plague zombie gains the Scent ability, but
only in regards to detecting living creatures.

Base Saves: Base save bonuses are Fort +1/3 HD, Ref +1/2
HD+2, and Will +1/2 HD+2.

Abilities: Modify the base creature as follows: Str +2, Dex +4, Int
—6. A plague zombie has no Constitution score, and its Charisma
score changes to 2. Its Wisdom score remains unchanged.

Skills: Skill points are equal to (4 + Int Modifier, minimum
1) per Hit Die, with quadruple skill points for the first Hit Die.

A plague zombie’s class skills are Listen, Move Silently, Spot, and
Survival.

Feats: A plague zombie loses all feats of the base creature and
gains Alertness and Toughness.

Environment: Any.

Organization: Single, squad (2-8), or mob (4-24).

Challenge Rating: Depends on Hit Dice, as follows:

Table 1-5: Plague Zombie CRs
Hit Dice Challenge Rating
Va Va

1 1

2-3 2

4-5 3

6-8 4

9-11 5

12-14 6

15-17 7

18-20 8

Treasure: None.

Alignment: Always neutral evil.

Advancement: As base creature, but double Hit Dice (maximum
20), or — if the base creature advances by character class.

Level Adjustment: —.
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Plague Zombie Characters

Characters who succumb to zombie plague are no longer
suitable as player characters. Plague zombies are driven by
their hunger, and it would be a rare specimen indeed that
could set aside its cannibalistic appetites long enough to
cooperate with living creatures.

Sample Plague Zombies
The following examples use a 1st-level halfling commoner
and a centaur as the base creatures.

The halfling looks up from its charnel meal, blood smeared across
its feral features. A low growl emanates from its throat, and it
lunges in your direction with a blinding speed that belies its
undead nature.

Klein: CR 2; Small undead; HD 2d12+3; hp 16; Init +5 (+3
Dex, +2 template); Spd 30 ft. (6 squares); AC 18 (+1 size, +3
Dex, +4 natural), touch 14, flat-footed 15; Base Atk +1; Grp
—3; Atk +2 melee (1d4, slam) or +2 melee (1d3 plus disease,
bite); Full Atk: +2 melee (1d4, slam) and -3 melee (1d3 plus
disease, bite); SA Contagious bite; SQ Quick, ravenous, scent
the living; AL NE; SV Fort +0, Ref +6, Will +3; Str 10, Dex
16, Con —, Int 4, Wis 10, Cha 2.
Skills and Feats: Listen +3, Move Silently +5, Spot +3,

Survival +1; Alertness, Toughness.

What you thought was a mere centaur now becomes plainly
visible. Its gaunt, harrowed face caked in dried gore, the creature
moves toward you with unnerving speed, growling with the
madness of an insatiable hunger....

Ormand: CR 4; Large undead; HD 8d12+3; hp 29; Init +6
(+4 Dex, +2 template); Spd 60 ft. (12 squares); AC 20 (-1
size, +4 Dex, +7 natural), touch 13, flat-footed 16; Base Atk
+4; Grp +13; Atk +8 melee (2d6+7/19-20, longsword) or +8
melee (1d8+5, slam) or +8 melee (1d6+5 plus disease, bite);
Full Atk: +8 melee (1d8+5, slam) and +3 melee (1d6+5 plus
disease, bite); SA Contagious bite; SQ Darkvision 60 ft.,
quick, ravenous, scent the living; AL NE; SV Fort +2, Ref +6,
Will +7; Str 20, Dex 18, Con —, Int 2, Wis 13, Cha 2.

Skills and Feats: Listen +6, Move Silently +7, Spot +6,

Survival +3; Alertness, Toughness.




Appendix II: Licenses & Legal

d20 License
“d20 System” and the “d20 System” logo are Trademarks owned by Wizards
of the Coast and are used according to the terms of the d20 System License

version 6.0. A copy of this License can be found at <fvww.wizards.com/d2(}>.
OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copy-
right 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 Mate-
rial” means copyrighted material including derivative works and translations
(including into other computer languages), potation, modification, correc-
tion, 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, pho-
tographic and other visual or audio representations; names and descriptions
of characters, spells, enchantments, personalities, 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.

3.0ffer 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-ex-
clusive 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 por-
tion 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, © 2000, Wizards of the Coast, Inc.

d20 System Reference Document, © 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.

Book of Templates: Deluxe Edition, © 2003, Silverthorne Games; Authors: Ian John-
ston and Chris S. Sims.

Book of Templates: Deluxe Edition 3.5, © 2005, Silverthorne Games; Authors: Ian
Johnston and Chris S. Sims.

Template Troves, Volume III: Diseases, Parasites & Symbiotes, © 2005 Silverthorne
Games; author Gary Astleford.

Designation of Open Gaming Content

This edition of Template Troves, Volume III: Diseases, Parasites & Symbiotes is produced
under version 1.0, 1.0a, and/or draft versions of the Open Game License, the d20
System Trademark Logo Guide, and System Reference Document by permission of
Wizards of the Coast. Subsequent versions of this product will incorporate final ver-
sions of the license, guide, and document.

Designation of Product Identity: The following items are hereby designated as
Product Identity in accordance with Section 1(e) of the Open Game License, version
1.0a: Any and all Silverthorne Games logos and identifying marks and trade dress,
including all Silverthorne Games product and product line names including but not
limited to the title of this work in its entirety, Template Troves, Realms of Evernor,
Murk & Shadows, Darkling Realms, Races of Evernor, The Book of Templates and
The Book of Templates: Deluxe Edition, The Book of Templates: Deluxe Edition
3.5; and all artwork, symbols, designs, depictions, trade dress, illustrations, maps, and
cartography, likenesses, poses, logos, or graphic designs; except such elements that
already appear in final or draft versions of the d20 System Reference Document or as
Open Game Content below and are already OGC by virtue of appearing there. The
above Product Identity is not Open Game Content. The names of the contributing
authors, as well as the titles of works and the names of their associated game compa-
nies listed in Section 15 of the Open Game License, above, are Closed Content.

Designation of Open Game Content: Subject to the Product Identity and
Closed Content designation above, all prose and game mechanics in Template Troves,
Volume II: Oozes & Aberrations is designated as Open Game Content.

Some portions of this book which are OGC originate from the System Refer-
ence Document and are ©1999, 2000, and 2001 Wizards of the Coast, Inc. The
remainder of these OGC portions of this book are hereby added to Open Game
Content and if so used, should bear the COPYRIGHT NOTICE “Zemplate Troves,
Volume III: Diseases, Parasites & Symbiotes, © 2005 Silverthorne Games; author Gary
Astleford”. This material is protected under the copyright laws of the United States
of America. Any reproduction, retransmission, or unauthorized use of the artwork or
non-Open Game Content herein is prohibited without express written permission
from Silverthorne Games, except for purposes of review or use of OGC consistent
with the OGL. The original purchaser may print copies of the .PDF version of this
work for his or her own personal use only. No reproduction of the print version of
this work is permitted.

This document is a work of fiction. Any similarity to actual people, organizations,
places, or events is purely coincidental. Fnord.
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