	[image: image1.jpg]


Ghost, Sending 


Medium-Size Undead
Hit Dice: 4d12+3 (29 hp)
Initiative: +2
Speed: 30'
AC: 19/20 ( deflection,dex,armor)
Attacks: 1 weapon +3
Damage: Weapon dmg + Chill of the grave
Face/Reach: 5 ft. by 5 ft./5 ft.
Special Attacks: Mesmerize, grave touch
Special Defenses: Damage reduction (15/+1)
Saves: Fort +0, Ref +0, Will +4
Abilities: Str  12, Dex 14, Con , Int 12, Wis 12, Cha 13
Skills: Climb +4, Listen +6, Search +3, Spot +6 
Feats: Toughness, weapon focus
 
Sending zombies appear as rotting corpses surrounded by lingering wisps of dark fog. The fog fills their lungs and trickles from their noses and mouths. Their eyes and sharp fingernails glow with a dim, emerald green light.

Combat 

Sending zombies attack with their weapons, with the same skill that they possessed in life . They are smarter than normal zombies, and show cunning tactics in their attacks. Still, they fight relentlessly, with no motive of self-preservation.

Mesmerizing Gaze: A character who comes within 10' of these creatures must make a DC13 Fortitude save or loose her action for the round. If the Save is not passed, the character will continue to do nothing until they pass. A single character only needs to make one saving throw per encounter with these creatures.

Gave Chill touch: A character wounded by a these creatures must make a DC 13 Fortitude save at the end of the battle. Success indicates that the character fights off the infection. If the character fails the save, she sickens over the next 1d4 days, suffering 1 point of temporary Strength damage at the end of that time. Each day thereafter, the character must make another DC 13 Fortitude save or lose 1d2 points of Constitution and 1d4 points of Strength. The character must then make another saving throw to avoid permanently losing 1 point each of Strength and Constitution. 

Climate/Terrain: Any land and underground
Organization: Solitary or Pack (2-5)
Challenge Rating: 3.5
Treasure: Standard
Alignment: Always evil
Advancement Range: 5 HD to 8 HD (Medium-Size)

	Damage Reduction: The Sending Zombie has a special defense called "damage reduction." Anonymous sources have confirmed that this is the way 3E handles monsters that can only be hit by magical, or special weapons. The entry "Damage Reduction 15/+1" means that each physical attack against this type of zombie is reduced by 15 hp per attack unless the attacker is using a +1 or better weapon. So it's conceivable that if this zombie was attacked by a very skilled and strong warrior, these attacks could be successful, but each hit would do 15 hp less damage than normal unless he had a magic weapon.
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