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But first on Earth as vampyr sent

Thy corpse shall fromits tomb be rent.
Then ghastly haunt thy native place
And suck the blood of all thy race.

- Lord Byron

| ntroduction

My name is Dr. Rudolph Van Richten. By my background | am a scholar and a doctor. As | was growing up in Darkon,
| believed it was my destiny to heal people, to treat sicknesses of the body with the herbal cures| learned from my
grandmother.

Y et Fate flaunted my beliefs. | suffered a personal loss of such gravity, and was forced into an act of such trauma, that my
entire direction in life was forever changed. Even though it still pains me to remember, it isimportant for the sake of what
will follow to recount those unhappy events here.

My life in Darkon was placid, enjoyable. | was married to my childhood sweetheart, a goldentressed girl named Ingrid, and
| thought my joy was complete when | learned that my young wife would soon bear a child. | still remember the birth of my
son, whom | named Erasmus, meaning "beloved” in alittle-known tongue, as one of the happiest days of my life. He
possessed the radiant fair looks of his mother, and from me he inherited a quickness of mind and a sense of honor that set
him apart from other children.

For fourteen summers Erasmus was my pride and joy. And then, tragically, he was taken from me - not by the arms of death,
but by purely unnatural agents. While | was treating a woman in a nearby village, my son was set upon by vistani, the
gypsies who wander the lands and travel the strange Mists, and swept away. When | returned home and found him gone, my
pani c-stricken wife bewailed the circumstances of the dangerous people who had stolen our child.

| swore an oath to myself that | would never rest until Erasmus was freed from whatever unholy fate possessed him. Leaving
my affairsin the capable hands of my understanding Ingrid and committing my future to the search, | set off in pursuit.

The details of my journey areimmateria here. The trail was cold and difficult to find. Sufficeit to say that | finally tracked
the vistani caravan to Richemulot. Erasmus was not with them, but | extracted his whereabouts from the gypsy leader. They
sold my son, | learned, sold him into servitude, to alocal landowner who styled himself "Baron Metus". | hurried to the
home of the Baron and demanded that he return my son immediately.

| can still, to this day, recall my first glimpse of Metus. He was atall man, slender and graceful in his movements His pale
face was fine of feature, and his eyes were as black as pools of ink. As he heard my demand, his thin, expressive lips curled
in asmile that could only be described as exceedingly cruel. He laughed coldly and turned his back on me. | was escorted
from his property by his minions.

| camped that night just outside the walls surrounding Metus' land, and darkness and despair enfolded me. But then, around
midnight, Erasmus came to me! He had evaded the Baron's soldiers and climbed the wall. He had something horrible to tell
me.

| think that | knew the truth even before he spoke the words, as soon as | saw the ivory pallor of hisface under the
moonlight, as soon as | glimpsed the dark pits that were his eyes. The words he uttered only confirmed what | already knew.

My son was dead.

Yet still hewalked! Lifein death, death in life - such was his destiny. The Baron was a vampire, and he had passed on that
dark gift to my only son! | wept there in the night, cried the inconsolable tears of aterrified child.

But the worst was yet to come. My son had something to ask of me. The dark gift had only recently been given and his
thoughts still ran in the patterns of a mortal mind. He felt more kinship with me, with the living, than he did with the Baron
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and others of hiskind. But, he told me, he could feel those old patterns of thought slipping away. Soon, he believed, the
horror he felt for his condition would fade, and he would forget what it was like to be a mortal. He would become a monster
like the Baron!

And so Erasmus begged me to save him from this fate. He begged me to destroy him, right then, that very night. He had
even brought with him a sharpened wooden stake and a mallet with which to pound it through his chest!

| doubt that anyone can ever truly understand the torment | suffered. My son was dead, in my mind | knew that to be true.
But here he was till, standing before me, talking to me. How could | find the capacity in my heart to kill him? And how
could | not? How could I damn him to an eternity of torment?

For several hours, as the moon sank toward the distant horizon, we talked. We relived together the joyous times we had
shared, the poignant memories. We cried together. And then, as the harbinger of dawn tinted pink the sky, Erasmus Van
Richten lay himself down upon the bosom of the meadow and wordlessly handed me the stake and the mallet. Our gazes met
for one last time, then he closed his eyes and composed himself asif for sleep.

| positioned the point of the stake over my son's heart... and brought down the mallet. With each blow, the agony in my heart
could have been no greater if the stake had been sinking into my own breast. When it was done, | lay beside the body of my
son and wept again. | wept until the first rays of the sun touched his young body and reduced it to ash.

It took all the effort of my will to not lie down beside the dust that had been my precious son and dlip into the darkness of
death. Only the thought of Ingrid, waiting anxiously at home, prevented me from taking my own life. | turned my back on
the horror and bent my steps to the weeks-long journey home.

But | found that horror followed me - in fact, preceded me. When | reached my home | found my beloved Ingrid dead!
There was a note from Metus, stating that matters were now in balance. | had taken something from him that he valued -
| can only presume he meant Erasmus - and so he had taken from me something that | valued.

It was at that moment, as | knelt weeping beside the cold, white body of my beloved Ingrid, that my destiny was turned.

| had always prided myself on my ability to rid the body of disease or poison. Now | knew that this was as nothing
compared to the importance of ridding society of amost evil "disease and poison”. On that terrible day, | swore myself to a
new career: the pursuit and destruction of those creatures such as the one that had taken my son and wife from me, that feed
on the body of society as a cancer feeds on the body of man. And | swore that my first quarry would be Baron Metus!

It has been almost three decades since that fateful day. Over the intervening years, | have learned much about my quarry,
about the enemies that threaten us al.

Today, | feel my advancing age and | can sense the chill wind of mortality blowing through my soul. It is time to pass on
what | have learned, so future generations may pick up the stake and mallet when | am forced to lay them down. Thus, | am
setting pen to paper in the hope that this tome will preserve what | have learned at such great cost.

Remember: The fight against creatures of darknessis a difficult, and often painful one! But it is agood fight, and one that
must be fought. If this work inspires but one person to follow in my footsteps, then | have succeeded and my life'swork has
not been for naught.
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The Background of Vampirism

In almost every culture, on amost every world, tales of
vampirism exist to strike fear in both small children and
grown adults. These tales are generally considered folklore by
sensible people, and indeed it seems that the existence of the
living dead is both implausible and impossible. Why then, do
cultures so separated by distance and time that they have not
even the smallest commonality, share nearly identical tales of
supernatural creatures that drink the blood of the living?

| have recorded tales of a place called Krynn, and arace of
sea elveswho claim that if one of their raceis buried on land,
it will rise from the dead to seek vengeance on its brothers by
drinking their blood. A native of another world, called Toril,
tellsatale of agreat undead beast that used to be aman. This
beast roams the plains and searches for lone people to attack;
thetalerelates that it eats the internal organs of its prey. From
still another place, called Oerth, aman has told me of afamily
curse that causes the first-born male in every twelfth
generation to rise after death to drink the blood of the family
unless the body is burned at burial.

These three worlds, so far from the lands of mist that | know

them only by story and rumor, share many tales speaking of once living men walking the land and slaying the living. Can
this be coincidence? Rather, it would indicate that these tales can only be the truth, speaking as they do of undead lords who
tread upon the domain of the living.

The Question of Origins

How did vampirism get its start? If new vampires are spawned by other vampires, as virtually al tales would have us
believe, how then was the first vampire created? These questions have plagued sages as long as the undead monsters
themselves have plagued mankind. Perhaps the answer liesin Barovia.

The gift - or curse - of immortality was not thrust upon Strahd VVon Zarovich, Lord of Barovia, by another vampire; rather,
he stole it from the lips of death. | quote the following text from the diary of the Bard Gregorri Kolyan, who supposedly was
captured by Strahd only to be released sometime later with the complete story of the creature. | do not know why Strahd
allowed Gregorri to leave with this vital information. Perhaps the vampire fell aneed to have his story told after years of
exile and secrecy.

September 8, 453: Barovia isa stranger place now, although | cannot exactly put my finger on any changes. Thereisa
physical nature to this change: colors are not as vibrant, sounds not as immediate; but the major change isin the people, in
the life-blood of the land.

Asnear as| can tell, the change began about two years ago. | can remember a day when | used to play my songsin the local
taverns and people would dance and sing. Now they seem satisfied just to sit and drink and to talk in hushed whispers. There
is a dampness over their souls, like a dreary autumn day.

November 2, 453: | am on to something. It seems that my feelings about the people of Barovia have not simply been my
imagination. Thereisa source, a spiritual suppression if you will, behind the changes. | have no means of verifying this, no
magical detection devices that will lead meto it; | have only my heart and my love for the land and its people.
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March 29, 454: For nearly five months | have searched for the answer to the puzze. Baroviaisin danger and no one else
seems aware of it; | would swear to it. But it is not a danger to which people respond, not a physical enemy at the gates of a
city or the border of a land. The enemy iswithin, within the hearts and minds of the Barovian people. Just last week

| purchased some supplies from the market. The merchant packaged the items, handed them to me, and then turned away
before | could pay him. It was as if he cared not about being paid. Very odd, almost self-destructive behavior pervades
Barovia.

I have many suspicions. Many would call them paranoid, would say that my mind has become unbalanced. On certain days,
when the sun warms the land and the birds sing in the trees, | myself doubt my certitude. But then | find my eyes drawn up,
up to the castle on the hill, Castle Ravenloft. What mysteries do its walls hold within them - walls that are tall and
unyielding like the secrets of an old man's heart? Strahd VVon Zarovich has ruled Barovia for over a century and has not
been seen in half that amount of time. Each day, the knowledge comes upon me with more certainty: | must learn more
about this dark enigma of a man. And | fear | must do the unthinkable: go to the castle itself and investigate its enigma
first-hand.

April 8, 454: Fear - cold and dripping, like blood from a hanging corpse - has been my constant companion for several
weeks. The closer | get to that accursed Castle Ravenloft, the stronger | feel the grip of terror'sicy hand. There can be no
doubt now as to the source of Barovia's plight.

April 10, 454: 1 need search no longer. The object of my quest has not only appeared to me, but sequestered me away within
his foul domicile! Late last night, he appeared in my room like some silent apparition from the grave. Ordering me to take
up my quills, inks, and parchment, he seized me and leaped out my window to his waiting coach. This confirmed my
suspicions that Srahd Von Zarovich is other than a natural man, you see, for my window is four stories from the ground!

April 15, 454: For five days and nights | have literally been Strahd's prisoner in Castle Ravenloft. Srange how the castle
seems so warm and cozy inside - not the lurking horror its external visage portrays. | have discovered many things about
Strahd and may scribe them later in a tome dedicated to such an endeavor. | feel, however, that this task will never be
accomplished, for how can this man allow meto live when | know such dark secrets about him. He has shared himself, all
his intimate secrets, with me asif | were his dearest friend.

Not a man, Strahd walks the land as a vampire - a once-living creature that now feeds on the blood of the living! Although
there are endless details about his actions, mannerisms, and appearance that | wish to portray, in thisjournal | will pen
only one aspect of him: his transformation from living to undead. And | will do so immediately, lest | forget the smallest
detail.

It isa great testament to the sleepy, lethargic nature of Barovia that no one has questioned the rule of Srahd Von Zarovich.
Herarely, if ever, shows himself publicly. Hence, it has been puzzling that he has ruled Barovia unchallenged for more than
a century. | now know the answer to thisriddle, but I am no more comforted.

In life, Srahd was tossed upon a sea of emotion and jealousy. His greatest jealousy was toward his brother, Sergei, who
was young and handsome. To add to this, Sergei had the love of a beautiful girl named Tatyana. Envy swept over Srahd like
a breaking sea, for he, too, loved Tatyana. As time passed, these natural emotions twisted into grotesgue forms. His love
became an overwhelming need to possess the object of that love, and envy grew into spite, and eventually into hatred.

At first, Srahd merely intended to frustrate Sergei's plans to marry Tatyana. But then Strahd's mind, apparently already
twisted, broke, and he decided that only the death of his younger brother would give him what he wanted: sole possession of
Tatyana. He planned this assassination, thisfratricide, in private and - so he thought - in silence. But in his overwrought
state, Strahd was given to speaking aloud as he strode his chambers alone. An officer of the guard, who was a personal
friend to Sergei, walked the battlements just beyond Strahd 's window and overheard the elder Von Zarovich's plans.
Stricken with horror, he knew he had to warn Sergei at once. He turned to leave his post at the battlements, but as he did,
the scabbard of his sword struck the stonework.

Srahd heard the faint sound! Immediately, he snatched up his own weapon and hurled himself out the window, onto the
battlement. With a curse, he aimed a whistling cut at the guard's head. That officer was a veteran swordsman, however, and
parried the cut. Although he had no desire to harm Strahd, his master, the officer was now forced to defend himself.

By Strahd's account, the battle was fierce and will make for a great song, should | live to compose it. Both men were
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excellent swordsmen - Strahd from his years as a general and the officer from his constant training. Yet Strahd's madness
gave himthe edge, and he finally struck down the officer... but not before he himself had taken a wound that would have
dlain alesser man instantly.

Strahd Von Zarovich was as good as dead. In his mind he knew that, but his hatred and rage would not allow his failing
body peace. As the lifeblood poured from his body, Srahd made a pact with Death. He reached over, grabbed the dead
guardsman, and drank the blood from the corpse.

Strahd would now live free from Death forever, cheating that dark and shadowy figure! But the pact required another act to
be complete. He would have to kill his brother Sergei on his wedding day to finally seal the wicked contract.

Srahd hid the guard's body and continued with his day-to-day affairs, awaiting Sergei's wedding day. As the time passed,
Strahd found his charade more and more difficult to maintain. The daylight hours were becoming increasingly
uncomfortable and the naked rays of the sun physically painful to his skin. He also found it difficult to eat food, which
hardly satisfied his hunger. The transformation to whatever creature Death had in mind for him was beginning.

On the day of the wedding Strahd sought out Sergei and instigated a fight, intending in this way to give himself some
justification for killing the young man. Strahd expected his young and fit brother to be a challenge to defeat, but quickly
found that his physical strength had increased far beyond its previous limit. With but a single, cruel, blow Strahd felled his
brother and his pact with Death was complete. Srahd VVon Zarovich had become a vampire!

No doubt perceptive readers will have noticed the same gaps in this narrative that | spotted when it first came to my
attention. For instance, how exactly did Strahd VVon Zarovich strike a " pact with Death?" As"Death” is merely a cessation of
life, what possible manifestation of this natural condition could propose or accept such a pact?

It is questions such as these that force me to doubt the complete veracity of Gregorri's tale. Perhaps this famous bard could
not resist the urge to embellish upon the tale told to, him by Von Zarovich (although the diary entry showslittle of the
internal consistency and stylistic brilliance characteristic of tales known to have been written by Gregorri Kolyan). More
likely isthe possibility that Von Zarovich lied to the bard for his own reasons. This might explain Kolyan's eventual escape
or release; the vampire wished to use him to spread misinformation. Or, in the perhaps most likely interpretation, Von
Zarovich lied, but not only to Kolyan. Aging humans often color or alter their memories of events that were less than
flattering to them. In humans this tendency appearsin just afew years. How great may the tendency to embellish bein a
creature that has lived for centuries and can expect to live forever? This interpretation raises a major question: how much
trust can we put in anything spoken by Strahd VVon Zarovich ... or by any of his unholy kind?

The "Necrology"” of Vampires

It should come as no surprise that a vampire's metabolism is not like that of a mortal; in fact, strictly speaking, a vampire has
no metabolism whatsoever. Although al of the biological systems present in aliving mortal are also present in avampire,
most of these systems are changed in function. For example, most vampires do not need to breathe, and can function equally
well in an airless crypt or in the vacuum of avoid. Provided that immersion in water is not deadly to them, they can function
unimpaired on the ocean floor. Vampires do retain the use of their lungs, but only for speech.

Because vampires have no metabolism in the normal sense, metabolic toxins and poisons - ingested, inhaled, or insinuative -
have absolutely no effect on the creatures. Thisis not to say there are not certain substances which, when insinuated into the
body of avampire, cause it serious or even lethal damage. These substances, although they may seem to function like
poisons, are more like allergens and are usually specific to individual creatures. For example, | myself have dispatched a
vampire that was sensitive to holly, and | have heard that the ash of burned alder wood is lethal to another certain vampire.

Some examples of vampiric allergens are yew leaves, rose petals, salt, rice, silver, mistletoe, and lilies.

The digestive tract of avampire is greatly modified from that of aliving mortal. The stomach is frequently reduced in size,
often to the size of aman's clenched fist, simply because no vampire needs to ingest large volumes of solid food.

There iswide variation among vampires with regard to the ability to eat solid food. Some vampires are unable to eat normal
food at all, and any attempt to do so results in immediate regurgitation. Others can eat solid food with noill effects, although
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they extract no nourishment from the food, and pass the material through their bodies over a course of hours, as mortals do.
In the middle ground, there are some vampires that can eat solid food, but must regurgitate it within a period ranging from
minutes to hours. Thisissue may seem incidental, but it obviously has significant effects on a vampire's behavior, should the
creature try to masquerade as a living creature.

The circulatory system of avampireis little changed. The heart still pumps blood throughout the vessels of the monster's
body. There are some differences, however. Because vampires have no need to extract oxygen from the air, their blood
absorbs nothing from the lungs. This renders them completely immune to noxious gases that must be breathed to be
effective. A vampire might inhale the gas - that is, draw it into its lungs - but the toxic chemicalsin the gas would not cross
from the lungs to the blood.

The blood of avampireis aso somewhat different from the blood of a mortal. When viewed normally, it has the same rich,
red color asamortal's blood. When it is viewed by transmitted light, such as when avial of vampire blood isheld up to a
light source, it has a distinctive golden color. Blood drawn from an undestroyed vampire can manifest awide variety of
powers. In some cases, the blood is highly caustic, causing severe acid-like damage to anyone who touchesit. In other cases,
the blood bursts explosively into flame when exposed to sunlight. In still other cases, anyone who touches so much as one
drop of the blood with bare skin instantly falls under the mental sway of the vampire. It isimpossible to predict beforehand
what effects the blood of a particular vampire might have, if any. There is one common factor: at the instant a vampireis
destroyed, any samples of his blood immediately become completely inert, and frequently become corrupted and rancid
within seconds.

The sensory organs of vampires become much more sensitive than those of their living analogues. If they did not already
possess the power in life, vampires gain the ability to seein total darkness (i.e., infravision), typically with arange of some
90 feet. Their hearing also becomes much more acute, as does their sense of touch and smell; avampire is exceedingly
difficult, if not impossible, to surprise.

Because a vampire does not require oxygen and, asis usually the case, must feed only once per day, where doesit draw the
energy required, for the prodigious feats of which the creature is capable? Many sages disagree, but my own belief is that
the creature has an innate link with the Negative Material Plane.

Whatever the reason, vampires are much more resilient and robust than living creatures. They seem generally immune to
exhaustion and to the debilitating effects of pain and exposure, and seem able to shrug off the negative consequences of
many magical effects. They are totally immune to the effects of sleep, charm, and hold spells, and to other magical or
psionic effects which mimic these spells. They are also totally immune to any magical effect which specifically causes
paralysis. It isimportant to stress the word "specifically”. While a vampire would be immune to the paralyzing touch of a
ghoul or the dweomer of awand of paralyzation, it could be affected by a potent enchantment, such as alter reality or wish,
that emulated the effect. (Any mage capable of casting such powerful magic would almost certainly choose an effect more
significant than paralyzation, of course.) Like many other types of undead creatures, vampires sustain little damage from any
effect based on cold or electricity, whether caused by spell, item, breath weapon, or even the elements.

Vampires are totally resistant to several beneficial spells aswell. The creatures are completely immune to the effects of
priestly curative or healing magic, such as cure light wounds, heal, etc. Because the failure of such spells might well give
away the monster's true nature, a vampire masguerading as a mortal will often go to great lengths to avoid exposure to such
magic.

A vampire's hair will never turn gray, nor will the creature show any other physical signs of aging unlessit already had
before death. In general, as long as the creature is well fed and functions according to whatever other restrictions are
relevant to its existence, it will never appear any different from the way it did on the day of its mortal death. This does not
mean that vampires will flaunt their unchanging appearance, because doing so will certainly attract too much unwanted
attention. A vampire that chooses to live within or on the outskirts of the society of men will, in most cases, go to great
lengths to masguerade as a normal human or demihuman, pretending to age and even to "die" to remove suspicion. This
deception is discussed at length in Chapter Twelve, "The Facade”.

Vampires of Different Racial Stock

Most of this guide's discussions about "typical” vampires generally refer to vampires that were (demi)humans when alive.
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There are some differences between these once-human vampires and those that arise from different racial stock.

Again, as with discussions of human vampires, these paragraphs refer to typical cases. A dwarven vampire (for instance)
may exhibit specifically dwarven characteristics, may more closely resemble the human vampires, or may show attributes
totally different from both. Perceptive readers will observe that a certain symbolism plays an integral role with most of these
vampires. Their weaknesses and strengths are generally highly symbolic of the creatures natures while aive. For example,
some dwarven vampires may be highly reactive to weapons made of mithril, especialy if they coveted the metal inlife. This
kind of symbolic significance is a common feature with vampires of all races and natures.

Compilers Hote: We have determined that, since Dr. uan Richten penned the passage above, that each demihuman race
does indeed exhibit "uncommon™ abilities for vampires. Further, many of these abilities seem consistent within aracial
stock; in other words, many dwaruen uampires, for example, possess similar powers.

- LWF

Vampire Blood
Caustic vampire blood causes 1d6 hit points of damage if it contacts bare skin.

Explosive vampire blood (in avial) when exposed to sunlight inflicts 1d3 hit points of damage on anyone
within 3 feet. Vampire blood possessing a charm person effect has a saving throw penalty ranging from -1 to -5,
depending on the age category of the vampire, beginning with Old.

Surprising aVampire

In most situations, the chance of surprising avampire is one half the chance for a normal creature of the race
and character class of the vampire whileit was alive.
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A fiend we knew him to be, but we believed himto be a fiend of
mortal aspect. Imagine our horror when the first blow, wielded by
our stout dwarven companion with his razor-sharp axe, merely
glanced off our foe's scalp with little effect, as though the weapon
had struck a mountain boulder ...

- From the journal of Aldyn Silvershield

Vampiric Powers

Caveat: It isimportant to recall that the following discussions
refer to what might be called the "typical" vampire.
Unfortunately, there is no such thing asa"typical” vampire.
Vampires are perhaps the most individualistic of undead.
Wheat istrue for oneis an outright - and dangerously
misleading - falsehood for another. The differences between
individual vampires typically become more pronounced as the
creatures advance in age and power: while most fledgling
vampires typically show at least some similarities with each
other, the differences between the aged Patriarchs are often so
great as to make one suspect that they are completely different
types of creatures. The following discussions deal with the
most common powers and weaknesses of vampires. Many
vampire hunters have died - or worse - through
over-generalizing such discussions, however. An assumption
that any individual vampire has any particular power or
weakness is a dangerous assumption, indeed!

Great is the power of the vampire. These undisputed masters
of the undead have an abundance of powers from which to
choose, giving them an advantage in nearly every combat and
noncombat situation. These monsters enjoy significant
benefitsin nearly every aspect of their being. Their senses, strength, reasoning, and intelligence are all far beyond human
norms. In fact, if not for their special vulnerabilities (which | will discusslater), vampires would be nearly unstoppable.

Although all vampires are extremely powerful, there is a moderating effect on the abilities of vampires, and thisistime. A
newly-created vampire (in the vast majority of cases) is relatively weak when compared to those that have been in existence
for decades or centuries. On the other end of the scale, a vampire who has existed for a millenium or more is unimaginably
more powerful than a newly-created fledgling.

No one knows exactly why thisis so. Some scholars believe this progression to be "an innate characteristic of vampiric
nature”, which of courseis no answer at all. My personal belief isthat all vampires are created with the potential to use all
the powers available to a 1.000-year-old individual, but that actually using those powers is something that must be learned.
Presumably, the more "advanced" powers require more subtlety to control, or are more taxing on the vampire, or perhaps
both. To use these greater powers the vampire must practice the precision required and must build the willpower and mental
fortitude needed to wield them.

Personally, | hope that my belief iswrong because of the following logical consequence: if al vampires, no matter how
"young", have the potential to use the greater powers, might it not be possible for an exceptional individual to come into
being with a natural aptitude for some of the greater powers? The image of a one day-old vampire able to use any of the
powers of amillennium-old Patriarch is horrifying to think about. It discomforts me to learn that tales of such "precocious"
creatures exist, and apparently they do, although they are, thankfully, extremely rare. It is best to keep thisin mind and to
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realize that the age progression discussed later (page 13) is merely arule of thumb and not alaw of nature. The
well-prepared vampire hunter should expect exceptions.

Such exceptions aside, the age-related progression of powers is perhaps the vampire hunter's greatest aly. A Fledgling
vampireisless adept at covering its tracks, less experienced at playing on the weaknesses of those who would pursueit.

Age Categories

Vampires are divided into age categories. Essentially, as a vampire grows older, its power also grows. The creature gains
new abilitiesthat it did not previously have and becomes increasingly less susceptible to past weaknesses. In short, the older
the vampire is, the more formidable afoe it becomes.

Happily, | know of only two Patriarch Vampires in existence. Patriarchs are extremely rare, for seldom do vampires survive
thislong. Aswill be discussed later, the strain of immortality is frequently too great for them. | see the hand of Providence
in this, because to encounter a Patriarch is almost certain to become totally subject to itswill.

Each vampire age category has atitle associated with it. Thetitles and related ages are:
Fledgling: 0-99 years

Mature:  100-199 years

Old: 200-299 years

Very Old: 300-399 years

Ancient:  400-499 years

Eminent: 500-999 years

Patriarch: 1000+ years

These titles are more of academic interest than of practical value; one would not normally refer to avampire by itstitle. If
someone were addressing Strahd, for instance, who falls in the 400-499 category, they would still call him "Lord Strahd",
rather than "Ancient Strahd".

It seems that vampires make use of similar terms when talking to each other. In such cases, however, they are much more
concerned about relative age, and their uses of titles are amost exclusively symbolic and valued only for their psychological
effect. For instance, a vampire addressing avampire that isits senior in age might addressit as"Old One", "Ancient One",
or even "Eminence”, regardless of the senior vampire's actual age category. In this case, the formal address would reflect
respect (or, more accurately, fear) for the senior vampire. In the converse situation, an older vampire might address a
younger creature as "Fledgling" regardless of the younger creature's actual age, to signify contempt for the junior vampire's
weakness.

In most cases, of course, vampires meeting for the first time will not know each other's age. The use of titlesin such a
situation would depend on the intentions of the creatures involved. They might refrain from using titles to avoid giving
offense, or might use them extensively in a game of "one-upmanship".

Although age categories apply to all vampiresin or out of Ravenloft (keeping in mind the exceptions discussed
above), it is extremely unlikely that the most powerful of the vampires will be seen outside the demiplane of
dread. Quite simply, as a vampire grows older and more evil, the chances of being drawn into Ravenloft
increase.

Table 1: Powersby Age

Very
AgeCategory Fled. Mature Old OIld Ancient Eminent Patr.
Hit Dice 8+3 9+3 10+2 11+1 12 13 14
Str* 18/76 18/91 18/0018/00 19 20 21
Int* 16 16 17 17 18 19 20
Dex* 16 17 17 18 18 19 20
Cha* 14 15 16 17 18 18 19
Movement** 12 15 15 18 18 21 24
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Savevs. -2 -2 -3 -3 -4 -4 -5
Charm (voice) (voice) (will)
Weapon +1 +1 +2 42 +3 +3 +4
Needed to Hit

Regenerated Hit 3 3 3 4 4 4 5
Points/ Round

Vampires, regardless of age, have a Con of at least 18

* These values are minimal - if the vampire had greater ability scores prior to becoming a vampire, the higher
score is retained

** Vampiresfly (in bat form) at arate of 18 (C)

Spell- And Nonspell-like Powers

Jarmin had asked me to take a walk with him, for he said he had something very important he wished to discuss with me. |
have to admit | suspected what his topic would he. After all, we had been spending considerable amounts of time together,
and it was only logical that marriage would be on his mind.

We were within the cathedral when the earthquake struck. The ancient stone structure shuddered, and there was a terrible
crashing noise from above. With hideous strength, Jarmin flung me aside, just in time to prevent me from being struck by the
massive stone blocks that had fallen from the roof of the apse. Jarmin was not so lucky. The first boulder struck him solidly
on the back and smashed him to the ground.

| buried my face in my hands, weeping inconsolably over the loss of my one and only love. And then | screamed in shock as
afamiliar hand rested on my shoulder, and a familiar voice whispered in my ear! "There will never again be need for
tears’, Jarmin told me as his lips brushed my neck. "Nothing, not even time, will keep us apart”.

- From the journal of Maria Castries

All vampires enjoy certain abilities which, were they possessed by a mortal, would certainly be ascribed to the realm of
magic. To avampire, however, such faculties are quite innate. Some of the powers, indeed, appear to be the result of casting
spells, yet others render the creature "superhuman”, so to speak. At this point | shall divide these capacitiesinto
"nonspell-like" and "spell-like" powers and expound upon each, but | hasten to add that to the vampire, they are one and the
same, and altogether inherent.

Nonspell-like Powers

All vampires are extremely powerful in the physical sense. The reasons for this are unclear. Perhaps the transformation from
life to undeath somehow tempers the body physically, making muscles stronger and flesh, bones, and sinew more resistant
to damage.

From the moment of their creation, vampires are hideously strong. Unlike mortals, who weaken as they grow older and their
muscles atrophy, vampires actually gain strength as the years pass. Patriarch vampires, for example, develop a strength
rivaling that of some lesser gods. Vampires gain great benefits from their monstrous strength, including both the ability
break through an opponent's guard and to deliver massive damage when a blow strikes home. Although these creatures are
very intelligent and will seldom enter physical combat, they certainly have the tools to dominate such bouts.

Vampires also possess great speed. Fledgling vampires are as fast anormal human. As vampires grow older, they become
faster and faster until they reach Patriarch age, when they can move as quickly as an unencumbered light riding horse! These
dark creatures will typically use this power to their advantage when facing a priest or someone presenting blessed
accoutrements. If the vampire can close and attack before the mortal can attempt the turning or presentment, it can negate
the danger to itself.
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In addition to an advantage in their speed of movement, vampires enjoy an increase in their dexterity and speed of reaction
aswell. The process of becoming a vampire seems to imbue them with significantly increased coordination, and this benefit
only grows as the years pass. Older vampires can react to events with a speed that is, quite literally, inhuman.

Asavampire grows older itsintelligence, too, is enhanced. These creatures are extremely cunning, their actions cal cul ated.
Vampires have a keen power of reason and they will frequently achieve their goals through cunning alone, never having to
rely on crude force. Do not draw the wrong conclusion from this: these creatures do not fear, loathe, or otherwise shun the
direct use of force. They simply view force as one possible tool with which to achieve their aims, and will usualy select the
tool best suited to the situation. After all, why should a creature put its own "life" at risk when, through guile, it can get
everything it wants at no potential risk?

When hunting a vampire, be especially careful to remember the creature's intelligence. Vampires may, for example, have
their lairs ingeniously hidden and laden with many traps and snares to protect it. They can also blend into mortal society,
dominating and manipulating the people around them, even going so far as to win unsuspecting alies and even friends.
Cunning vampires may have the support, if not the love, of those around them. In short, do not assume that a vampireisa
"two-dimensiona” monster, interested only in drinking blood and draining life-energy. The creature's intelligence is often a
more effective weapon than its other innate powers.

If these advantages were not enough, with time most vampires develop an incredible force of personality with which they
delude and sway the gullible. This seems to spring from the immense self-confidence that vampires develop over centuries
of existence, and from the fact that they have had sometimes more than a millenium to learn the nuances of human behavior.
Even taking the monster's seemingly magical hypnotic gaze into account, conversing with avampireisincredibly risky
because the creature is persuasive enough to convince virtually anyone of anything. This same powerful magnetism makes
most vampires incredibly charming characters - "charm" is used here in its nonmagical sense. Vampires are amost always
exceedingly adept at gaining the favor of the opposite sex.

The above does not apply to all vampires, of course. While most vampires learn more about how the human mind works,
and thus how to pervert its thought processes, there are some who become less attuned to human interests and desires with
the passage of time. For these creatures, passing time leaves them more alien and less capable of understanding the
motivations of mortals - and vice versa.

Spell-like Powers

If one were to consider only the innate abilities discussed above, vampires would appear to be alethal enough foes.
Unfortunately for those of us who hunt the creatures, they have at their command aformidable array of spell-like abilities as
well. These powers seem to be common to most, if not all vampires, and are independent of the spellcasting tradition that a
vampire may have followed in life.

Some vampires that were spellcasters while alive do indeed retain their arcane abilities. This occurrence is generally limited
to those who were wizardsin life. Only very rarely do priests retain their powers, and then only if they served the most vile
and evil gods during their lives. This particular section, however, deals exclusively with the innate spell-like powers of
vampires. Spellcasting vampires will be dealt with later.

Perhaps the most fearsome and wholly destructive power of the vampire isits ability to drain life energy by touch. These
monsters can, by making physical contact with their opponents, drain away the very living essence - experience levels of
those opponents. Contrary to severa tales, a vampire need not make actual flesh-to-flesh contact with its opponent to drain
life energy. Even if the creature lands a solid blow on clothing or armor, it is capable of draining life force through such
obstacles. Some theorists explain this fact through concepts of symbolism and symmetry, if avampire strikes a blow hard
enough to inflict physical damage, then it is also sufficient to drain away the life of its victim. As with many facets of magic,
this theory holds that the symbolic force of the attack is more important than the superficial boundaries of armor or clothing.
These same theorists are silent when it comes to explaining an additional fact, however: avampire can drain life force only
when it strikes unarmed. If the vampire uses a weapon, it isincapable of draining energy. For this discussion, metal
gauntlets, and "brass knuckles' are considered weapons. Perhaps the open-handed attack symbolizes an action of seizing as
much as one of inflicting.

All vampires have the power to charm amortal at will. Thisisequal in effect to the wizard spell charm person, except that
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there is no casting time involved and the victim must be looking directly into the vampire's eyes. The range of this power,
technically, issight. For all practical purposes, however, a vampire would not be able to affect a victim at any range greater
than ten feet. This power, aswell as having practical combat applications, is highly useful for overcoming a number of
vampiric weaknesses. If, for example, a vampire could not enter a prospective victim's home, it could attempt to charm the
person into leaving the safe haven of the building. Aswith a charm person spell, the vampire is unable to order its charmed
victim to do anything obviously self-destructive, such asjumping off acliff. The creature could convince the victim that the
vampireishisor her friend, however, and that the victim should leave a place of safety to greet his or her "friend".

Asthese dark creatures get older, their charm-gaze gets stronger. An Ancient vampire can charm simply by the sound of its
voice. By uttering soothing words, the creature enraptures its victim. Under optimum conditions, the maximum range of this
vocal charm is40 feet. Thisrange is greatly curtailed under certain conditions such asin a strong wind or loud battle. Most
fearsome of all, perhaps, is the charm gaze of Patriarchs. These great vampires are capable of charming with their powerful
will alone. No barrier is capable of blocking this ability. In fact their thoughts are so strong, they can affect avictim even on
the other side of a stone wall. Thankfully, several restrictions apply to this power. First of al, this ability islimited in range
to some 40 feet. Second, the charm can be performed only on someone that the vampire knows is present. A Patriarch could
not, for example, smply extend its charm-gaze beyond awall, on the off-chance that somebody might be there. The creature
must know the victim is there by first detecting him or her with its delicate senses.

Vampires have the innate ability to imitate another wizard spell: spider climb. They are able to use this power at will, with
no limits on duration or frequency. This innate spell-like power operates, in most respects, like the wizard spell except that it
requires no verbal, somatic, or material components. Note that a vampireis still subject to al its normal restrictions when
using its spider climb power. Thus, many vampires cannot climb up atower and enter a castle unless they arefirst invited.
They could, however, climb up atower and attempt to charm someone through awindow. (These and other restrictions, and
weaknesses of, vampires are discussed in the next chapter.)

The ability to climb otherwise unclimbable surfaces enables vampires to situate their lairs in places that mortal s cannot
enter. A tall tower with no stairs or doors leading up to it would be a perfect place for a vampire to hide its sanctuary. It
would be able to climb up the sheer wall of the tower and enter through awindow to its waiting coffin.

In Combat

Great magic is required to combat a vampire. These lords of darkness are not subject to attacks from non-magical weapons.
To avampire, mundane weapons are not even an annoyance. Only lesser magical arms are required to harm a young
vampire, but as the creature progresses, ever more powerful enchantments are required.

If aweapon of insufficient enchantment is used against a vampire, it will simply be ineffective. In some cases, the weapon
will simply glance off the body of the vampire, doing no more damage than would a strike from a feather. In other cases, the
weapon seems to inflict awound - albeit a very minor one - but this wound does not discommode the vampire one whit. In
still other cases, the weapon seems to pass right through the creature, as though the vampire were simply a mirage.

The only common exception to this discussion is a nonmagical weapon that has been blessed by a priest of agood deity.
Thisis not a certain thing, however. Blessed weapons are discussed in more depth In Chapter Five, "Vampire Weaknesses'.

When weapons of insufficient enchantment are used against avampire, it is up to the DM to choose exactly
how such an attack will fail. Van Richten's description of the possibilities can be embellished upon by inventive
DMs. The best choice is the one that will be most dramatic at the moment.

Even if weapons sufficiently enchanted to cause physical damage are wielded against a vampire, the creature's destruction is
till far from assured. Thisis because the monsters have the innate ability to regenerate physical damage. Wounds close,
broken bones reform themselves, even missing limbs regenerate with time. The speed at which this occurs increases with the
monster's age. Still, even the most lowly vampire regenerates at an alarming rate.

The physiological (or more correctly, necrological) processes of vampire regeneration remain largely unknown, despite the
best efforts of several sages. Symbolically, however, the reason is understandable: a vampire's undead body is somehow
locked in its physical condition asit crosses the veil between life and undeath; as aging is halted, so isincurred damage. This
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has a number of interesting side-effects. For instance, if avampire cutsits hair or nails, they will grow back to the length
they were when the vampire died as a mortal, and then cease to grow further. A tatoo or other mundane mark placed upon
the skin of avampire after its mortal death will quickly fade, while such a mark that was in place before its death will
reappear no matter what the vampire does to eliminate it.

Certain marks inflicted upon the flesh of avampire by magical means, called stigmata, will not fade except under specific
conditions. Such marks and stigmata are discussed In Chapter Five, "Destroying a Vampire".

Even with the above conditions taken into account, it is still very difficult to destroy a vampire through physical combat. In
the majority of cases, once avampire has suffered sufficient physical damage to "kill" it, it transforms to a gaseous form and
attempts to return to its coffin or other sanctuary. After eight hours of complete inactivity, it regains corporeal form with al
of its physical wounds healed. For thisreason, it isvital that vampire hunters finish the job when they force a vampire into
gaseous form! If they do not track the gaseous creature to its sanctuary or prevent it from reaching its sanctuary, they will be
faced with the prospect of atotally unharmed vampire rising after only eight hours. This vampire will likely be somewhat
"irked" and plan some distinctive kind of vengeance against those who challenged it. (If a vampire forced into gaseous form
by overwhelming physical damage is prevented from reaching the safety of its coffin or sanctuary for a period of twelve
hours, the creature is destroyed.)

Shapechanging

The bright light | brought forth from my staff was highly effective in driving away the flock of bats that had bedeviled us for
so long. In our naivete, we thought we were safe. In fact, our troubles were only beginning.

The thick mist appeared without warning, seeming to rise fromthe ground like a foul exhalation. At first we paid it little
mind; at night, ground fogs are fairly common. But then we noticed how the fog was moving, swirling toward us even
though there was no wind to drive it. What could we do? How can you fight a fog?

It was then that the leading tendril wrapped itself around Batlas, our scout. Poor Batlas screamed, screamed as though his
soul was being torn from his mortal body. And then be collapsed lifeless into the mire.

Little did we think we would ever see Batlas again...

- From the journal of Morgren Dunderlorn

Probably the most visually obvious testament to a vampire's supernatural nature isits power of shapechanging. In order to
better protect themselves or combat others, all vampires share a common ability to spontaneously alter their physical forms.
The forms presented here are those available to the "typical” vampire. There are many vampires, however, who possess
unigue powers and can assume an even wider variety of shapes.

Gaseous Form

Vampires are capable of intentionally disassociating the physical components of their bodies, turning into a cloud of mist.
The transition from physical to gaseous form takes one minute (one round), during which period the creature is unable to
take any other action, either physical or magical - including, of course, parrying attacks. While the creature isin the process
of changing to gaseous form, it is also fully susceptible to physical and magical attacks.

A vampire in gaseous form is totally immune to any physical attack. Even the most highly enchanted weapon passes right
through the vaporous cloud with no effect. Magical attacks are still effective against some vampires in gaseous form; this
varies from individual to individual. Some vampires are totally immune to all magical attacks while in gaseous form. There
seems to be no way to predict beforehand whether an individual vampire will show thisimmunity or not. | surmise that the
older avampireis, the more likely the creature isto be totally immune to all attacks when in gaseous form. Some sages see
this as evidence that such immunity is an acquired or learned trait; |, however, think it more likely that creatures possessing
thisimmunity are more likely to survive over the long term.

Vampires regenerate their damaged parts normally while in gaseous form. The only exception isif the creature has been
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physically defeated in battle, in which case it must rest in its coffin or sanctuary for eight full hoursto regenerate fully. If a
vampireis forced into gaseous form by physical damage and then the creature is pursued to its coffin or sanctuary, it will be
found to have reverted to corporeal form within this sanctuary. In the mgjority or cases, the creature will be totally
comatose - unaware of its surroundings and incapable of responding to stimuli - until eight hours have passed. In this
condition, it is unable to revert to gaseous form again and is thus highly vulnerable to destruction.

Thisis not always the case, however. |, myself, have faced a vampire whose behavior was horribly different. | followed the
vaporous cloud to the creature's sanctuary and gained entrance. Within | found the fiend, lying there still as death. | prepared
my stake and mallet... and with aterrible roar the monster sprung up from its bier and attacked me and my colleagues with
immense ferocity. At the first strike from my compatriot's enchanted sword, however, the creature crumbled to ash.

This particular vampire could rouse itself from its comatose state and fight, gaining a +3 bonus to hit, due to
ferocity. However, the creature had only 1 hit point remaining. Any hit that inflicted damage would instantly
and irrevocably destroy the monster. Inventive DMs can easily come up with other interesting variations on the
theme.

Returning to the subject at hand, a vampire in gaseous form has considerable control over its characteristics. It can modify
its density to range from that of athick fog to that of athin, virtually invisible mist. Asits density changes, as a matter of
course, so does the volume the gaseous cloud takes up. In its most dense form, which is thick, while and totally opaque, the
creature takes up atotal volume of six cubic feet. Initsthinnest form, it takes up a volume of 36 cubic feet. It can change the
actual dimensions of the cloud almost without restriction, so long as the shortest dimension is no less than one tenth of an
inch. Thus, in its densest form, a vampire could range from a sphere alittle over two feet in diameter to a tendril of fog
one-tenth inch in diameter and over fourteen mileslong! A vaporous vampire can change the density and shape of its gas
cloud at will, end such changes take no more than afew seconds (1 segment).

A vampire in gaseous form demonstrates an amazing cohesion that even the strongest wind cannot dissipate. The vaporous
vampire can totally control its motion, and its movement is unaffected by winds up to hurricane force! If avampirein
gaseous form is caught in winds of hurricane strength, that is, speeds of about 75 miles per hour or more, it is swept along
with the wind. Although it is not dissipated, it is totally incapable of controlling its own motion. Thisfailingis of little help
to mortals, | suspect.

Vampires in gaseous form move slower than do creatures in corporeal form, but not much slower, and their speed increases
with age. Vampire hunters should be aware that an "Old" vampire in gaseous form can travel faster then aman on foot. This
Is very important because successful vampire hunters must be able to follow a vaporous vampire to its coffin or sanctuary
and destroy it there. In gaseous form the creature must remain close to the ground; specifically, within ten feet. It can,
however, flow up aflight of stairs, although not up aladder or the wall of abuilding. The cloud of vapor can pour down a
wall or cliff face, regardless of height, without any damage to the vampire, and does so at the same rate of speed as the cloud
can travel across flat ground.

The ability to assume gaseous form offers many benefits to a vampire. The most obvious is a means of escape. Many
vampire hunters have seen victory dlip from their grasp astheir infernal foe dissipated into a mist, invulnerable to their
attacks. It can escape thusly from locked rooms, prison cells, sarcophagi - in essence, from virtually anywhere a mortal
would be imprisoned. Aslong as there is agap with at least a dimension of one-tenth inch - the space under a door, for
example - the creature can reach freedom. (Remember, too, that with its great strength a vampire can frequently make such a
gap.) Conversely, this ability makesit very difficult to forbid a vampire entrance to some place in which it is interested.

For those vampires that must return daily to a coffin or other sanctuary, gaseous form allows them to protect this sanctuary
from intruders. As an example, | recall a creature whose sanctuary was a sarcophagus in the catacombs beneath a deserted
church. The monster had waited up all entrances to the catacombs with stonework, and had surrounded the sarcophagus
itself with rock, using atransmute mud to rock spell. The only entrance to the catacombs was a fissure between the rocks
less than half an inch wide, and to the sarcophagus a tiny bore hole no more than one-quarter inch in diameter. The creature
was indecently proud of its lyness, fully expecting that no prospective hunters would ever be able to find its sanctuary. Asit
turned out, its slyness proved to beits downfall. | located the sanctuary and blocked the fissure between the two rocks. Then,
when my warrior colleagues inflicted sufficient damage on the creature to drive it into gaseous form, it had no way of
reaching its haven and was hence destroyed. (Had the creature shown the forethought to leave two entrances to its lair, the
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story might have turned out differently.)

Anima Form

In addition to the ability to assume gaseous form, a vampire can physically change its form into that of awolf or abat. This
transformation is always voluntary, unlike that to gaseous form; a vampire cannot be forced to assume animal form. (In
other words, a vampire cannot assume an animal form when physically defeated in battle.) The animal form that a vampire
assumes will always be dightly larger than the norm, and more menacing. Some experts claim that the animal form of a
vampire is always close to the archetype for that creature, the perfect form of the species; others state that the animal form
always has the spark of intelligence visible in its eyes. Personally, | believe both statements to say more about the experts
than about vampires. A hunter trying to recognize avampire in animal form should not depend on such subjective measures.

Even behavior is not afool proof way of determining whether a particular wolf (or bat) is actually avampire. An
animal-form vampire s, of course, completely in control of its own behavior, and hence can act either in waystotally in or
out of character for the natural animal. Thus, if it suits the monster's purposes, it can blend undetectably with the normal
members of a pack of wolves or bevy of bats. Unless the monster commands otherwise, however, the natural members of
such agroup will consider the animal form vampire to be the dominant leader of the group, and will treat it as such unless
the vampire commands otherwise.

The transition from human to animal form takes one minute (1 round), and during the change, the monster is unable to do
anything else. Vampires are generally unable to transform directly from animal to gaseous form, or vice versa, but must
change to human form as atransitional step. Thus, changing from animal to gaseous form would take the creature two
minutes (2 rounds) - one minute to change from gaseous to human form, then another minute to change from human to
animal form. The only exception seems to be when the vampire in animal form suffers massive physical damage. Then and
only then the creature seems able, indeed forced, to transform directly from animal to gaseous form.

Considering that the transition from human to animal form takes one minute, and that the monster is unusually vulnerable
during the transition, why would the fiend choose to change forms at al? The most obvious use for this ability is
camouflage, allowing the creature to stalk victims unseen, or to escape detection by those with the temerity to hunt it.

There is another major benefit, too. When awounded vampire changes form, it often seems to totally shake off all damage it
has suffered up to that point. Speaking from experience, there are few things quite so terrifying as to have grievously
wounded avampire in animal form, and then have the monster transform into human shape and show no signs whatsoever

of ever being wounded! It seems that when the vampire changes form, the new form it assumesis "perfect;" in this case, free
of wounds or other damage. Luckily for all mortals, | have noted that the monsters seem to be able to use this ability only
once per day, no matter how many times they change form.

It isimportant to recall onething. As| staled at the outset, these observations refer to the "typical” vampire, and thereis no
such thing as atypical vampire! There are tales of vampires capable of taking the form of dogs, cats, birds (particularly owls
or crows) - even, in one case, an evil black steed similar in appearance to a nightmare. | have come to suspect that Patriarchs
have the ability to assume at least one form in addition to the "standard" wolf and bat, and that this additional form is
specific to the individual vampire.

The movement rate for a vampire in gaseous form is three less than the vampire's norma movement rate. For
example, an Old vampire would travel at arate of 13.

While changing form, a vampire suffers a +4 penalty to Armor Class and a-1 penalty to all saving throws.

Once- and only once- in any 24-hour period, avampire can automatically heal all damage it has suffered to that
point simply by changing form from human to animal, or vice versa. (It cannot heal itself by assuming gaseous
form, however.) In other words, when the transition is complete, the vampire is restored to its full hit-point
total. If avampirein animal form has even a single hit point and reverts back into human form, it regains full
points from the change. If the vampirein animal form is reduced to zero or less hit points, however, it is forced
to assume gaseous form.

The statistics for avampire's two animal forms are as follows:
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Wolf form: Int per vampire; AL CE; AC 2: MV 18; HD per vampire; hp per vampire; THACO per vampire;
#AT 1, Dmg 3-36; SZ L; ML 16.

Bat form: Int per vampire; AL CE; AC 2; MV 3. Fl 18 (C); HD per vampire; hp per vampire; THACO per
vampire; #AT 1; Dmg 2-12; SD Special: -3 penalty to opponents' attack rolls (see the Monstrous Compendium,
Bat, Giant); SZ M; ML 16.

As with the transition to gaseous form, the vampire suffers a +4 penalty to Armor Class. and a-1 penalty to all
saving throws during the change into and out of animal form.

Animal Control

Combating and destroying a solitary vampire is difficult enough. The creature's powers and abilities are enough to strike fear
into the heart of even the doughtiest vampire hunter. However, the hunter is almost never lucky enough to face an unallied
vampire. The monsters are very protective of their unlife, and will usually surround themselves with servitors or minions of
one variety or another. Vampires have the innate ability to summon and control certain species of lesser creatures.

By nature, avampireis able to completely control all animals whose form the vampire can assume. Thus, because a
"typical" vampire can assume the form of awolf or a bat, the monster is the natural master of all wolves and bats. Aswith
the shapechanging capability, there are probably vampires capable of summoning and controlling many different types of
creatures. This could explain recurring, albeit unsubstantiated, rumors of attacks on mortals by huge flocks of crows and
other birds. Theoretically, the creatures that can be controlled by individual vampires will usually relate to the personal
nature of the monster, or to the characteristics of the vampiric line: a subterranean vampire might be able to control rats and
burrowing creatures,; a vampire that once was a woodsman might be the master of all forest creatures; a seaman converted
into a vampire might be able to command fish, sharks, or even whales; a vampire from tropical climes might command
tarantulas or venomous centipedes, and so forth. The possibilities are so wide-ranging as to be terrifying to dwell upon.

Before proceeding, it isimportant to note that there is not the same connection between avampire and its minions as there is
between awizard and its familiar or ahomunculus. There is no shared life-force. Thus, the vampire suffersnoill effects
should a minion be destroyed.

Only therarest of vampires can summon animals in the magical sense - that is, cause the animals to magically appear in the
vampire's vicinity. Most vampires, instead, send out a mental call which all animals of the appropriate type must answer.
The call seems to have a maximum range of something over one mile. If there are no appropriate creatures within that range,
then of course no animal will answer the vampire's summons.

A vampire can call upon those creatures three times per day, but the type of animal the monster can summon is dependent
upon the surrounding environment. In a subterranean place, for instance, bats or rats will typically be called. In the
wilderness, wolves and, rarely, bats will be called. The creatures respond to this magical call and travel asfast asthey can to
the vampire. The summons failsif the animals are physically prevented from approaching the vampire (for example, by a
crevasse, fast-flowing river, etc.). It isimportant to remember that summoned animals do not appear immediately - awolf
one mile away from the summoning vampire will take several minutes to answer the summons.

Once the animals have arrived in the vicinity of the vampire, they are totally under the monster's mental control. (Any such
creatures aready present will also obey the mental commands of the vampire; this does not count against the vampire's three
daily uses of its summoning power). They will fight (to the death if so ordered) or do anything else within their physical and
mental capabilities. The vampire is even able to overcome the summoned creatures normal fears and instincts. For example,
it may force wolves or rats to attack foes from which they would normally flee. The length of time the vampire can maintain
this total mental control varies depending on the type of animal and (sometimes) on the individual vampire involved.

While avampire can summon creatures from one mile away, it can issue mental orders to creatures no more than 50 yards
distant. Thus, even though a pack of wolves might answer the monster's call, the vampire could not cause those wolvesto
attack an enemy more than 50 yards from the vampire.

Summoned bats do not physically attack. Rather, they will swarm around a vampire's enemies, confusing and blinding them.
Hence, wolves are perhaps the most fearsome animals that a vampire can control; these beasts are usually ravenously hungry
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and will quickly answer avampire's call. If wolves are called by the lord of aland, they will always be worg wolves, while
wolves summoned by a common vampire will always be of the common variety.

Most vampires are unable to communicate bi-directionally with the animals they summon and control. The vampire issues
mental orders; the animals obey. In genera, thereis no way the vampire can receive information from these animals. Thus, a
vampire typically could not use a summoned bat as a spy to gather information. Of course, thisis only true of the "typical"
vampire. There are some unique individual s that can communicate bi-directionally with certain animals, or even "speak”
their language. | must admit | find this aterrifying concept, because virtually any creature of the forest or hedgerow thus
becomes a potential spy or scout for avampire. Nevertheless, as with the spell speak with animals, there remain severe
limitations on what the vampire can communicate and learn by this means. The minds of lesser animals are very limited, and
are focused almost exclusively on the moment-to-moment requirements of survival. Animal communications reflect these
limitations. Thus, it would be impossible to conduct a philosophical discussion with arabbit, for example, or to instruct that
creature to perform complex tasks, those involving judgment and contingencies. Nor would a controlled rat be able to turn a
key, and a controlled wolf would likely be unable to remove the bar from a door, and so on.

These limitations of communication and control are not sufficient to stop a vampire who can speak with animals from
forming close bonds - friendships, as it were - with certain creatures. These animals would consider the vampire a
compatriot or aleader, and would obey the monster's commands willingly even after the period of complete mental control
ends. Such willing "animal friends" would probably not sacrifice their lives for the vampire, but otherwise would be loyal
minions.

Some examples of vampire-controllable animals are rats, bats, wolves, cats, snakes, ravens, vultures, and wasps.

Table 2: Results of Summoning

Type Number Duration
Bats 10-100 2-12rounds
Rats 10-100 1-10rounds
Worg Wolves**  3-18  2-8 rounds*
Wolves 3-18 2-8rounds*

* Will remainin area, free-willed, when this period expires.
** Can be summoned only in Ravenloft, and only by the lord of the land.

A summoned swarm of bats will cover aroughly circular area measuring 20" in radius. Anyone caught in this
swarm will be blinded, make al attack rolls at -4, have their armor class reduced by 4, and have their
movement rate cut in half. The swarm will move at a movement rate of 18, attempting to envelop the greatest
number of people. After 2-12 melee rounds, the bats will disperse. Under most circumstances, the bats
summoned will be the tiny "flying mouse” variety. In special environments, larger bats such as flying foxes or
fruit bats may respond. Only 4-24 of these larger creatures will answer the call.

Intropical climates, vampire bats may answer the summons. If the vampire summons the bats to bedevil foes
who are awake, 10-60 of the tiny creatures will arrive, having the same effect as the "standard" swarm of small
bats. Vampire bats frequently carry diseases, and anyone bitten by one of the nasty creatures has a 5% chance
of contracting a serious disease.

Other minions

It is an unpleasant point to add that vampires also exercise power over their fellow undead, particularly zombies, ghasts, and
the like. Fortunately, they are not omnipotent in these matters, even though they are technically the "kings" of the undead,
and many of the more powerful creatures may resist being controlled, particularly other vampires. Because of this, the
presentment of holy accoutrements can disrupt the vampire's authority. Take not too much heart in this; breaking the
vampire's control does not guarantee that the undead will leave you aone.

Table 3: Undead Minion Control
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Typeor

Level of Very

Undead Fled. Mature Old Old Ancient Eminent Patr.
1HD 13 10 7 4 1 * *

Zombie 16 13 10 7 4 1 *
2HD 19 16 13 10 7 4 1

3-4HD 20 19 16 13 10 7 4
5HD - 20 19 16 13 10 7
Ghast - - 20 19 16 13 10
6 HD - - - 20 19 16 13
7HD - - - - 20 19 16
8HD - - - - - 20 19
9HD - - - - - - 20%*

Undead of higher HD (including special) are immune to control by vampires of any age category.

* Automatically controlled (no chance of failure)
** Vampires of any age category are automatically entitled to a saving throw, to resist being controlled

Controlling Undead

Once undead are controlled, the vampire can maintain its dominance indefinitely. A vampire can
simultaneously maintain control over a number of undead whose HD are equal to half the vampire's age. For
example, a 137-year-old (Mature) vampire can control up to 68 HD of undead.

Salient Abilities

Many laypersons and even some experts who should know better, cling to the totally false belief that all vampires are
virtually identical. | must admit that | can understand this fixation: if one can list, categorize, and completely describe all the
attributes and powers of avampire, the fiend becomes significantly less horrifying. Humans and demihumans find the
unknown to be much more threatening than the worst of the known. Consider, then, how much more terrifying a vampire
becomes when one must admit that the creature might have abilities and attributes that are totally unexpected. Clinging to
the familiar catalog of characteristicsis, thus, intellectual laziness - arefusal to take that first step into uncharted territory. It
isaso ahighly self-destructive behavior, particularly among those who would hunt vampires.

As mentioned earlier, most of the discussionsto this point refer to the "typical” vampire - and hence are wrong to one degree
or another, because the truly typical vampire does not exist. We could, of course, consider "typical” to refer to a broad
category of creatures into which most vampiresfall. The mgority of vampires will show some similarity with this"main
sequence” of vampiredom (if | may so coin aword). The more unusual vampires, thus, fall outside this sequence.

Even those vampires that do fall near the "typical" classification sometimes exhibit abilities beyond the norm. These
otherwise undifferentiated vampires sometimes show one, or perhaps more than one, unique salient ability or power.
Research seems to indicate that vampires develop such abilities over centuries of unlife. Whether thisimplies that the salient
ability isalearned skill, such as a human's proficiency in some normal endeavor, or that it is merely a gift of prolonged
existence, is unknown. Whatever the truth of the matter, salient abilities have rarely been reported in vampires younger than
the "Eminent" age category.

In addition, it seems that only vampires who are lords of aland can develop salient abilities. If, by some magical means, a
vampire stops being alord of aland, it immediately loses any and all salient abilities and becomes once again a mundane
vampire.

Once again, | feel it necessary to re-emphasize that the following descriptions are by no means comprehensive, but | hope
that | have provided at least a solid foundation for understanding these creatures of the damned.

One particular vampire may exude such control over its undead minions that they become very difficult to turn aside
through the presentment of holy symbols. Thus, a common zombie or animated skeleton might continue to assault acleric
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and his party who would normally obliterate the walking undead in their tracks. It isalmost asif one were trying to turn the
vampire itself. Such an occurrence becomes even more dangerous to the unwary vampire hunter because, occasionally, the
undead master is not even present - it Ssmply exercisesits salient ability over its minions and they carry its power against
holy wards with them into battle. And | believe the older the vampire, the more powerful the undead it may so protect.

One of the more alarming aspects of vampires which | have mentioned is their ability to drain the very essence of life from a
victim with atouch. Even more troubling, | have heard reports of certain vampires who possess an enhanced capability.

L ong-experienced warriors and clerics can, at the touch of one of these ultra-powerful monsters, find themselves as weak as
novices, and those of limited experience may die with a single touch!

Just as some vampires may have superior life-draining abilities, other may enjoy superior regenerative powers. Imagine
striking at a cursed beast with al the might of magic and steal that your party can muster, only to watch the vampire's
wound heal aminute later! It is fortunate that such puissant creatures are far and few between.

One particularly unpleasant vampire with whom | have battled was one of such ill temper that, at the end, when we had
findly traced it toitslair, it flew into afrenzy of rage and became a blur of lethal blows before us. We were struck, it
seemed, from al sides at once by this solitary adversary, and our best-executed blows in retaliation found only thin air
where we expected its solid body to be. Initsrage it moved so quickly, in fact, that we were forced to retreat until the sun
rose, and then had to hunt until almost sundown for the creature's resting place.

There are afew vampires who were spellcasters in their previous lives, and they frequently retain those abilities aslong as
they are not clerics whose deities have forsaken them. But there are al'so a few vampires who, through unknown means
(perhaps their master is a spellcaster, perhaps they rest in amagical place; | cannot say with any authority), gain the innate
ability to cast wizard or priest spells. The vampiric quality of immortality, alone, makes this type of vampire quite
dangerous. Consider the ramifications of an evil being with innate magical powers and an eternity in which to develop them!

While all vampires retain the facility of animal summoning, afew aso have the ability to call upon gargoyles. These
despicable monsters are often indiscernible from the ornate architecture which graces many castles, so they may become a
sudden and terrible hindrance to vampire hunters who thought they had caught their quarry alone. Gargoyles are so
malicious that a vampire need only summon them and they will do the rest, without need of instruction. They seem to sense
goodness and delight in goading and torturing it.

| have also mentioned previously the ability of the vampire to charm the unsuspecting. A simple look into the eyes of the
creature and an unfortunate hunter becomes the vampire's ally or willing victim. Y et an even more frightening prospect is
that of avampire who can even charm you while it isin gaseous form! There are afew of those, by report, who have
charmed their pursuers when they believed it to be helpless and on the run. As the vampire swirled into airy mist, it twirled
in hypnotic patterns and left the hunting party dumbfounded, glassy-eyed, and altogether helpless. No matter that it was near
death; it convinced its new devotees to follow it off acliff and wasrid of the danger.

Another specific vampire who is particularly dangerous while in gaseous form is the one whose life-draining ability remains
intact in that form. | have seen ayoung warrior cry in triumph upon dealing the blow to the vampire that dissolved it into
mist, only to find himself immersed in that mist, swooning and dying before my eyes. He suffered no pain, no injury - only a
look of dizziness and then desath.

Experienced vampire hunters have witnessed their prey taking gaseous form while attempting to escape or when severely
injured, but few have seen the creature simply step through anearby wall whilein solid form. Yet, as| have once seen, there
Isaunique vampire or two who can do just that. Unlike the wizard spell passwall, which, as| understand it, requires the
presence of even thetiniest fissure in the obstacle, these salient vampires may pass through solid objects as if they were not
therel

Still another special talent among some of vampire-kind is that for creating extraordinary fear, even beyond the norm. While
most vampires must consciously put fear into their enemies, there are afew select monsters that are of such horrifying
countenance that their mere presence strikes terror into the mortal heart.

One other salient talent which springs to my mind is that of the lucky vampire who can disappear and reappear elsewhere
instantly. Such vampires can hardly be fought to the point of dissolution. Rather, at that point in which they consider
themselves to be in trouble, they simply "pop" out of view. Although | have witnessed this ability only as a means of escape,
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| imagine that the vampire could also use it to gain a constant surprise upon its adversaries.

In another vein (if you will pardon the expression), some salient abilities are not so enviable among vampires. For example,
there are a small number of vampires who have an entirely unguenchable thirst for human blood. Such monsters ravage the
countryside, attacking numerous victims every night, creating perhaps even more new vampires than they would care to.
Such creatures, fortunately, do not long survive, for they enrage even the lowliest of the masses to hunt down and
exterminate them. Those insatiable blood drinkers are usually the victims of lynch mobs who hunt them en masse and
destroy their lair and everything in it. While they survive, though, they create an enormous amount of mayhem and
suffering.

A related "especially cursed” vampire is one who is enslaved to blood lust. The mere sight of blood pitches them into a
frenzy which can be satisfied only by the ingestion of that source of blood, virtually at all costs. Thisis not much of aboon
to the vampireif he is attempting to masguerade as a mortal, to live in even the dlightest harmony with society. Such a
compulsion might be compared to a water-starved man in the desert who stumbles unexpectedly upon an oasis protected by
lions - he must have that water, even at the cost of hislife. A few unlucky vampires are so affected by blood lust that they
need not even have the sight of it; the simple warmth of the human body unhinges them.

Still other unlucky vampires are unable to mask their true natures. With years of unlife, their skin tone changes perceptibly,
becoming waxy or unnatural of color. Thisinfirmity may be concealed with makeup, of course, yet the creatureis
vulnerable to the inevitable smudge or discerning eye. A rare few become somewhat translucent with time, amost ghostlike,
and thereislittle that makeup can do for them.

Lastly, there are some vampires who become so alienated of nature that their control of animals escapes them. Rather,
animals become crazed in the presence of such avampire, impossible to control, wont to flee. Occasionally, such animals
are so enraged by the creature that they willingly, even anxiously help to track him down and attack him if possible (bless
them).

The use of salient abilitiesis optional, and DMs should use them sparingly. Their purposeisto help create
unique and powerful creatures that will keep player characters wary of creatures whose stats the PCs think they
know. Of course, the DM isfreeto create other salient abilities to suit his or her needs. The following list of
abilities can be used for random determination, but powerful NPCs are best shaped by the DM's designs and
campaigns, enhancing the story as much as the vampire.

If random determination is required, the procedure is as follows: for every full century the vampire has existed

beyond the age of 500, roll 1d10. (Thus, for avampire that has existed 975 years, the DM would roll 1d10 four
times.) For each roll that yields aresult of 1-4, the vampire receives one salient ability; roll 3d6 and consult the
following list. If the vampire already possesses the ability, follow the instructions given under "Reroll". Should
apreviously gained power berolled athird time, disregard the result and roll again.

Roll 3d6:

3. Innate Magic: The vampire can cast any selected 1st level spell at will. There is no limit to the number of
times per day the vampire can use the power, and it never requires material components. The spell must be
selected when the vampire first gains this ability, and it may never change.

Reroll: The vampire may select an additional 2nd-level spell that it may cast at will. Aswith the first-level
spell, there is no limit to the number of times per day the vampire can cast the spell, and it need not use material
components.

4. Passwall: The vampire can pass through walls at will asif they were ssmply not there, traveling at the
movement rate appropriate for gaseous form (although the vampire is not gaseous while using this ability).
Note that unlike the passwall spell, the vampire does not actually create a physical holein thewall. It merely
passes through the wall. The duration of the power is 2d4 melee rounds, and it can be used once per day.

Reroll: The power isthe same as above except that it can be used two times per day.

5. Transport: Once per day, the vampire can transport itself as by the wizard spell dimension door.
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Reroll: Once per day, the vampire can teleport itself, as per the wizard spell of the same name.

6. Charm While Gaseous. When the vampire isin gaseous form, it can attempt to "charm-gaze" with the same
restrictions that apply to its normal charm attack. The mist will begin to swirl in hypnotic patterns, attracting
the attention of the victim. Thisis considered a gaze-type attack. The vampire can use this ability once per day.

Reroll: The victim of the gaseous vampire need not be looking at the creature for the charm to be successful.
The vampire attempts the charm by "whispering" thoughts into the victim's mind. This may be used two times

per day.

7. Blood L ust: The creature has amad craving for blood and must have it at all costs. If the creature can see an
open wound or other source of fresh blood, the sight drives the monster into afrenzy. Whilein this frenzy, the
vampire will do whatever it takes to reach the source of blood and drink it. The frenzy is notso intense that the
creature will put itself into a situation that it knows will certainly destroy it. (The DM must adjudicate this
carefully. The monster will attack the largest of adventuring partiesin its attempt to drink blood because there
isachancethat it can defeat them. It will not attempt to ford ariver (if running water destroysiit) or expose
itself to sunlight to do s0.) The vampire is sated after having reached the source of blood, and isn't susceptible
to further frenzies for 2d6 turns.

Reroll: So strong isthe creature's craving that it need not see blood to go into a frenzy. The vampire can smell
any exposed blood within 20'. If it can either see or smell the blood, but not both, the creature won't destroy
itself initsfrenzy, as discussed above. If it can both see and smell the blood, however, the frenzy is so strong
that the creature will do anything, even something obviously self-destructive, in an attempt to reach its goal,
The vampire is then immune to further frenzies for 1d4 turns.

8. Undead Master: Lesser undead under the control of avampire are turned asif they were the vampire
controlling them. The vampire must be in the immediate area directing the combat.

Reroll: The vampire does not need to be present. It need only deploy its minions to a task.
9. Superior Energy Drain: The vampire drains four life energy levels with a hit, rather than the normal three.
Reroll: The vampire drains five life energy levels with ahit.

10. Fear aura: All living things will fear the vampire because it constantly exudes an enchanted aura of fear.
Any living thing within 10" of the creature suffers the same effects as a dragon's fear aura. (Humans and
demihumans with fewer than one Hit Die flee for 4d6 minutes. Characters with fewer Hit Dice than the vampire
must save vs. petrification or suffer a-2 penalty on attack rolls against the creature, and will be in constant fear
of it. Characters with more Hit Dice than the vampire are immune to the fear.) The vampire can still attempt to
charm-gaze avictim normally. If it falls, however, that person isimmediately overcome with fear and may not
be charmed by the vampire again that day.

Reroll: The fear aurahas arange of 15', and even characters with more Hit Dice than the vampire must save vs.
petrification or suffer a-2 penalty to hit. In addition, characters with fewer Hit Dice than the vampire make
their saving throw with a-3 penalty. So strong isthe fear effect that the creature is unable to charm avictim by
gaze or by voice, A Patriarch can still charm avictim by will.

11. Vampiric Rage: Once per day, the vampire can fly into avampiric rage. The rage will last for 2d4 melee
rounds, during which time the vampire can make two physical attacks per round. This benefit does not affect
spell-like or spellcasting attacks.

Reroll: The vampire not only enjoys double normal attacks while enraged, but its AC isimproved by two (i.e,,
AC 1 becomes-1). The vampire may use this power three times per day.

12. Improved Saves: The vampire receives abonus of +1 to all its saving throws (in addition to any other
bonuses it might receive).

Reroll: The vampire receives abonus of +2 to all its saving throws.
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13. Superior Regeneration: The vampire regenerates two more hit points per melee round than it would
normally.

Reroll: The vampire regenerates four more hit points per melee round than it would normally.

14. Animal Frenzy: Natural (non-monstrous) animals within 50" of the vampire sense the creature's evil nature,
which drives them into a panic. This makes trained animals skittish, nervous, and nearly impossible to control,
and causes wild or untrained animalsto flee.

Reroll: So great isthe evil nature the vampire exudes that animals are able to track avampire. Only predatory
or hunting animals (such as wolves or dogs) will willingly track a vampire. The base chance for successin
tracking the vampire is 50%. The following cumulative modifiers apply:

Each hour since the vampire's passing:  -10%

Tracking over muddy or slushy ground: -5%

Light drizzling rain: -5%
Downpour: -10%
Animal isatrained hunting animal: +10%

Note that the vampire can assume gaseous form or fly away as a bat in order to avoid being tracked.

15. Skin Tone: Y ears of undeath have affected the vampire physically. The monster's shin has turned stark
white, identifying its nature to anyone viewing the creature. (The creature could still disguise its nature using
makeup, of course.)

Reroll: The vampire'sfleshistranslucent, Any light source of equal or greater intensity than atorch will shine
through the creature's skin and flesh, silhouetting its skeleton. As above, the creature can attempt to disguise
this with makeup. Masks and clothing remain normal.

16. Gargoyle Control: The vampire can summon and control 1d4 gargoyles. The monsters will arrive in 2d4
melee rounds and will remain in the vampire's control for 2d4 melee rounds. When the period of control
expires, the gargoyles will remain in the area as free-willed monsters. There must be gargoyles available to be
summoned (within 1 mile) for this power to be successful.

Reroll: Gargoyles need not be in the areafor the summons to be successful. The vampire has the power to
transform any native rock in the immediate area (maximum of 1 mile) into an appropriate number of gargoyles.
The transformation takes 2d4 rounds to occur.

17. Energy Drain While Gaseous. The vampire can drain life energy from avictim even when in gaseous
form. The monster can affect only one victim per round with this attack. By surrounding the victim, it drains
one life level but does no physical damage.

Reroll: The power isthe same as above except the vampire drains two life levels from the victim.
18. Extra Feeding: The vampire must feed twice as frequently as normal (see the section on feeding).
Reroll: The vampire must feed three times as frequently as normal.

All vampires with salient abilities are subject to the rules governing mundane vampires unless their specia
power specifically countersit. For example, a vampire that has gained the transport power cannot dimension
door into asanctified place that it has not received permission to enter.
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| can still remember my first night in this form, the
vampire said quietly, "even though it was five centuries
ago. It was a mixture of joy and horror as| contemplated
both my escape from death and the nature of that escape. |
still remember keenly the feel of the chill air on my face
as | broke out of the earth into the moonlight, and the
raging firein the pit of my stomach that was my hunger ...

- From the personal journa of Dr. Van Richten
Creating New Vampires
Traditional Methods

According to most related tales, a vampire can create another simply by killing amortal either with its life-energy draining
power (draining all the character's experience levels) or by exhausting the mortal of his or her blood supply. If the victim's
body is not properly destroyed, it arises as a vampire, under the control of the creature who killed it, on the second night
following the burial. As an aside, | pose the question: What exactly does it mean when the victim "arises’ as avampire?
When the sun sinks fully below the horizon on the second night after the burial, the victim in the grave "awakens'. The
occupant of the grave is now a Fledgling vampire with all the characteristics, powers, and weaknesses which accompany
that condition. Most vampires remember the instant of their death and the nature of their killer, and understand immediately
their new nature. Certainly their new hunger gives them a good idea of what they have become.

They must immediately free themselves from their grave, either by breaking it open from within or by assuming gaseous
form and diffusing out. If thisisimpossible, the vampire will diein about a week unless it can somehow summon minions
such as a pack of wolvesto dig it out. Once free of its grave, the vampire'sfirst and only priority isto feed. Only after it has
fed sufficiently might it remember to conceal the fact that the grave has been opened and is now empty.

There are several nontraditional processes of creating new vampires as well, but these are much less widely known. Oneis
in the taking of a"bride" or a"groom". | shall discuss that peculiar marriage at length in Chapter Ten, "Relationships
Between Vampires'. Other methods of proliferation are as follows:

Vampiric Saliva

This method is, thankfully, exceptionally rare. The saliva of certain vampires contains various necrological substances. First
among these is a slow-acting but highly lethal poison. A single bite from a vampire can inject enough toxin to kill a robust
warrior. Unlike most poisons, however, this toxin does not kill the subject for several days. Few people make the connection
between the vampire bite and the victim's collapse, hence the body is quite likely to be buried improperly. Meanwhile,
within the dead body of the victim, other necrological agents from the vampire's saliva are having their effect. Several nights
after the victim's death, he or she comes to consciousness as a vampire.

Vampiric Curses

Some of the monsters also have the dread ability to import vampirism viaa curse. With their voice and their gaze they are
able to afflict avictim with aterrible wasting disease that drains body strength. After a number of days, the victim dies and
then rises as a vampire the night after burial. The only means of saving the victim known to meisto destroy the cursing
vampire before the victim finally succumbs. Of course, the body can be destroyed to prevent it from rising, but thisis
obviously too late to help the victim.

In general, any victim brought to death by any draining effects of avampire, but not by normal combat or spell damage, isa
candidate to become undead.
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Saliva Poisoning

A character bitten by this type of vampire is entitled to a saving throw vs. poison. It is best if the DM makes
thisroll secretly. If the save is successful, the victim suffers only 2d4 points of damage: should this be enough
to kill the victim on the spot, he or she won't rise as avampire. If the character fails the save, 2d4 days later he
or she will suffer sudden heart failure and drop instantly and painlessly dead. Within 1d4 days of buria the
character will rise as a Fledgling vampire, under the control of its killer.

Vampiric Curses

Some vampires have the ability to cast a special version of the unique priest spell, divine curse, once per day or
even less frequently (DM's choice). The effects of this curse are always the same. Should the victim fail a
saving throw vs. spells, every time the sun rises thereafter he or she loses 1 point of Str. When the victim
reaches O Str, he or she dies and will rise the next night as a vampire under the control of the monster who cast
the curse. If the vampire that inflicted the curse is destroyed, the curse comes to an end and the character
regains 1 point of Str per day. Thisisa particularly unpleasant effect, and vampires able to use this curse should
be few and far between.

Vampires with Surviving " Goodness"

It'sentirely up to the DM if a particular newly-formed vampire retains some part of his or her mortal attitudes,
emotions, and beliefs upon the transition to undeath. For DMs who like concrete rules, try the following:

If acharacter iskilled by avampire, and the creating vampire is destroyed or |eaves the area before the victim
rises as avampire, roll 8d6 and compare the result to the victim's Wis. If the result is equal to or greater then
the victim's Wis, the newly-formed vampire is completely and utterly Chaotic Evil. If the dicerall isless than
the victim's Wis, however. there's a possibility that the new Fledgling vampire might retain some portion of its
previous world view, possibly including alignment. (See Chapter Eleven, "The Mind of the Vampire".)
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I was highly impressed by our neighbor when he stopped by for hisfirst visit. He was a very well-spoken chap, exceedingly
polite, and almost over-formal for simple folk such aswe. For example, when | responded to his knock on our front door, the
gentleman simply stood on the door step and conversed, even though | stood back and opened the door to allow himto enter.

When | asked why he preferred to talk outside, he responded that his upbringing had indoctrinated him with the belief that

one should never enter another's home unless one is specifically and formally invited. So charmed was | by this olden-style

formality that | immediately bade him enter...

- From the journal of Vidimus Tansim

Vampire Weaknesses

My discussion of those few salient abilitiesthat are a
hindrance to the vampire seems a natural bridge to the subject
at hand: that of their general weaknesses. Do not take too
much heart from this chapter! Vampires are among the most
powerful of the undead, possessing great strength and
numerous seeming magical abilities. Coupled with thisistheir
inhuman tenacity and their undying hunger. Taking all into
account, vampires should surely be masters of al they survey,
destroying civilization and life as they seefit.

It isvery fortunate for (demi)humanity that vampires have a
number of weaknesses that can be exploited. Again, those
who would hunt vampires should be cautioned. These
creatures are of great might and terrible cunning. To confront
oneisliteraly to stare death in the face. Not only must the
hunter overcome the monsters' strengths, but also must he
master his own weaknesses; almost surely the vampire will
discover and capitalize upon them.

Some of the most common vampiric vulnerabilities are holy
symbols, blessed accoutrements, sanctified places, mirrors,
garlic, and running water.

One thing that the potential vampire hunter should remember is that not all vampires are affected by the same things. The
discussions below relate to "typical" vampires - which, of course, is an oxymoron; no vampireis "typical”. In practice, there
is no guarantee that any individual vampire will suffer from any of the above "standard” weaknesses.

This holds particularly true with respect to uniquely powerful vampires, or the heads or progenitors of vampireslines. (A
"vampire line" is defined as "al those 'subsidiary’ vampires created by the same progenitor vampire, or by vampires who
were created by the progenitor, etc". A progenitor is avampire whose creator has been destroyed, or one who was not
created by another vampire, but came into being by some other method.) These creatures tend to be unusual and will
commonly possesses strengths and weaknesses altogether different from the "standard” vampire.

This same istrue for the original set of vampires created personally by a head of avampire line. These creatures are referred
to asthefirst brood and comprise the progenitor's strongest and best "children”. Typically, afirst brood will be
approximately five-to-ten vampiresin size. The first brood will exhibit many of the same qualities as their progenitor but
modified in form. For example, if the head of a vampire line were able to shapechange into the form of afly, hisfirst brood
might be able to summon and command swarms of flies. As another example, if the progenitor were held at bay by anyone
reading from a holy book, the sound of such readings might cause physical harm to members of the monster's first brood.

To repeat, any mortal who comes into contact with the head of a vampire line, or other such uniquely powerful creature,
should exercise the greatest of caution. Such an encounter may require many months of painstaking research as the hunter
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attempts to glean some hint as to the vampire's unique weaknesses.

Keeping aVampire at Bay

Althea kept the mirror between us and the blood-sucking fiend, as we instructed. At first the vampire circled, glaring at usin
hatred, seemingly unable to approach the silvered glass which Althea kept always before its eyes. But then suddenly a huge
bat swept down from the night sky, claws reaching for Althea's eyes. In her attempt to protect herself, she let the mirror fall,
and it shattered on the stony ground. And in that instant, the vampire was among us, and the screaming began.

- From the journal of Donal Pembrooke

Ideally, any vampire encountered should be destroyed, because such evil is corruption in the heart of the land. This,
however, is beyond the abilities of most mortals, and the primary goal becomes one of survival. Fortunately, there are a
number of ways that might allow mortals to hold a vampire at bay, or even drive it away.

Good Holy Symbols

There is no consensus among experts as to exactly why the holy symbols of good aligned faiths hove such an effect on
vampires. No one can argue with the fact that this effect exists, however. The mgority of philosophers believe that the
symbol itself is not significant; it is the faith of the person holding the symbol that isimportant. The precepts of any
good-aligned faith will classify the vampire as a blasphemer against the gods and against nature. Thus, any pious follower of
such afaith will view avampire with righteous outrage. According to these philosophers, it is this righteous abhorrence, of
which the holy itemisjust a symbol, that so affects a vampire. It should be noted that a holy symbol need not be a
traditional one, such as across or star, to have power over avampire. Any symbol of a deity dedicated to the precepts of
Goodness will serve the purpose. Again, what seems to be more important than the actual condition or shape of the symbol
isthe faith and belief of the person presenting it. If the person's faith in his or her god is weak, then the symbol's power over
the living dead is also weak. Therefore, good-aligned holy symbols can be used, to limited effect, by laypersons (that is,
people who are not priests) or by priests of insufficient experience to truly turn avampire. Thisis usually referred to as
"presentment”, to distinguish it from true turning. Presentment is discussed below.

To be effective, a presented holy symbol must be from a Good aligned religion, and must be presented boldly
by a character who is actually faithful to that religion. The DM should adjudicate this according to previous
role-playing. "Sudden converts' to afaith to which they normally just give lip service will find themselves
"vampire fodder".

The character then makes a Cha check on 4d6, modified by +1 for every age category of the vampire above
Old. This means that a character trying to hold an Eminent at bay must make a Cha check with +3 added to the
dicerall. If thedicerall is equal to or less than the character's Charismathe vampire is held at bay for 2d4
melee rounds. If the DM wishes, some of the modifiers below may be applied,;

Table 4: Modifiersfor Turning Vampires

Situation Modifier
Priest has major spell access to the Sun Sphere +2
Priest has minor spell access to the Sun Sphere +1
Priest is using a makeshift holy symbol -1
Priest isusing a blessed or finely-crafted holy symbol +1
This specific vampire has previously caused the priest to fall a horror or fear check (Ravenloft only) -2
Priest isany Neutral -1
Priest's player role-plays the turning/controlling attempt in an exemplary manner +1

In order for a holy symbol to qualify asfinely crafted, it must be made of some precious metal or a material that
is sacred to the priest's religion. For example, a priest of the goddess Mielikki (from the FORGOTTEN
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REALMS campaign setting) would probably use a symbol made of finely-wrought wood, preferably still

living, rather than of gold or platinum. In any event, the symbol must be constructed by a priest of at least 7th
level, and takes a minimum of one week to prepare. If the symbol is a precious metal, it must be of at |east
1,000 gold piecesin value. If it is of some other material, it must be of the finest quality possible. For example,
the wooden holy symbol would have to be made of some rare and particularly sacred tree and would be difficult
to find. A makeshift holy symboal, in contrast, would be something that was hastily put together.

The role-playing modifier has been included in the interest of colorful game play. Thisis an optional modifier
that alowsthe DM to reward players who really get into character for example, if the player stands up at the
gaming table and declaims something like, "Profane Creature of Darkness, in the name of Torm | expel you
from the domain of theliving". If the DM is running a game that is not heavily role-play oriented, this modifier
can be excluded.

A number of other modifiers may be applied to the die roll, depending on the personal power of the vampirein
guestion, the priest's faith and willpower at the moment of turning, any prior and unsuccessful conflicts
between the priest and a vampire, and a number of other factors. DMs should feel free to add other modifiers
that make sense in their campaigns.

Because the lands of Ravenloft are a physical manifestation of evil incarnate, the effects of sanctified land and
structures are diluted as compared to those in other locales. Normally, when in Ravenloft, undead are turned
according to the Turning Undead table presented in campaign setting. If the vampire is on sanctified ground,
however, the standard Turning Undead table from the Player's Handbook is used (making it easier for prieststo
turn the monsters).

Sanctified places also give the following modifiersto related functions (in or out of Ravenloft):

€2 presentment of holy symbol: + 2 on Cha check
& vampire touching/manipulating holy item: -2 on saving throw
€2 vampire passing portal warded by blessed item: -1 on saving throw

In addition, when the vampire isin a sanctified place, it can't inflict the -2 penalty on turning subservient
creature.

Players and DM s should bear in mind that keeping avampire at bay does not negate its ability to attack the
person presenting a holy symbol. The creature could hurl objects, attempt to gaze-charm the character with the
symbol, summon minions to deal with the offender, or a host of other actions. A successful presentment simply
means the vampire cannot approach within 5' of the holy symbol. (If the vampire is somehow forced to come
within five feet of the character, the effect of the presentment ends.) Note that a vampire could attack with a
long polearm, such as a spear.

If a Good-aligned holy symbol iswithin avampire'sfield of vision, it suffersa+1 penalty to itsinitiative for as
long asit can see the item. A vampire seeing a Good-aligned holy symbol will normally show some sign of
distaste or hatred hissing and spitting in anger, flinching away asif in pain, etc. unless it successfully savesvs.
spells. A successful saving throw means the creature has suppressed its natural reaction. If it successfully saves,
the creature can view the item without effect from then on.

Vampiresfind it very difficult to touch, move, destroy, or otherwise manipulate Good-aligned holy symbols,
even covering the item or removing it from view requires a great effort of will. To touch or otherwise
manipulate a holy symbol, the vampire must successfully save vs. spells. This save is separate from the roll to
seeif it can suppressitsvisible reaction. A successful save means the monster can touch the item this time. Any
subsequent attempt to touch or manipulate the item requires another save.

Note that vampires gain a bonus to both the above saving throws as they progressin age. The monster receives
abonus of +1 for every age category past Fledgling. Thus, a Mature vampire gains a +1 bonus, while a
Patriarch receives a bonus of +6!
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Evil Holy Symbols

Aswith other undead, vampires are sometimes subject to control by priests of evil-aligned faiths. Just as a good-aligned
priest can use a holy symbol in an attempt to turn or banish a vampire, so can an evil-aligned priest use his symbol in an
attempt to control the vampire. In both cases, the priest's faith and willpower are key issues, and the outcome is never
certain.

With lesser undead, should the evil priest establish control, that control is virtually complete. Not so with avampire; a
controlled vampire retains its own free will, and acts in much the same way as a mortal might when threatened with physical
pain. It will obey the letter, but not necessarily the spirit, of any ordersit is given, and will alwaystry to pervert the
controlling priest'sintent so asto break the control. Only if the priest's and the vampire's desires run in perfect parallels will
the monster truly and wholeheartedly cooperate. In the vast majority of cases, the vampire will use its cunning and
considerable powers to reverse the situation, likely without the priest's awareness, so that the slave will become the master....

Thereis no equivalent of presentment with evil-aligned holy symbols. A vampireis totally unaffected by an evil symbol
presented by alayperson or by a priest of insufficient experience.

When an Evil priest tries to control a vampire, use the appropriate Turning Undead table. A success on this
table means that the priest has established control over the vampire. Aswith good priests turning vampires, the
optional rule of percent spell failure can be applied to evil priests attempting to dominate a vampire.

Turning Versus Presentment

In addition to priestly turning as discussed above, many vampires are also subject to the presentment of a good aligned holy
symbol by alayperson or by apriest of insufficient experience to actually turn the creature. It should be noted that
presentment of a holy symbol will never drive avampire away: it will only keep it at bay temporarily.

Aswith actual turning, presentment depends amost exclusively on the faith and the force of personality of the person
presenting the symbol. Even the slightest wavering of faith or dip in confidence can allow the vampire to ignore the effects
of aholy symbol. A presented holy symbol in the hands of the most virtuous and pious believer will force avampireto
remain at least five feet away from the character holding the symbol.

Whether or not the item is actually being used in aturning or presentment attempt, vampires hate the sight of good-aligned
holy symbols. This hatred usually manifestsitself in an unwillingness to look at or touch the symbol, or to flinch away from
it. A masguerading vampire must exercise much self-control to suppress this natural reaction. Vampires seem distracted and
apparently have difficulty concentrating when a good-aligned holy symbol iswithin their field of vision.

Blessed Accountrements

In addition to holy symbols, there are a number of other religiousitems that can be used to exert control over the majority of
vampires. Although they are usually not as effective as holy symbols, they can be used in a pinch.

These items, collectively called blessed accoutrements, vary in nature and form, depending on the religion or mythos from
which they come. Regardless of the mythos, however, to be effective, blessed accoutrements must be associated with afaith
that reveres a good-aligned deity. These items must have been blessed by a priest of that religion. (Note that an item that is
not directly associated with the faith, but has neverthel ess been blessed, does not qualify as a blessed accoutrement.) Blessed
accoutrements can never be used to turn avampire; only to keep it at bay. Although a priest's bless spell normally has a
temporary duration of approximately six minutes, a blessed holy item remains blessed only for the purposes of holding a
vampire at bay or warding a portal until something befalls the item that would desecrate it. (Events that would qualify as
desecration vary from faith to faith, although there are certain actions that would always fill the bill, al of which are too
unpleasant to discuss here.)

Some examples of blessed accoutrements are holy waters, holy water, prayer beads, blessed books or tomes, and robes or
clothing.

Blessed accoutrements can occasionally be used as weapons uniquely able to mark and harm vampires. Thiswill be
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discussed in the next chapter, "Destroying aVampire", under the heading " Stigmata’'.

The procedure for holding a vampire at bay using a blessed accoutrement is the same as that for using a holy
symbol. Use the table for Turning Undead in the DMG (or, when playing in the RAVENLOFT campaign
setting, table from campaign setting), but with a +2 penalty to reflect the lesser power of a blessed
accoutrement. The diceroll isfurther modified by +1 for every age category of the vampire above Old. If the
diceroll is successful, the vampireis held at bay for 2d4 melee rounds at a distance of five feet. If the DM
wishes, some of the modifiers from the Modifiers for Turning Vampires list above may be applied.

Another common use for blessed accoutrementsis to keep a vampire from entering a certain place. These evil
creatures have great trouble passing through a portal that is adorned or protected by blessed accoutrements. A
portal so protected will keep a vampire from entering for 2d4 rounds. After that time, the creature must make a
saving throw vs. spellsin order to enter. This saving throw is modified by a bonus of +1 for every age category
of the vampire beyond Fledgling.

Below isalist of typical accoutrements that are frequently blessed. Keep in mind that these are examples, and
the collective list of accoutrements would be as varied as the number of existing religions. Two die-roll
modifiers are included with each item. Thefirst is applied to the Cha check die roll when someone tries to use
an accoutrement to hold a vampire at bay; the second is applied to the vampire's saving throw roll when it
attempts to pass through a portal warded by a blessed accoutrement:

& holy water (+2/-2)

& holy water (+3/-3)

& prayer beads (0/0)

£ blessed book or tome (+1/-1)
€ robes or clothing (-1/+1)

Additonal Protection

There are three additional items that are useful for keeping vampires at bay. Once again, one must realize that not all
vampires will be subject to theseitems.

The state of undeath offers many powers and abilities denied to mortals. The connection with the Negative Material Plane
also causes vast changesin amortal turned into a vampire. Despite these issues, however, there is one vital fact that can
always be used against a vampire: at onetime it was a mortal.

It isthisfact that likely explains avampire's negative reaction to mirrors. If amirror is presented boldly and with conviction
to avampire, the monster will recoil from it. Exactly why is this? It appears that vampires often resent their undead stale,
and yearn for the warmth of humanity and feeling of being alive. Mirrors, because they do not reflect the image of vampires,
remind the creatures in amost painful manner of their undead state.

Garlic also has a strong effect on vampires. The reasons for this are unclear, but some innate quality in the plant causes
vampires to cower from it. Some sages believe the reason is simply that vampires find the odor extremely offensive - so
offensive, in fact, that a vampire will never approach any significant quantity of garlic, but | find this explanation much too
simplistic. Perhaps vampires find garlic to be toxic to their necrological processes, as wolvesbane (actually aconite) isto
werewolves. In any case, garlic can be used as a partial protection against the monsters.

Many legends tell of vampires being kept at bay by running water, and conclude that running water somehow has some
warding power over vampires as does garlic and mirrors. Asfar as| can tell, these tales are probably true with regard to the
base events, but totally wrong in their conclusions. It istrue that al but the most powerful vampires - generally speaking,
Eminents and Patriarchs are quickly destroyed if they are immersed in running water. Vampires are, of course, aware of this
vulnerability, and hence will avoid running water if there is a chance they can be immersed in it. This means that vampires
will be particularly wary of bridges, stepping stones, ferries, and other means of crossing running water. (After al, bridges
can collapse, ferries can sink, etc.) If the benefit is great enough, vampires will risk such means of crossing running water,
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but will always do whatever it takes to minimize the risk. If circumstances allow, however, the fiends will shapechange to
bat form and fly across ariver. Thusit can be seen that an aversion to crossing running water is not a strict prohibition, but
merely arational choice.

There is one exception: avampire in gaseous form is strictly prohibited from crossing a body of running water that is more
than three feet wide.

Myths and legends tell of other items or situations that can drive away vampires or keep them at bay. Among these are wood
ash, dove feathers, and the singing of asmall child. It is not known if these items are truly effective against vampires.

| believe that these tales actually describe idiosyncratic weaknesses of certain individual vampires, which should not and
cannot be generalized to all of the foul race.

A character can also use amirror to keep avampire at bay. In much the same way as a holy symbol, except the
Cha check is made with a+1 penalty. A successful roll means that the vampire is kept at bay for 2d4 rounds at
arange of 5, but only if the mirror is directly between the character holding it and the vampire, so that the
vampire can see itsreflection (or lack thereof). The vampire can, avoid the effects by "flanking" the character
with the mirror, by shattering the mirror in some manner, or by forcing the character to drop the mirror. Aswith
other means of keeping avampire at bay, modifiers from the Modifiers for Turning Vampires table can be used.

Sanctified Places

Although the realization caused my gorgetorise, | suddenly perceived the only way | might escape the fiend that pursued
me. There was one fresh grave in the graveyard, one that had been closed this afternoon. In desperation, | cleared away the
fresh earth, exposing the coffin. | could hear the unnaturally fast footsteps of the vampire as | climbed into the coffin with its
cold occupant and closed the lid. Of course | was unable to re-cover the coffin with dirt, but | preyed - more fervently than

| had ever prayed before - that it would make no difference.

- From the journal of Zylara Windermere

There are certain structures and locales that can strongly influence or prohibit vampires. These structures and locales can
best be described as sanctified places. As ageneral rule, these locations are rare.

In order for abuilding, structure, or areato be considered a sanctified place and to hold power over avampire, it must be
one of two specific types of establishment.

The first type of safe house from the vampire is one that is expressly owned. The location must be owned by an individual or
strongly defined group. If the location isinhabited, it must be inhabited by the owner or by a member of the owning group.
The following are examples of locations that meet this criterion:

& ahouse, owned by the residents
& amonastery, owned by the order of priests that dwellswithin it
& agraveyard, owned by the priestly order that oversees it

The following locations would not qualify:

£ an inn, because the residents staying in the various rooms do not own them
& apublic area, such as avillage green

& atown's public graveyard, because the area would generally be "owned" by an elected (and hence ephemeral) town
council

& atrading coaster's warehouse, because the building is owned by a"corporation”, which is alegal fiction

Churches, temples, and the like, even when, officially owned and operated by amorphous groups such as atown council,
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qualify because they are symbolically owned by the deity to which the buildings are dedicated.
The second type of place that is off-limitsto a vampireis one that isin some way hallowed.

In the case of persona homes, they are the retreat or sanctuary of the owner, and are inherently hallowed. Churches and
temples are obviously hallowed by their nature. Note that, in this case, the word "hallowed" does not necessarily mean
religious or holy; rather, it means "respected” or "venerated”. The following list of structures/areas gives a general idea of
what might be considered hallowed ground. As with holy symboals, the types of hallowed ground vary with different cultures
and religions:

& house or home

& church

& holy burial sites

& hallowed hunting grounds

In general, even the most powerful priest is unable to sanctify alocation that does not have some tradition of sanctity or
veneration associated with it. Thus, even ahigh priest could not buy the title to an abandoned estate - actualy the lair of a
vampire - and then somehow sanctify it, just to aggravate the vampire if nothing else. Unless the estate had some tradition of
sanctity attached to it, the priest would have to establish the building as atemple, attract a body of other priests and a
congregation, hold services, etc. Then and only then might the building be considered sanctified. (And if you think the
vampire in the catacombs would sit still for that, then you would not last very long in the lands of mist....)

Homes

Homes, that is, houses or other spaces where individuals or families have their permanent residence, enforce their own
restrictions on a vampire. Homes are not actually sanctified places (except in the most unusual of cases) and so give priests
or laypersons no benefits when turning or holding at bay vampires and other undead. They do, however, give those within a
unigue protection against vampires.

In short, avampire is completely unable to enter a home unlessinvited by aresident; the creature is simply unableto
physically enter the residence. There are a few important notes that apply. First of al, to qualify asa"resident” of ahome, a
person must have been invited to live there indefinitely. This can be the actual home owner, the spouse, arelative of the
owner, alive-in servant, etc. A guest of the owner does not qualify as aresident. Second, the invitation must be overt, stated
inwords. An implied invitation, such as an open door, is not sufficient. A single invitation to enter a home will alow the
vampire to enter that home but once, immediately after the invitation is extended. The sole exception isif the invitation is
offered by the "man of the house" - the oldest member of the household. If it isthe "man of the house" who formally offers
the invitation to avampire, the creature is thereafter always free to enter that home without further invitation. Third, just
because a vampire is unable to actually enter a house, those within are not totally protected from the creature's wrath. A
vampire has a number of options open to it. For example, it could attempt to charm someone inside the house, or otherwise
convince them to officially invite the creature to enter. It could summon minions, who would not be forbidden to enter the
house. Alternatively, it could burn the house to the ground or otherwise force its potential victims to leave the structure. In
short, fleeing to one's home to escape a vampire offers temporary protection at best.

In the lands of mist there are a number of exceptions to the above remarks. Strahd Von Zarovich is the absolute ruler of
Barovia and thereby owns al properties contained in it. This mighty vampire lord can enter any building or structure that he
wishes, simply because he "owns' them all.

Graves

Many experts find the statement hard to believe, but it seems that the majority of vampires, the "lords of the undead”, are
unable to physically open the grave, crypt or other final resting place of another who was interred according to the precepts
of the religion the person followed in life. (They can obviously open their own resting place with impunity.) Although
surprising on the surface, when viewed symbolically, this makes perfect sense. An interment siteis, in one manner of
speaking, the only property owned by itsinhabitant, for eternity. And, assuming the deceased was interred with the formality
and ritual associated with his or her faith while aive, the interment site is thus sanctified, at least to a degree. For these
reasons, a "typical" vampire is unable to enter, break open or otherwise physically disturb an interment site without the

file:///E|/Roleplaying/handbooks/TSR/VR Guides/vr01_05.htm (7 of 8) [10/03/2001 10:02:41 AM]



Van Richten's Guide to Vampires - Vampire Weaknesses
express permission of the "inhabitant” (who, obviously, isunableto giveit).
This does not prevent a vampire from magically animating the inhabitant of a grave, however, and then having the animated

corpse break out of the interment site. The restriction also does not apply to unfortunates who were interred without benefit
of clerical rites and rituals: bodies buried in a mass grave, criminals who were excommunicated before or after death, etc.

Causing Damage with Holy Symbols and Holy Water

In order to damage the vampire with a holy symbol, the presenter must make a successful Cha check on 1d20
and then touch some part of the vampire's skin with the symbol. Generally, this requires a successful hit vs. AC
4, although this can change, depending on the circumstances. If the Cha check and the attack roll are both
successful, the vampire sustains 2d6 points of damage and is kept at bay for 2d4 rounds.

The character wielding the holy symbol must be of Good or Neutral alignment. Vampires suffer no damage
from aholy symbol wielded by an Evil character. Below are some optional modifiersto the Charoll:

€2 CharacterisCN, N or LN: +4

€ Character isCG or NG: +3

€2 Character is LG, but does not worship the deity to whom the holy symbol is dedicated:+2
€ Character is a priest who worships the deity to whom the holy symbol is dedicated: -2

Damage inflicted by athrown via of holy water, or by any other contact with holy water, is 1d6+1 hit points. In
addition to taking damage, a vampire will be kept at bay for 2d4 rounds after any direct hit from holy water.

file:///E|/Roleplaying/handbooks/TSR/VR Guides/vr01_05.htm (8 of 8) [10/03/2001 10:02:41 AM]



Van Richten's Guide to Vampires - Destroying a Vampire

The small boat capsized, and all of us - my colleagues and the fiend - were cast into the torrent. This was our opportunity.
Asthe rocks battered at us and the rapids threatened to drown us, we grabbed at the hissing, screaming monster and
struggled to immerse it. Its strength was inhuman, and the wounds it inflicted on us were terrible. But we withstood it as the
only certain way of destroying the hideous creature.

We thought we had succeeded when the thing wailed asif in agony, and its body shifted in our grip - but the creature had
become a bat. We grabbed for it, but it slipped from our grasp and flew away into the night sky. At that point we knew that
even if we survived the upcoming rapids, our troubles were only just begun...

- From the journal of Vraymar Orcbane

Destroying aVampire

Driving avampire away or keeping it at bay is quite difficult
enough. Unfortunately, in the majority of cases thiswill only
guarantee that the fiend will approach again, at atime of its
choosing and when you are least prepared. The ultimate goal
isto significantly damage and then destroy the creature.
Unfortunately, this feat is much more difficult to achieve than
it isto discuss. However, the creatures are not wholly
omnipotent and there are, thanks to all that's holy, some
means to strike them down! That, of course, ismy intent in
committing this guide to pen and ink.

Of course, the easiest way to destroy avampireisto be sure
that it never rises at all. When apersoniskilled by avampire,
as| have postulated, it isalmost certain that that person will
become avampire as well. The best way to prevent avictim
from rising as avampire isto completely destroy the body
rather than bury it. If the body must be buried for religious or
other reasons, there are other ways that it can be prevented
from becoming avampire. The way most certain isto drive a
stake through the heart of the body, fill its mouth with a
consecrated substance, and cut off its head.

Remember: the vampire hunter who relies upon tradition is almost certainly doomed to become the thing he hunts!

Wooden Stakes

Folk tales make this means of destruction sound much simpler than it really is. In fact, there are several significant issues
that must be addressed. First, the stake must be prepared from wood. Ash is normally the appropriate wood, but certain
vampires may be immune to ash, and another wood must be used. The appropriate wood may vary depending upon the
individual vampire, and will often be somehow related to the creature's personal history (how it became avampire. etc.). For
example, avampire who livesin a graveyard might only be killed with a stake of yew wood.

In the night, when a vampire's power is at it's height, awooden stake is largely ineffectual. For obvious reasonsit is best to
confront avampire while it is unconscious in its sanctuary. Unfortunately, thisis not always possible and the vampire hunter
must be prepared to face a conscious and active vampire.

If attacking a conscious and unrestrained vampire, the stake must be manually driven through its heart. In other words, the
stake must be used like a dagger or a short sword and driven into the chest of the monster, who will hardly remain still while
someone positions the stake and prepares to strike it home with amallet. Even thisis harder than it sounds; as evidenced by
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its inhuman strength, the muscles of avampire are much more sturdy, perhaps more dense, than their mortal equivalents.
Thus, the attacker must have great strength in order to drive the stake into the monster's chest cavity. In addition, it must be
remembered that the heart isarelatively small target, and very difficult to hit if the vampire is moving. Even if the vampire
Is somehow restrained, it isfar from a sure thing that the attacker can drive the stake manually through the heart.

If the vampire is unconscious or immobilized, success with a stake and mallet is still not guaranteed if the stakeis ever
removed from the vampire's body, the creature will rise again. To prevent the monster from ever rising again, the attacker
must decapitate the vampire. Otherwise, the possibility of it rising to stalk the lands still exists.

A single attacker using the stake like a melee weapon must have a minimum Str of 17; otherwise the blow will
not be strong enough to penetrate the heart. To strike the heart, the attacker must roll a successful hit against
AC -1. If either condition is not met, the stake does not penetrate the heart, and does no damage to the vampire.
Two people, but no more, can cooperate in wielding the stake in melee. The sum of their Str scores must exceed
17, and they make the attack at -3 to hit because of the difficulty involved in coordinating their movements.

If the monster istotally immobilized, no to-hit roll is required. Staking the creature takes 1 round.

Blessed Weapons

Weapons that have been blessed by a priest are a special case: for the duration of the bless spell, a blessed but otherwise
nonmagical weapon can strike a vampire. It inflicts only minimal damage, however, unless wielded by awarrior of
exceptional strength.

If apriest of anonevil deity casts a bless spell on any weapon (or item that could be conceivably used as a
weapon), for the duration of the spell that weapon is capable of striking a vampire. The blessed weapon gains
no to-hit bonus, of course. A successful hit inflicts one point of damage, plus any applicable strength bonus.

Running Water

Many tales state that vampires are exceptionally vulnerable to running water. For most vampiresthisis at least partialy true.
A vampire that is totally immersed in rapidly flowing water should be involuntarily reduced to gaseous form in a matter of
minutes. There are several vital considerations to keep in mind, however. First, the water in question must be rapidly
flowing; oceans, creeks, slow streams, and the like will not suffice. Second, the word "immersed" has a specific meaning in
this context: fully three-quarters of the vampire's body must be below the surface of the water, and this portion must include
the entire chest, from the creature’'s waist to its neck. (In essence, the monster's heart must be immersed.) Vampires are as
capable of floating or treading water as any humanoid creature. Thus, merely throwing a vampire into ariver and waiting for
it to expire will probably not work. The vampire must be so held that its entire chest is completely immersed for at least one
minute in order to inflict any damage whatsoever upon the creature.

Asis so often the case with vampires, thisis much easier said than done. The creature is hideously strong and the panic
engendered by even partial immersion seems to give the creature additional reserves of strength. Often the attacker becomes
the attacked.

The monster can also use its many spell-like powers to destroy those who would try to hold it under. Luckily, as soon as the
creature is even partially immersed in running water, it isincapable of voluntarily assuming gaseous form. It can, however,
shapechange into another form.

If the attempt is successful, the results are quite extreme. Should the creature be kept suitably submerged for only three
minutes, it isforced into gaseous form - which bubbles to the surface - and must flee to its sanctuary.

If avampireis even partially immersed in running water, it temporarily gains the Str associated with the next
highest age category. Thus, a Fledgling vampire dumped into ariver will temporarily enjoy a Str of 18/91,
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rather than its normal 18/76. This temporary Str bonus vanishes as soon as the creature is out of the water. In
addition, if the monster's arms aren't somehow constrained, it gets a +4 bonus on all attacks against any
characters physically trying to hold it underwater. (This bonus represents both proximity and the fact that its
foes are concentrating on holding it under.)

At the end of each complete round that the vampire has been immersed, it loses one-third of its maximum
hit-point score. As soon asit isdriven to zero or fewer hit points, it assumes gaseous form.

Example: A vampire has a maximum hit-point total of 60 hit points. In combat with a group of adventurers, the
creature suffers 25 points of damage from an enchanted sword, giving it a current score of 35 hit points. To add
insult to injury, it is then unceremoniously dumped into afast flowing river, with six burly warriors holding it
down. At the end of the first round, the creature loses 20 hit points - one-third of its normal total of 60 - which
dropsit to acurrent total of 15 hit points. At the end of the second round, it loses another 20 points, dropping its
total to -5. With a strangled curse, the creature reverts to gaseous form.

If avampireisimmersed in alarge quantity of holy water, the creature loses one-half of itstotal hit points per
melee round so immersed. All rules relating to immersion in running water - Str bonus, attack bonus, etc. - also
apply. Even if the monster is not totally immersed, it suffers 2d6 + 2 points of damage on every round that it is
even partially immersed.

Sunlight

For this discussion and the following paragraphs, the word "sunlight” refers to the direct rays of the sun or such rays
reflected by amirror.

Most vampires can be destroyed by exposure to sunlight, and even momentary exposures can be lethal to Fledglings. These
creatures hate the sunlight with a passion that mortals can't begin to understand. If avampireis up and about in the daylight
hours, then it will aways take great pains to shade itself from the sun. With very few exceptions, vampires will never
willingly passinto the sunlight. If this means that they must fight a battle to the death, allow a mortal enemy to escape, or
make any other such sacrifices, so beiit.

As soon asanormal Fledgling vampire istotally exposed to sunlight, it isinstantly incapable of using any of its magical
abilities. All it can concentrate upon istrying to get into shelter. If at the end of one minute the creature has not escaped the
rays of the sun, it isinstantly and permanently annihilated.

As avampire ages, however, it becomes able to sustain brief periods of time in the sun. Older vampires seem to be able to
resist the lethal effects of exposure to sunlight for varying periods of time. A Mature vampire might withstand one minute of
exposure, for example, while an Ancient might withstand one hour in the sun without being destroyed. During this " period
of immunity", the creature is able to use all of its powers normally. The instant this period of immunity expires, however,
the creature is stripped of its magical powers, and one minute later is annihilated.

A vampire that has existed for amillennium is no longer susceptible to the burning touch of the sun. A Patriarch can go forth
during the daylight hours with the same freedom as a mortal. (There are also tales of vampires centuries too young to be a
Patriarch, who are equally immune to sunlight - the possibility that such a creature can pass thisimmunity on to aline of
vampiresistoo horrid to dwell upon.)

A vampire could stand in aroom with sunlight streaming through the window and remain totally unharmed so long asit did
not step into a sunbeam. It isimportant to here relate the nature of reflected sunlight that harms vampires. "Diffuse”
reflection, such as that from the floors and walls of aroom, is harmless to the vampire, albeit highly distasteful. "Focused"
reflection, however, is dangerous. As arule of thumb, the reflected sunlight is dangerous only if the vampire could
conceivably see a recognizable image of the sun in the reflecting surface. The sun reflected in amirror, a polished shield, or
perhaps even a well-cleaned plate would harm a vampire.

Even partial exposure to sunlight can be dangerous to a vampire - "partial” in this case meaning that only a small portion of
the vampire's body (such as a hand or arm) is exposed to the direct or mirror-reflected rays of the sun. The vampire's period
of immunity comesinto play again. If the partial exposure extends beyond this period of immunity, the exposed portion of
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the vampireis burned asif by direct application of fire.

It cannot be stressed too often: most vampires hate sunlight. Even if avampireisin the sunlight less than its period of
immunity, it takes amassive effort of will for the creature to do anything other than seek shelter. Patriarchs or vampires
innately immune to sunlight still dislike being exposed to the direct or reflected rays of the sun although the intensity of this
disikeisinfinitely less than that exhibited by their lesser kin. Such vampires will never show atendency to flee from
sunlight, but they might evidence other symptoms of distaste.

Vampires can sometimes be physically forced or tricked into the sun, but considering the great strength and intelligence of
the creatures, thisis never aminor undertaking. Usually a vampire destroyed by sunlight instantly crumblesinto dust, if in
any material form. Sunlight also affects vampires that are in gaseous form in the same ways as discussed above. If a gaseous
vampire is destroyed by sunlight, the cloud of gas simply dissipates, never to reform.

At the end of every complete melee round that a vampireis partially exposed to sunlight, it suffers 3d6 points
of damage. The exposed flesh will often burst into flame, emitting afoul smell.

A vampire exposed to sunlight must make a saving throw vs. petrification, with a-2 penalty to the dieroll. If it
failsthis save, it can do nothing but seek shelter from the sun. If it saves, however, it can act freely during its
period of immunity, and can suppress any obvious signs of its discomfort. As soon asits period of immunity
ends, however, it must instantly seek shelter from the sun.

If aPatriarch or other sunlight-immune vampire is exposed to direct or reflected sunlight, it must save vs.
spells, with a+2 bonusto the dieroll. A successful save meansthat it totally suppresses itsinnate distaste for
sunlight. A failed save, on the other hand, indicates that the creature shows some signs of discomfort, such as
painful squinting, etc.

Stigmata

In three memorable cases, | have seen a fascinating phenomenon occur when a vampire was caught in sunlight, was struck
by a holy symbol, or was splashed by holy water. In these cases, not only did the contact cause pain and inflict physical
damage, but it also left a seemingly indelible mark on the vampire. In one case this took the form of ared discoloration,
similar to a birth mark, the size and shape of the splash of holy water that struck the fiend. In the others, the mark was a
blackened scorch where the sun struck the skin, and a brand in the exact form of the holy symbol.

Why isthisinteresting? Recall that the condition of avampire's body normally tends toward the condition it was in when the
creature died. Old scars, tattoos and the like will reform, while new scars and similar marks will quickly fade. The marks,
which | chooseto call "stigmata' (singular, stigma), did not fade until a period of months had transpired in the first case, and
several years had passed in the others. Particularly in the case of the holy symbol, the vampire was effectively and visually
identified for what it was, depriving it of a means to masquerade as a mortal. Therefore, it was easier to hunt down the fiend
and destroy it.

I have no idea how common a susceptibility to stigmatais among vampires, and it is not the sort of thing easily established
experimentally. Tales of stigmata are rare, and if vampire and foe come into such proximity that a stigma can be created, in
most cases either foe or vampire ends up destroyed.

The duration of stigmatais up to the DM.
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Magic and Vampires

Vampires are, by their nature, highly magical creatures. Thusit isonly logical that their reactions and responses to magic
might be quite different in their undead state from what they were while alive. There are two issues to consider: the use of
magic on vampires and the use of magic by them. Vampiric spellcasting occurs most often among those creatures who had
magic capabilitiesin life - | shall address that subject in Chapter Thirteen, "Retained Skills'. Vampiresin general can use
magical items, and | shall discuss that briefly at the end of this chapter. First, allow me to consider the issue of the effects of
spellcasting on the "typical” vampire.

The Effects of Magic on Vampires

There are agreat many spells and spell-like powers available to (demi) human spellcasters, or possessed innately by other
creatures. For this reason alone it would be impossible to discussindividually how each different power affects avampire.
Fortunately, the vast majority of these powers can be grouped into representative categories, with most members of a
category having asimilar effect (or lack thereof) on vampires. | have, therefore, chosen to organize this discussion along
those categorical lines, pointing out unigque exceptions where appropriate. Note that these categories generally do not equate
to Schools of wizardly spellcasting or to Spheres of priestly magic. They are generally classified by effect.

Before continuing, please note that exceptionally powerful vampires may well prove immune to spells that are highly
efficacious against their lesser brethren. Conversely, vampires with unique heritages might well be subject to dweomers that
aretotally useless against most of their kin. If the latter is the case, then such vulnerabilities are usually counterbalanced by
some surprising immunity. For example, | have reason to believe that a vampire line exists whose members are all
susceptible to illusions, but totally invulnerable to fire magic, Also, before discussing individual categories of magic, one
thing must be made clear. Patriarch vampires are categorically immune to spells of low power. This means that the spells of
priests and wizards of limited experience will be totally useless against such an ancient creature.

To be affected by magic, the vampire must fail both its basic magic resistance roll and its saving throw.
Vampires suffer half damage (rounded up) from any magically damaging attacks. If avictim of the attack is
normally entitled to a saving throw for half damage, a vampire would also be entitled to a saving throw. If the
vampire saves successfully, however, it suffers no damage whatsoever from the attack.

Patriarch vampires are totally immune to all 1st- and 2nd-level spells - of the wizard variety only - regardless of
the level of the character casting the spell.

This ruling might force the DM to make judgement calls regarding certain spells. The pertinent issue is whether
the spell isintended to have an effect on the vampire itself. First, some obvious examples: spellslike magic
missile are totally ineffective against a Patriarch. Likewise, a Patriarch vampire can see through the effects of
an alter self spell.

An armor spell will provide no protection against a Patriarch's melee attacks, but it will improve the subject's
AC against a missile weapon hurled by avampire. Likewise, ashield spell will provide awizard with AC 2
against missiles hurled by a Patriarch vampire, and AC 3 against arrows fired by the same creature, but will
provide no additional protection against a melee attack from the vampire.

Using these guidelines, DM can adjudicate how thisimmunity will work in other situations.

Vampires may or may not be vulnerable to magical attacks while in gaseous form - it's up to the DM. Some
vampires may be partially susceptible to magical attacks while in gaseous form, but suffer only half damage, or
may enjoy bonuses to their saving throws, ranging from +2 to +4.

I1lusion/Phantasm Spells
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[l1lusions have a more powerful effect on mortals than vampires. Mortals exist inside the delicate walls of their own senses
and thence are strongly subject to the effects of illusions. Even the dlightest flow of phantasmal magic may be enough to
disrupt their carefully-maintained mental picture of the world. Vampires, too, generally depend on external sensesto learn
about the world. These senses, however, are heightened to aliterally superhuman degree. This makes the creatures
unnaturally adept at perceiving flaws and tell-tale clues that identify an illusion as such.

Enchantment/Charm Spells

Most vampires are totally unaffected by magic that affects the mind - not only the classic charmor hold spells, but also
more subtle magic such as fear, taunt, and scare. The mind of the vampire is subtly different from that of a mortal, and its
mental processes are sufficiently changed to allow them to shrug off such dweomers.

There are certain spells from the enchantment/charm school, however, that do not directly affect the mind. Enchanted
weapon, shadow walk, and sink are examples of such spells. Vampires are not innately immune to spellsthat do not directly
affect the mental processes. This should not be taken to mean that such spells are guaranteed to affect a vampire.

Blindness and Deafness

Spells that cause blindness and deafness can effect vampires, but only while the creatures are in forms that use such senses.
Thus, avampire in the form of a human, awolf, or something similar could be blinded and deafened. A bat, on the other
hand, depends very little (if at al) upon vision, so avampire in bat form will suffer few noticeable effects from a spell that
causes blindness. That same bat, of course, would be virtually incapacitated by deafness because the creature uses
echolocation in place of vision. In short, awolf-form vampire affected by blindness could virtually ignore the affliction if it
changed to the form of a bat.

A vampire in gaseous form uses arcane senses other than vision end hearing in their classical sense. A vampire in gaseous
form cannot be affected by magical blindness or deaf ness because these spells actually target the physical sense organs. A
vampire magically blinded or deafened could regain full use of visual and auditory senses by assuming gaseous form.

A gaseous vampire would still be affected by magical silence, of course, because this spell actually suppresses the physical
characteristics of sound, vibrationsin the air or another medium, and no sensory apparatus can detect vibrations that don't
exist. The same argument holds for vampires within the area of a darkness spell.

Magical |mprisonment

Spells of magical imprisonment have varied effects on vampires. Some of these effects are related to the specia supernatural
powers of the vampire itself, and still others are results of the strange and evil magic at the heart of the land.

There are basically two types of magical imprisonment: those that physically impede movement and those that capture the
life essence or soul of abeing. The various Otiluke's spheres are examples of the former and trap the soul, magic jar, and
maze are examples of the latter. Speaking generally, the former spells are effective against vampires (assuming the creature
is affected by the spell at all). The latter, however, are much more problematic.

The "soul" or life force of avampire seemsto exist on both the Prime and Negative Material planes. Other creatures
generaly do not enjoy this duality; their life forces are on the same plane as their physical bodies. To trap or imprison the
soul of a"dual-planar" creature like a vampire, a dweomer must trap that portion of the life force that is on the same plane as
its physical body and then draw the remainder of that life force from the Negative Material Plane into the trap.

Even if the vampire's physical body is on another plane, this "double trapping” is an exceptionally difficult task. The chance
that the spell will be effective is much less than normal, and the duration of the imprisonment is drastically curtailed.

On the demiplane of Ravenloft, thistype of spell istotally useless. That portion of the vampire's "soul" that
residesin the demiplane is protected by the magical nature of the demiplane itself. Thus, while within
Ravenloft vampires are totally safe from having their souls trapped in any fashion whatsoever.
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Bless Spells

As might be expected from the creatures' responses to holy symbols, vampires find a bless spell cast on them by a priest of a
good deity to be highly disturbing, having the general effect of a curse spell cast upon theliving. A curse (that isthe reverse
of bless) cast by apriest of agood deity has no effect.

A bless or curse spell cast by a priest of aneutral deity has no effect on avampire, either positive or negative. A bless or
curse cast by apriest of an evil deity seemsto benefit the foul creature in some inexplicable way, however.

If blessis cast upon avampire by a priest of a Good deity, the creature receives its normal magic resistance roll
to resist the spell's effects. Should the creature fail thisroll, it suffers a-2 penalty to hit for the duration of the
spell. The creature also must save vs. spells or be held at bay for 1d3 rounds, and be unable to shapechange for
the entire duration of the spell. The only exception to thisisif the monster is reduced to zero or fewer hit
points, at which timeit is forced to assume gaseous form.

If blessor curseis cast on avampire by apriest of an Evil deity, however, it automatically givesthe creature a
+ 1 bonus to hit for the duration of the spell, whether or not the priest wants to so benefit the monster.

Polymorph Magic

Because vampires have innate shapechanging abilities, it should come as little surprise that polymorph other and similar
spells have abnormal effects on the fiends. If such a spell even affects the creature, it will involuntarily remain in its new
form for no more than aminute. Then it will revert either to the form it was in when the spell took effect, or into any other
form that the monster is able to assume. Spellcasting vampires can cast polymor ph self, shape change, or similar spells on
themselves - these spells operate normally.

If the vampire fails both magic resistance and saving throw rolls, it is polymorphed into the form desired by the
caster, but retains this form for only 1 round. When the round is up, the creature can choose which of its normal
selection of formsit will assume.

Necromantic Magic

The use of necromantic magic against vampires can be highly dangerous. The vampire's connection with the Negative
Material plane affords it an advantage over mortals that is difficult to overcome. Casting a necromantic spell upon avampire
islike to attempting to break a stone with a pitcher. For instance, | have seen awizard attempt to drain life energy from a
vampire, only to fedl the effects of his spell rebound upon him, wither him to decrepitude, and invigorate the fiend in return.
Therefore, | advise against the use of necromantic magic on vampires.

| must add, against my better judgement, that | have also seen a very effective use of this particular brand of magic against
the lords of the undead: a spell that would reincarnate or otherwise bring life back to a mortal can destroy avampire
outright! However, if one attempts a spell of this nature and fails, the consequences can be tragic.

The use of energy drain opens a channel to the Negative Materia plane, which ishometo at least part of the
vampire'slife force. If this spell is used against avampire in Ravenloft, the caster immediately loses 1d4+1
experience levels, and is stunned for 1d4 rounds. In addition, the vampire gains 1 HD, plus concomitant combat
benefits, etc., for 2d4 rounds; during thistime, all damage to the vampire is taken from these "temporary” hit
points. Outside the lands of Ravenloft, the vampire does not gain the additional Hit Dice. The caster'slossis
permanent, until regained through adventuring.

Raise dead, reincarnate, and resurrection can have a devastating effect on vampires. If one of these spellsis
cast on a Fledgling or Mature vampire, and the creature fails its magic resistance roll and saving throw, it is
instantly destroyed. If it makes its saving throw only, it suffers 3d12 hit points of damage; if it makesits magic
resistance roll, it istotally unaffected. If the spell is cast on avampire of Old or greater age, the possible results
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are asfollows: 3d12 hit points of damage (magic resistance and saving throw failed); 1d12 hit points of damage
(only saving throw made); or no effect (magic resistance roll made). At the DM's option, aresurrection or
similar spell cast upon a vampire (who makes both a successful saving throw and magic resistance roll) may
reverse and rebound upon the caster.

Effects of Magical Items Used by Vampires

As horrible as the concept may be, it must be accepted that vampires can use magic items often more readily than they can
be affected by them. The vast magjority of vampires can use only those items that are usable by most mortals. Happily, if
these vampires touch or attempt to use items that are specifically attuned to particular professions or nonevil persons, they
generaly suffer twice as much damage as mortals.

Vampires who retain magical skillsfrom their former lives can use items specific to the professions they practiced while
alive, as well as those nonspecific items discussed above, so long as those items are not protected by Goodness.

If the penalty for touching or using a certain Item isloss of experience points or experience levels, then a
vampire is unaffected, but istotally incapable of using the item in question. Unless otherwise specified,
vampires suffer normal (not double) damage from touching or attempting to use items that are inappropriate to
their class. They still suffer double damage from items that are specific to certain alignments.
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The fiend had its arm casually draped around the shoulder of the unfortunate woman, who was looking into its face with an
expression of what could only be called lustful desire. | screamed my frustration at the sky, but was unable to break the
arcane bonds in which the fiend had bound me. It lowered its lipsto touch the woman's alabaster throat, its eyes all the
lime fixed on mine and sparkling with inhuman enjoyment.

The woman's eyes turned up in her head, and she moaned with pleasure. As the creature bestowed itskiss, | saw the
woman's youthful beauty begin to fade. Her skin dried and stretched over the bone structure of her face, wrinkles deepened
around her eyes, and her lustrous black hair began to grey. | closed my eyesin soul-sick horror.

- From the personal journal of Dr. Van Richten

Life-blood: Vampiric Feeding Habits

For obvious reasons, the aspect of vampirism most important
to mortalsisthat of their feeding habits. Vampires must gain
sustenance by feeding upon the living. If they do not do this,
they suffer terribly and will eventualy die.

Mechanics

Vampires prefer to drink blood directly from the living body
of avictim, preferably one of their former race. The most
efficient method of doing thisisto use their prominent eye
teeth to open awound in amajor blood vessel of their victim.
In (demi)humans, major vessels are closest to the surfacein
the throat. Because the neck is also one of the |east protected
parts of the body (even when the victim wears armor), this
adds to the desirability of thistarget area. Sometimes
vampires will choose another major blood vessel such asthe
femoral artery, on the inside of the thigh near the groin, if
circumstances make this possible. One advantage of tapping
this artery isthat the marks left by the feeding are rarely seen
by others.

Some tal es describe the eye teeth of the vampire as hollow,

and claim that the creature drinks blood through them as through a straw. In no case that | have studied, however, has this
ever been the case. The teeth of avampire are identical in structure to normal human teeth, albeit somewhat enlarged and
often angled almost imperceptibly outward. My observation is that the vampire ssmply uses its teeth as implementsto open a
wound in the victim. It then sucks or laps up the blood using its lips and tongue, much as a babe drinks its mother's milk.

In the vast mgjority of cases avampire will open only a small wound that will quickly heal, through which it can drain only
asmall amount of blood. "Small" is arelative term here; the debilitative effect is related to the robustness of the victim -
while a battle-hardened warrior might shrug off a single feeding with noill effects, the same blood loss might kill aweaker
victim through shock.

Vampires usually feed through such small survivable wounds because they do not want to kill their victim. Any
(demi)human killed through blood lost to avampire will of course rise as a vampire itself, subservient to the creature that
killed it, unless the body is decapitated or destroyed. In most cases, vampires do not want to create subservient vampires, for
reasons that will be discussed later.

If avampire does not care whether or not its victim survives, it can open a massive wound in the throat. This wound will kill
its victim as would a dagger drawn across the throat. So fast is the blood flow from such awound that the creature probably
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cannot drink it al. It can usually ingest enough to sale its hunger, however. Such avictim is not necessarily raised asa
vampire, unless the vampire is somehow able to drink all of his blood.

Vampires usually feed only from unresisting victims, which includes victims that have been gaze-charmed or victims that
are immobilized in some manner. In order to drink the blood of its victim, the vampire must be undisturbed for a period of at
least one minute. Thus, avampire in the heat of combat cannot feed.

Generally, avampire will drain enough blood to inflict 1d4 hit points of damage to a victim per round of
feeding. If the victim's throat is torn open, a vampire can drink up to 12 hit points worth of blood from such a
wound. If the victim has fewer than 12 hit points, however, the vampire can drink only as many hit points of
blood as the victim possesses, remembering that -10 hit pointsis dead. For example, if a mortally wounded,
comatose character is at -8 hit points, a vampire could drain only 2 hit points worth of blood, and this drain
would immediately kill the victim.

The maximum amount of blood that can be drained from a corpse is the equivalent of 4 hit points. This
decreases by 1 hit point per hour that the subject has been dead. Thus, a vampire cannot feed from a corpse that
has been dead for more than 4 hours.

If the victim iswilling, charmed, or otherwise completely immobilized, the vampire does not have to make an
attack roll. It can automatically open the type of wound it wants, small or catastrophic, and drink for as many
rounds as it wishes, provided it isleft undisturbed.

The sensation created as the vampire opens the wound is often enough to cause a sleeping victim to wake. A
steeping victim is entitled to a saving throw vs. poison. A successful save means the victim has awakened; a
failed save means the victim remains asleep and the vampire isfree to feed for aslong asiit likes.

A victim will feel weak after the vampire has fed only if the vampire has drained one-quarter or more of the
victim's current hit-point total. The damage caused by blood loss heals normally; the lost hit points can be
restored through curative magic.

Signs of Feeding

Even arelatively small and survivable wound left by a vampire causes notable traumato the flesh of the victim. Thereis not
only the wound itself, which is often less than half an inch in length, but also discoloration caused by bleeding below the
skin. This appears as a bruise that is usually an inch or so in diameter. The wound is easy to spot.

It causes no pain to the victim, however, and is not sensitive to the touch. This may be the result of some unknown
component of avampire's saliva, or could arise from some other cause entirely; | have no way of knowing. Thus, victims
might be totally unaware of the wound until they see their image in amirror, or until someone else bringsit to their
attention. The victim may feel some weakness that arises from blood loss, and may appear somewhat pale.

Sources of Blood

Vampires aimost exclusively insist on the blood of living creatures: (demi)humans are preferred as victims, and members of
the same species as the vampire above al. Why isthis? It could be a physiological issue whereby, for example, blood from a
human is most restorative to a once-human vampire. Or it could simply be symbolic: the evil creature holds within its heart a
great hatred for the species to which it once belonged, and wishes to wreak the maximum amount of havoc on its erstwhile
fellows.

Vampires prefer healthy victims, but can also draw blood from those who are mortally wounded and sinking into the final
coma, i.e., characters who are below 0 hit points, assuming the optional "Hovering on Death's Door" ruleisin effect (sec the
DMG Index under "Combat, death"). The amount of blood that can be drained from such avictim isusually limited because
generdly it was severe physical damage (hence blood oss) that put the character into that condition in the first place.

Vampires can also feed from the corpses of freshly-slain characters. Blood spoilsrapidly in regardsto serving it asa
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foodstuff for vampires, so the corpse must have been killed within four hours of the vampire's attempt to feed. Because the
heart of the corpseis not pumping, the vampire is drastically limited in the amount of blood it can drink from the body, and
this amount decreases with time.

In time of dire need, | believe that a vampire can feed on the blood of animals, although the creature will find this foodstuff
bland and unsatisfying, and it will leave the vampireill. (When drinking from arancid pool becomes a question of survival,
then tainted water is better than none.) Because vampires are masters of all creatures whose form they can assume (generally
wolves and bats), in regions where such creatures dwell avampire will never starve. The subservient creatures will obey the
commands of their undead master even to the death, and so will offer their lifeblood to preserve their master's unlife.

Within Ravenloft, vampires cannot take sustenance from any creature other than a demihuman. Outside of the
demiplane, such emergency feeding is possible.

If the vampire feeds from creatures that are roughly man-sized or larger, the rules for vampiric feeding remain
unchanged. It can drink 1d4 hit points of blood per round from a small wound (up to the victim's hit-point total.
of course), or up to 12 hit points of blood from a catastrophic and immediately lethal wound.

Smaller victims are more problematic. It the victim has fewer than 1 HD, a survivable wound is impossible and
the vampire has no option but to kill the creature. It can then drink as many hit points worth of blood as the
creature poSSesses.

The Experience of the Victim

| shakein horror to think about it now. But at the time, as the fiend spoke, | felt its velvet voice thrilling through my body. So
seductive were itswords that | gladly opened the collar of my coat and bared the skin of my neck, and then stood trembling
as | awaited the approach of the dark figure.

| gasped aloud with pleasure as its tips touched my flesh, and its hands grasped my shoulders. Then came an instant of
pleasure so piercing it was like pain - or pain so sweet it was like pleasure. | could hear the throbbing of my heartbeat in my
ears, and also a deep and distant thudding that must have been the beating of the vampire's heart. The drumbeats
synchronized until the sounds were one. | cried out from the ecstasy of it...

- From the journal of Alathea Greenbough

How can a vampire charm avictim into submitting to having his or her blood drunk? Surely the very nature of a charm,
which cannot force its recipient to put itself in imminent danger, prevents the subject from accepting a command so
obviously self-destructive. Then again, the vampiric charm-gaze is not the charm spell.

Thisis one of the most insidious factors in the nature of vampirism. It would seem that there is some deep and dark desire
within the psychology of (demi)humans that makes submitting to a vampire's "kiss' somehow attractive. Vampires are often
portrayed as creatures with an intense sensual appeal. This, it seems, allows charmed victims to believe that offering their
throat to a vampire is not the self-destructive nor even suicidal act that it is.

In addition, some victims who have survived the attentions of a vampire report that the experience was highly pleasurable,
much as this may fly in the face of reason. They felt no pain as the beast opened the wound in their flesh, and described the
actual sensation of the feeding as one of "voluptuous pleasure”. (I find my gorge rises when | consider this, but | have heard
it from so many sources that | cannot disregard it.)

| have also heard the words used by a vampire while attempting to charm a victim into alowing it to feed. The monster
seemsto instinctively perceive adesire to submit that liesin the dark recesses of the human mind. It plays upon this desire,
talking about "the gentle joy of surrendering”, of "opening oneself". and of "experiencing the unequalled bliss of total
sharing".

Vampires will often feed from sleeping victims. If the victim is not awakened when the vampire makes the wound, he or she

file:/l/E|/Roleplaying/handbooks/TSR/VR Guides/vr01_08.htm (3 of 6) [10/03/2001 10:02:48 AM]



Van Richten's Guide to Vampires - Life-blood: Vampiric Feeding Habits

will remember nothing of the experience when they awaken normally. At the very most, the victim will recall that he or she
experienced a dream of intense and sensual pleasure.

Unless the subject of the charm-gaze has some concrete reason to believe that the vampire will kill him or her
out of hand, submitting to feeding is not a self-destructive act within the parameters of the charm spell effect.

Drained attribute points will typically regenerate at arate of 1d3 points per day of rest. Hit points drained by a
vampire heal at the same rate as normal damage. The effect of having a spell drained isjust the same as if the
gpellcaster attempted to cast the spell, but failed. He or sheis free to rememorize the spell the next day.

Philosophical Considerations - Why Blood?

Why must vampires drink blood? Even those few "atypical™ individuals who do not drink it require sustenance that isin
some way an equivalent to blood. (Note: "atypical” is certainly as subjective aterm as "typical” when referring to vampires.)
Aswith so many facets of vampirism, the answer islikely symbolic. Generally speaking, vampires are creatures of undying
evil who hold an implacable hatred for the living. Even those who do not actively hate the living consider them to be
somehow meager reflections of vampires, and "cattle" whose sole purpose isto act as victims and tools for the vampiric
"elite”". This belief system carries with it the implication that vampires feed upon the living in both a spiritual and
metaphorical sense, it would be appropriate, then, that vampires should also feed on the living in aphysical sense as well.

Where does this symbolic equivalency arise from? Some sages believe that it isajest of the ancient and evil deities who
originally set vampires loose upon the worlds of the universe. Others hold that a parallel arises from the very nature of
reality; in other words, we know that evil preys upon good, and vampires vindicate this axiom on the supernatural level.

Alternative Forms of Sustenance

The variety of "foods" on which "atypical” vampires may subsist is staggering, and usually particularly disgusting,

| personally know of some vampire-like creatures who feed on cerebrospinal fluid, draining this clear liquid through holes
that they punch in their mortal victims skulls or spines. Obviously, such wounds are much more immediately debilitating to
the victims, and much slower to heal. Similarly, there is reputed to be aline of vampires that subsists on lymphatic fluids
drained from the glands of their victims. Recurring but unsubstantiated rumors also tell of creatures who drain the agqueous
and vitreous humors from the eyes of (demi)humans, rarely if ever killing their victims through this feeding, but always
leaving them blind.

There are also known to be vampires that "feed" upon life energy directly from their victims via touch, without the
intermediary of blood. These creatures feed upon the actual life experience levels of victims, who will eventually perishiif
they are completely depleted of their acquired memories and skills. Other creatures feed in ways that are more arcane or
symboalic, tapping their victims' intelligence, will power (Wis), strength, dexterity, force of personality (Cha), even physical
vigor (Con). Some can drain these characteristics simply by striking atarget in melee; others, and thankfully, the more
common monsters, can feed only from willing or immobilized victims, and do so through a"kiss'. Still others drain vigor
from their victims by inflicting physical damage, seeming to draw their sustenance from the pain they cause to their prey
(i.e., they absorb hit points directly when they strike a victim in combat).

Most feared by spellcasters, there are even some who seem to feed on the magical power that flows through the body of a
wizard, or even apriest. A touch from such a creature causes the victim to forget spells that have been memorized, and - in
one extreme case of which | know - allows the vampire to cast the forgotten spell at the level of ability possessed by the
victim!

Being of extremely high Intelligence, afew vampires are sensitive to natural balances, albeit in a sense warped by their
undead state. Thus, they may occasionally depart from their usual diet of blood in order to avoid depleting the neighboring
village of all life.

Here allow me to summarize some of the possible dietary items:

& Blood
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& Spind fluid

& Heart (eaten)

& Brain (eaten)

& Bone marrow

& Body water

& Body salt

& Lifeenergy levels

£ Abilities (Con, Int. etc.)

& Memories (spells or proficiencies)
& Bodily health (hit points)

£ Mental disciplines psionic strength points (if used)

Psychical Effects of Feeding

When avampire feeds, its body shows various physical signs. Its skin, normally cool and pale, becomes warmer and takes
on a healthy, almost ruddy tinge. In addition, the creature's levels of energy and activity seem higher.

In contrast, when a vampire has gone without feeding for a period of time, the reverse effects occur. Its skin becomes colder
and paler, sometimes inhumanly so. The creature also becomes more sluggish. (Do not misunderstand this: the monster is
still capable of incredible feats of exertion when necessary. The "sluggishness' relates more to its preferred level of activity
than to its capabilities. A sluggish vampire is very much like a sluggish shark: to consider either of them to beweak isa
dangerous error.) These symptoms become even more pronounced if the creature has been unable to feed sufficiently, as
discussed in the following section.

Note that the above comments refer to "typical”, blood-drinking vampires. Vampires that depend on other sources of
sustenance may exhibit similar changes, but it is foolish to depend on these signals in any way.

Frequency

How often must a vampire feed? This question has been debated for years, perhaps centuries, by sages everywhere. The
following comments are based on my own research, and are not guaranteed to be true. Other reputabl e researchers might
have different answers.

Generally speaking, a"typical" vampire must feed once in any 24-hour period. Not doing so causes the vampire to grow
weaker until, with prolonged denia of sustenance, the creature is destroyed. It may be surprising, but it seemsto be the case
that a vampire's need for food decreases as it ages. Perhaps thisis aresult of its growing connection with the Negative
Material Plane, from which it draws much of its unnatural energy. The vampire's hunger for blood increases with age,
however. A Patriarch can subsist on much less blood than can a Fledgling, but the ancient creature has the desire to drink
much more blood than its youthful kin. Should its source "dry up”, so to speak, it can subsist on "starvation rations' much
better than can the Fledgling creature, however.

A typical Fledgling vampire must drink 12 hit points worth of blood in every 24-hour period. The source of this
blood isimmaterial; it can come from living victims, fresh corpses, animals, or even scaled "caches' of chilled
blood. This requirement is decreased by 1 hit point for every age category beyond Fledgling. Thus a Patriarch
could subsist on only 6 hit points worth of blood every day, but would be unwilling to do so without good
cause.

For each day that a vampire does not feed sufficiently it loses 1 HD, with all concomitant losses of THACO,
saving throws, etc. In addition, it "regresses’ in power with regard to Str, magic resistance, and period of
sunlight tolerance asiif it had lost one age category for each day it fed insufficiently. As an example, a Patriarch
on the first day of starvation loses 1 HD (decreasing to 13). In addition, its Str dropsto 19, Its magic resistance
to 25%, and its period of sunlight tolerance dropsto 1 hour. If it doesn't feed enough the next day, it loses
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another Hit Die (decreasing to 12). Its Str remains at 19, but its magic resistance drops to 20% and its period of
sunlight tolerance to 3 turns.

A vampire cannot "regress" below Fledgling with regard to Str, magic resistance, or period of sunlight
tolerance. It does continue to lose 1 HD for every day on which it does not feed adequately.

Vampires quickly regain the HD and abilities they have lost. On each successive day that a vampire feeds
sufficiently, it regains 1 lost HD and one age category.

If avampireis ever reduced to 1 HD, the creature becomes a raging beast, incapable of doing anything but
attacking any source of blood.
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It was the closest of close-run things. We knew that, outside the old castle, the blood-red sun was less than a finger's span
above the western horizon, and that we had but minutes to do what was necessary. The vampire's resting chamber was
cunningly trapped, as we expected, but my nimble-fingered colleagues were able to disarm the devices without mishap.

| held the stake and the mallet as we approached the ornately-carved coffin that must have been the fiend's resting place. My
companions threw back the lid..

The coffin was empty!

That was when the hissing laughter - from nowhere and from everywhere around us - filled our ears. "Unfortunate, chided
the harsh voice. So close. But the day has ended, my friends, and now so do your lives.

- From the journal of Mordent Zachariah

The Sleep of the Dead

Vampires can instinctively sense when dawn is approaching,
and feel an overriding urgency to retire to a safe place to
sleep. As sunrise draws near they feel agrowing panic if they
are not within their sanctuary. Once they are safely
sequestered away, they can feel, deep in their bones, the
moment at which the sun first appears over the horizon. Their
reaction at this moment varies from creature to creature.

Depth of Sleep

There are basically two groups of resting vampires: those who
truly sleep, that is, become fully unconscious, and those who
merely become partially dormant. In human terms the
difference is between a deep sleep, where the sleeper istotally
obliviousto his surroundings, and alight doze where heis at
least partially aware at all times. | will first discuss those
vampires who fall into a deep sleep. At the moment of dawn,
such a creature sinks into a state of complete oblivion, and
cannot be roused by any means before the moment that the
sun touches the western horizon. These creatures are
obviously highly vulnerable because they have no way of
sensing the approach of a hunter or the touch of the stake's
point before the first blow of the mallet. However, at the instant that the sun sinks below the horizon, these creatures awaken
and are instantly in full command of al their powers. This means there is none of the disorientation felt by many
(demi)humans upon first awakening.

Vampires who only "doze" are much more dangerous quarry. They are always peripherally aware of what is going on
around them. Depending on the circumstances, it may not be possible for hunters to sneak up on a dozing vampire without
rousing it. Loud noises or bright lights will definitely wake the creature. If the creature is within a coffin or sarcophagus, it
will awaken the instant that this vessel is opened (if it has not already been roused).

It isimportant to remember that vampires are incredibly cunning. Just because the dozing creature has been awakened by the
approach of hunters does not necessarily mean that it will immediately leap to the attack. If circumstances warrant, it may
prefer to "play dead”, and lure its would-be killers to their doom. Vampires that doze also wake instantly and without
disorientation at the instant the sun sinks below the western horizon. If such a creature is awakened while the sun is stil
above the horizon, however, it does suffer some moments of disorientation and is unable to use some of its abilities for some
time.
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Note that the depth at which avampire sleeps will have a great effect on the sanctuary it chooses, and how it protectsits
resting place. Vampires that sink into deepest oblivion at the moment of dawn recognize their immense vulnerability and
will, thus, go to the greatest lengths to hide their sanctuaries and attempt to make them totally impenetrable to mortals who
might be hunting them. Any traps that they place will be aslethal as the creature can possibly make them because it knows
any hunter who gets through the traps will almost certainly end the vampire's existence.

Vampires who doze, however, might make different decisions. They, too, are vulnerable during daylight hours, but nowhere
near as much as their deep-sleeping kin. While they will generally be as careful about hiding and warding their sanctuaries
(why take chances, after al?), they will be less concerned if circumstances prevent them from taking all the precautions they
might want. They will probably set lethal traps, but also tripwires and other warning devicesto alert them to the approach of
attackers.

Soil from the Homeland?

Many tales pertaining to vampires claim that the creatures must sleep in vessels that contain soil from their homeland, or
even soil taken from their own graves. If they do not do so, these tales tell, they are destroyed. Aswith so many such tales,
the truth varies from individual to individual, and from place to place. And, of course, with vampires there are always
exceptions to the rules. However, these creatures at least believe the presence of such an item to be an absolute requirement,
and will go to any lengthsto ensure that it is present. | use the word "believe", smply because | have never heard any
substantiated report of a vampire being destroyed through not having the required item present during sleep. Vampires
believe they will be destroyed if an appropriate element is not present, and so will make surethat it is present. But isthis
belief based in fact?

Personally, | find myself drawn to the idea that this "requirement” is actually a baseless superstition, perpetuated and
believed by vampires as well as mortals over the centuries. | am convinced that a vampire forced to sleep without a symbolic
tietoitsmortal life will not be destroyed. Of course, proving this experimentally is somewhat problematical. Vampires will
obviously not test my hypothesis because, if | am wrong, they will be destroyed. And vampire hunters are understandably
more interested in destroying the creatures than in experimentally examining their limitations. Still, it is an interesting
concept to consider.

Vampires Without Sanctuary

What happens to avampire that is prevented from reaching its sanctuary before the moment of sunrise? The consequences
vary widely.

Some creatures - particularly, it seems, those individuals that sleep deeply - fall unconscious the instant the sun appears
above the horizon. They are totally insensate, and totally vulnerable. If the light of the sun falls upon their bodies, they are
destroyed (although not always instantly, as in the case of older vampires). They are also vulnerable to anyone with a stake
and mallet. It seems that Fledgling and Mature vampires most likely fall into this category.

Others can remain conscious past sunrise, but their first and only priority isto reach their sanctuary so they can fall asleep.
Most of these creatures lose their ability to shapechange or voluntarily assume gaseous form as soon as the sun appears
above the horizon, whether or not the rays of the sun actually fall on the creatures bodies. (It is knowledge of this weakness
that adds to their panic as dawn approaches.) These creatures have only afew (1d3) hoursin which to reach sanctuary and
dleep, or they are irrevocably destroyed. Old, Very Old and Ancient vampires most likely fall into this category.

Finally there are those creatures who retain all their powers after sunrise so long as they are not exposed to the direct rays of
the sun. Sleeping is still of the highest priority to these creatures. However, they have hours in which to reach their sanctuary
and fall asleep. In fact, these creatures can remain active - if so forced - almost the whole day. 1f, however, they have not yet
reached sanctuary and fallen aslegp by the moment of sunset, they are irrevocably destroyed. Such vampires that have been
kept from sleep for several hours do not wake instantly at the moment of sunset. Instead, they continue to sleep for a number
of additional hours equal to the time they were kept awake. This could well make it impossible for avampire to feed
sufficiently, and hence weaken the creature. Eminent and Patriarch vampires are most likely to fall into this category.

It isvirtually impossible to predict beforehand how an individual vampire will react to being prevented from reaching its
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sanctuary. | have faced a Fledgling vampire, no more than two years undead, that was virtually undismayed at being
prevented from sleeping for several hours. Conversely, | have heard tales of an Eminent vampire that fell unconscious at the
instant of sunrise, no matter what danger it faced in doing so.

Exceptions

Predictably, there are exceptions. There are some vampires that seem not to need sleep at all. Or if they do, they are more
like mortalsin that they can delay sleeping for hours or days, should it be necessary, and suffer relatively littleasa
consequence. When these creatures are also immune to the rays of the sun, they become hideously dangerous foes. They can
easily blend with human society, moving equally freely by day or by night. It islucky that these creatures are very rare!

When Travelling

The dual requirements of sleeping and avoiding the rays of the sun make traveling long distances somewhat problematic for
vampires. Short trips are relatively simple because the creatures can travel by night - on horseback or via other normal
transportation, or in animal form - and hide out in makeshift sanctuaries during daylight hours. Vampires that must sleep on
soil from their homeland or with some item symbolic of their mortal life are more limited than others, of course. They must
find some way of carrying the soil or suitable item with them. This usually precludes travel in animal form unless minions
have previously arranged suitable sanctuaries along the way and at the final destination. For vampires masquerading as
mortalsin civilized lands, thisis relatively easy to arrange, of course. Representatives of the vampire can purchase or rent
suitable buildings and furnish them with art and objects that have symbolic significance to the vampire. Who, after all,
would suspect vampiric activity if awealthy businessman were to send ahead and have a country manor decorated in astyle
reminiscent of his childhood home?

Vampires will sometimes arrange to have suitable sanctuaries carried with them. (Thisis usually required if the vampire
plans an extended voyage.) For example, a creature could travel in a coffin that is supposedly carrying a dead body "home"
toitsfinal buria place. The people charged with transporting the coffin could be servitors of the vampire or could be simple
tradespersons hired to do the job. The vampire could stay within the coffin, never emerging, and suffer the effects of
starvation. Alternatively, the creature could sneak out of its coffin at night to hunt. (Obviously, this second option represents
agrave risk, particularly in a closed environment such asa ship at sea.) The smartest alternative would be to arrange for a
cache of blood, if the requirement for low temperature could somehow be met.

While a coffin is almost traditional as the portable sanctuary of avampire, virtually anything else large enough could serve.
The major advantage of a coffin, from avampire's point of view, isthat most people are somewhat unwilling to open it up to
confirm its contents. Thisis particularly the case if the body within is said to have died of some contagious disease.

Vampires are exceedingly cunning, and will show great creativity in the precautions they take. When hunting the travelling
vampire, | suggest that you attempt to eliminate places that it could not hide, and consider every other possibility a good
one.

With very few exceptions, all vampires have to sleep sometime. The exceptional, sleepless vampires that Van
Richten describes still lose 1 HD for every day that they do not sleep. They regain al lost Hit Dice the first time
they sleep for awhole day (i.e., from sunrise to sunset).

If awakened during daylight hours, a"dozing" vampire is stunned and unable to take any action for 1 round.
Thereafter, it can't shapechange or voluntarily assume gaseous form for an additional 1d4 rounds, although it
can cast any spellsit has previously memorized.

With few exceptions (DM's choice), all vampires require dirt from their graves to be in their resting places.
Within Ravenloft, vampires do not necessarily need to sleep on soil from their homeland or from their grave
because of the demiplane's proximity to the Negative Material Plane. There remains some symbolic truth to the
tale, however, in the case of numerous vampires. These creatures often must have within their sanctuaries, and
in contact with their bodies while they sleep, some item that is symbolic of either their origin or their mortal
life. Thisitem can be virtually anything, from a piece of clothing, to a gift from arelative or friend, to an object
that is somehow related to their homeland.
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| once interrogated a vampire asto how it felt to hibernate. The creature described a condition of "sleep but not sleep”,
where thoughts are sluggish as thick honey and take months or yearsto flow. Where dream images interfere with true
memories. Wher e sounds and sometimes smells from the surface find their way into the sanctuary, but disturb the mind no
mor e than a rose petal falling on a still pool of water. Time has no meaning, hunger has no meaning. Thereis no future,
thereisno past. Thereisjust the endless now.

- From the personal journal of Dr.Van Richten

Hibernation

Vampires are by nature immortal. Why then are there so few vampires of advanced years in existence? In any given year,
there are probably dozensif not scores of new vampires created within the lands. Logically, then, there should be a
considerable number of Very Old and Ancient vampires.

In fact, there appears to be surprisingly few of these creatures. Why? What is it that limits the practical longevity of these
creatures?

It seems that after a century, or maybe several centuries, insanity sometimes takes them (see Chapter Eleven, "The Mind of
the Vampire"). Also, vampire hunters may destroy them. Or perhaps the creature, in a despair that mortals can never know,
ends its own wretched existence.

With so much going against them, the longevity question turns upon itself and we ask, "How do any vampires reach
Patriarch age?' | conclude that thisis the main purpose of "going into the ground"”, or hibernation. When the weight of the
years grows too much for a vampire, when fatalism and bleakness set in and the creature startsto fear for its sanity, the
creature is advised to go into the ground. As do mortals after a good sleep, | suspect that vampires usually arise from
hibernation with their minds clear of worries.

Vampires have the unique ability to hibernate for periods which may exceed a century. In addition to combating despair, the
creatures may do thisif circumstances are such that they are currently unable to feed sufficiently, or if they believe that they
arein imminent danger from vampire hunters.

Entering Hibernation

A vampire must consciously decide to go into the ground; hibernation cannot be forced upon an unwilling vampire. The
vampire does not have to "fatten itself up” for hibernation as other creatures do, but the monster must feed twelve or fewer
hours before it actually goesinto the ground. The location in which a vampire chooses to hibernate is very important. First,
it must be exceptionally secure because a hibernating vampire is exceedingly vulnerable. Obvioudly, it must be where
sunlight can never reach. Second, the site must be surrounded on all sides by rock or earth to at least several feet of
thickness. A catacomb beneath a deserted temple would serve, or a cave, as would a common grave (hence the phrase,
"going into the ground"). Some vampires will excavate aresting and hiding place for themselves severa feet below the
occupant of agrave.

Hibernation differs from normal vampiric sleep. Once the vampire has made the decision to hibernate and has sequestered
itself away inits sanctuary, it dipsinto asate in which it is nominally and intermittently aware of its circumstances and of
the passing of the years around it. It is difficult for the creature to rouse itself from this condition at will. Only in the fullness
of time, when the cycle of hibernation drawsto its close, can the vampire rise from this state of "sleep but not sleep”. A
hibernating vampire exercises little control over how long it staysin this dormant condition, cannot "preset" atime or date to
revive, cannot predict beforehand how long the hibernation will last. Left unmolested, a vampire generally will not awaken
until forty years or more have passed, and there are tales describing vampires that have hibernated for more than one and a
half centuries.

Hibernating vampires are not absolutely oblivious to their surroundings while dormant. They can sense danger, should
anyone break open or enter their sanctuary, and will struggle to rouse themselves. This enforced arousal is quite damaging;
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in fact, there is a chance that the trauma of the awakening will instantly destroy the vampire.

Effects of Hibernation

The time that passes during hibernation is not physically kind to avampire. Its condition deteriorates steadily; the monster
loses strength and stamina while in the dormant state. Vampires that were weakened through starvation before going into the
ground sometimes never emerge from dormancy, instead just fading away into oblivion. The physical appearance of a
vampireis horribly changed as well. The creature's flesh and muscle mass atrophies, its skin dries and tightens, and
sometimes its skeleton even shrinks marginally. A vampire that has been in hibernation for more than fifty years |ooks very
much like amummified corpse: wizened, dry, and very brittle. The creature's fragility is very much an illusion, of course.
The overconfident vampire hunter may find himself at a distinct disadvantage against a newly awakened hibernator.

If avampire has "atrophied" to the point where it has 6 HD or fewer remaining, the creature cannot hibernate. 1f
it attemptsto do so, it will continueto lose 1 HD per day and will eventually be destroyed. A vampire that
wishes to "go into the ground" must drink at least 4 hit points worth of blood no more than 12 hours before it
begins to hibernate. This blood can be from any source.

The length of time that a vampire will remain in hibernation is determined randomly Hibernation lasts 40 +
6d20 years. For every 20 years (or portion thereof) that a vampire remainsin hibernation, it loses 1 HD, and
temporarily regresses one age category in terms of Str, magic resistance, and period of sunlight tolerance. A
vampire cannot regress below Fledgling, although it will continueto lose 1 HD every 20 years. If the creatureis
reduced to O HD, it isirrevocably destroyed and its body crumblesto dust.

It takes 2d8 days to shift from hibernation to full wakefulness. The creature regains 1 HD and one age category
(with respect to powers) for each day that it is able to feed sufficiently (12 hp worth of blood). Also, for a
period of 2d4 days after awakening, it can't shapechange or voluntarily assume gaseous form (although it can
be forced into gaseous form if reduced to zero or fewer hit points), and it suffers a-3 penalty to any and all
saving throws.

Rising from Hibernation

When the cycle of hibernation comes to a close, waking from dormancy is not instantaneous. It takes the vampire days,
sometimes many days, to rise from the depths of semiconsciousness. The condition of the creature is dependent both upon
its condition before it went into the ground and upon the amount of time it has hibernated. A vampire that was weakened by
starvation and then has spent a century in the ground is a vulnerable creature, indeed, and is unable to shapechange or
voluntarily assume gaseous form for several days after wakening. It is also much more susceptible to magical attacks. The
creature quickly regains most of its normal powers as soon as it feeds sufficiently during the days after its arousal. Thus, the
highest and often only priority for a newly-awakened vampire isto hunt and to feed. Needless to say, the monster will be
ravenous to the point of recklessness.

If avampire is awakened prematurely - by someone opening its crypt, for example - there are several issuesto
consider. First isthe length of time the creature has been in the ground. In addition to lost HD from hibernation,
it loses 1 HD for the trauma of being awakened prematurely. If this reduces the monster to O HD, it isinstantly
destroyed and crumbles to dust. If the monster survives the shock of being awakened, it is still stunned and
unable to take any action for 1d4 rounds. In addition, the monster is unable to cast any spellsfor 2d6 hours after
awakening Finally, it suffers the inability to voluntarily shapechange and a -3 penalty to saving throws for 2d4

days.
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"I lieto my offspring”, the vampire told me with a smile. "It isreally that smple. A new fledgling knows little about the
world, about itself. In general the only information it hasis what it remembers from folk isles and legends, often pure
falsehood".

The vampire chuckled and settled itself more comfortably. "So | tell my offspring that their existence isinextricably linked
with mine", it continued. If | am destroyed, | tell them, then so are you. Your existence is aslong as mine, no longer.

They usually believe me, it added complacently. Or, at least, they fear to test the truth of what | tell them. Thisis a kind of
loyalty; they will do whatever isin their power to protect me from harm, believing that the moment of my destruction is also
the moment of theirs'.

"Do they not learn otherwise?" | asked. They would", the creature admitted, "in time. But | always destroy them before that
time comes. After all, | gave themunlife, so | am entitled to rescind my gift. Is that not true?"

- From the personal journal of Dr. Van Richten

Relations between Vampires

By nature most vampires are solitary and territorial predators, whether competitively building their power and amassing
influence or just jealously defending a personal hunting ground. This rapacious, ruthless, and competitive nature sometimes
brings vampires into conflict with each other.

Although vampires generally much prefer to compete through minions and champions, or even through more intangible
means such as influence-peddling and rumor-mongering, the creatures do sometimes come into physical contact.
Unsurprisingly, physical contact often leads to physical combat.

A few individual s apparently enjoy interacting with others of their kind, and form social microcosms of their own. This
usually occurs only with vampires of considerable power and maturity that have existed long enough to pass beyond a stage
of blind competition and jealousy. When such vampire "societies' form, they can become frighteningly powerful,
frighteningly fast, and thereis virtually nothing that can stand in their way.

It islucky, then, that these societies are usually relatively short-lived (although in this context that may mean they last as
long as a century or two). Over the centuries vampires may learn patience and cooperation, but only to a degree. At their
core they are till selfish and evil monsters, and this nature will almost inevitably resurface. Initialy a society of vampires
may appear stable and united, but soon enough one vampire and then the others will develop their own hidden agendas.
What may begin as solidarity will eventually degrade into the mere semblance of cooperation, with each vampire conniving
to gain power, prestige, or wealth, to the detriment of its "colleagues®. Societies sometimes break up when the participants
finaly choose to go their separate ways, but most societies are torn apart by infighting, both figurative and literal.

Some vampires know better than to form societies with others of their kind. Instead, they form shifting and temporary
alliances with other vampires in positions of power. Vampires that choose this route wilt be as careful in their dealings with
thelir kin as thieves are with their fences: the deals will be so constructed that both sides gain and neither party comes under
the sway of the others.

Y ounger vampires - those below the age category of Ancient - will almost never reach any level of cooperation. They are
almost exclusively loners, and the only other vampires they will consider coming in contact with are the slave creatures that
they, themselves, have made. Some of these "master” vampires use their slaves as food gatherers, sending the servant
creatures forth to feed in the world, take the concomitant risks, and then return to offer their necks to their controller. But
thisisasignificant risk: should the master vampire's care and control slip even in the slightest degree, the servant creatures
could accidentally or purposely lead hunters to the master's lair.

Of course, vampires well know the bitterness and the hatred that their servant creatures feel toward them, and so are aware
that their servants will turn on them and destroy them should the chance ever arise. For this reason, master vampires usually
destroy their servants long before they become powerful enough to challenge for their own dominance.
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Combat Between Vampires

How can one vampire harm another? First, so great is the enchantment that surrounds a vampire that one creature is able to
strike and physically damage one of its own kind. The one exception isin the case of Patriarchs: a Patriarch can only be
struck by another of its own age category.

Second, there is always the possibility of spell usage. Spellcasting vampires might well have powers capable of harming,
even destroying their kin. (Note that one vampire is incapable of charming another, however, due to the monsters' innate
resistance to "charm attacks'.)

Although a blow in melee from one vampire can inflict physical damage on another, it should be noted that one beast is
unable to drain energy experience levels from another. Why? The likelihood is that the creatures are not alive, and have no
life energy to drain.

Vampires that drain other attributes through a strike in combat can drain them from another vampire, however. |, myself,
have seen two of the creatures locked in mortal combat - hands locked like vices around each other's throats, hissing and
spitting like cats! Asthey struggled, horrible wounds opened in the flesh of one vampire. Meanwhile, the other grew
progressively more feeble until it finally collapsed to the ground, whereupon the victor tore the defeated's head from its
body. Asthe victor stood above its vanquished foe, howling its elation, the wounds on its face and body closed with the
unnatural speed typical of vampires. | speculate that the conqueror was actually sapping the fundamental strength (Str) of
the conquered, while the conquered was only able to drain the health (hit points) from his better.

Kin-Nectar

The majority of vampires can feed only from awilling, charmed, or otherwise immobilized but living victim. Can one of
these creatures feed from another vampire? Apparently, yes. The following discussion will concentrate on those creatures
that drink blood, because these are the most common. Similar conditions apply for other types of feeders.

One vampire can drink the blood of another. In fact, vampiric blood, described by one vampire as "kin-nectar”, is a better
source of sustenance than the blood of mortals at least in one sense. Vampires need to drink much less kin-nectar than they
would mortal blood in order to meet their food requirements.

Y et few vampires enjoy drinking kin-nectar, it seems; they vastly prefer the taste of blood, supped from the vessel of a
living (demi)human. It may be that there are some vampires that prefer kin-nectar, and perhaps one or two who requires it.
These creatures are in the unenviable position of depending upon other vampires for their survival - not a particularly secure
position in which to be.

If one vampire drinks the blood of another, the creatures enter into a close relationship: for several (1d3) hours following the
feeding, the two creatures minds are so intimately linked that they can communicate telepathically as easily as by speaking.
This telepathy persists regardless of distance or intervening matter as long as both vampires are on the same plane. One
vampire cannot "overhear" thoughts not intended as communication, however.

In addition, the vampire who drank the blood has a significant level of control over the vampire who provided the blood for
as long as the telepathic link exists. The creature who fed can issue orders telepathically and the second creature must obey
them, within reason. Most vampires will find this interconnection distasteful and, in the case of the creature who was fed
upon, downright dangerous, so the monsters usually shun kin-nectar. Most will only participate in this kind of feeding on
either sideif they totally trust the other participant (which isvery rare) or if they simply have no choice in the matter.

It is nearly impossible for two vampires to feed exclusively from each other for a protracted period of time. They can do it
for the short term, but it will become debilitating to both creaturesin the long term. Such "mutual” arrangements would be
incredibly rare in any case, because both vampires would in turn make themselves vulnerable to the telepathic orders of the
other.

The restrictions on orders given by one vampire who has drunk the kin-nectar of another are the same asfor a
suggestion spell. The vampire gets no saving throw to resist the orders, and its magic resistance does not apply.
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A vampire feeding from another requires only half as many hit points worth of blood (rounded up) asit usually
does to meet its food requirements. On the other hand, the vampire fed from loses twice as many hit points as
the other vampire drinks. For example, a Fledgling need drink only 6 hit pints worth of blood, but the donor
vampire loses 12 hit points. These lost points represent a specia case; the creature cannot regenerate these
points normally. To regenerate hit points lost to feeding, the vampire must feed sufficiently to meet its daily
requirement, and must do so upon mortal blood (whether from an animal, a demihuman, or from a cache of
stored blood). Immediately after the feeding is complete, the donor vampire can begin to regenerate the hit
points lost to feeding. (If the vampire feeds in turn from another vampire, it cannot regenerate those lost hit
points.)

Progenitor and Offsring

Conventional wisdom is categorical on one point: newly-formed vampires are slaves of the creatures that created them, with
no free will of their own. Even one of the most reputable tomes on the subject repeats this: "Once they become undead, the
new vampire is under the complete control of itskiller".

But how trueisthis? And what constraints are there on the control that does exist? For the first days or weeks of a Fledgling
vampire's existence, it is highly susceptible to the orders of its creator - so | have discovered from my research. If thereis no
telepathic bond between creator and created, then the master vampire must be in the vicinity, and must be willing to
communicate with its offspring.

How, then, do vampires keep their slaves under their control beyond this period? They do so in much the same way that
mortals dominate others: through intimidation. The fledgling is new to the vampiric world, and at least partially ignorant of
itsown abilities. Its creator can, if it is careful, create the perception in its offspring that the master is immensely more
powerful and knowledgeabl e than the newly-created vampire, which it may in fact be. Through simple intimidation and by
playing on the offspring's natural doubts and fears, the master can create a situation enabling it to "rule” for decades.

The reader may realize that this situation is totally different and much more unstable than the "traditional™ picture of the
master and its unquestioning slaves. Offspring vampires may have considerable free will from the moment of their creation,
although they do have an "inborn" propensity to bow to the will of their creator. After several years have passed, however,
this propensity wears off.

The journal entry that opened this chapter indicates the risks that accompany creating an offspring vampire. The "master”
must keep the intimidation level high and discipline tight. If the offspring senses weakness in its master, it may consider
challenging for dominance or simply fleeing. Astime passes the offspring vampire will learn more about its own strengths,
and probably more about its master's weaknesses. As soon as the offspring believes that it may be able to defeat its master,
the two creatures will almost certainly come into conflict. Of course, the majority of vampires will destroy their offspring
before this point is reached. Some, however, will send them away, officially granting them their freedom. (Thisis merely
another psychological trick, if an offspring vampireis "freed" beforeit realizesit can depose its "master”, it may feel some
gratitude toward its creator.)

The vast mgjority of vampires view their offspring simply as disposable tools, to be used and then discarded. Y et there are
some, it seems, that feel some kind of empathy for their "children”. These rare creatures will "raise”" their offspring, teaching
them all they need to know to survive in the world, and then send them forth to "live their own lives'. Gratitudeis an
uncommon thing among vampires, however, and offspring of such sentimental creatures generally view this"care" as
weakness. Vampires who care for their offspring are most often destroyed by those very offspring.

Vampires differ in their motivations when creating offspring. Some fledglings do it accidentally, not yet understanding the
consequences of killing afoe. Othersdo it to create slaves for themselves. Some few seem to need contact with members of
their own kind, and create companions. This latter group are more likely to become the sentimental "parents” described
above, and are hence most likely to meet destruction at the hands of their offspring.

When avampire is destroyed, all semblance of control over its offspring immediately vanishes. Most offspring will
immediately go about their own business. | have heard of some rare creatures who have sought the destroyers of their
creator and wreaked vengeance on them. | find this somewhat hard to believe because it implies a sense of loyalty, even love
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of akind, between vampires. Still, stranger things have proved to be true.

For the first 4d4 days of the Fledgling vampire's unlife, any order given to it by its creator has the effect of a
suggestion, against which the Fledgling receives neither saving throw nor magic resistance rolls. After this
initial period the automatic susceptibility of the Fledgling to its creator diminishes. The offspring still has some
propensity toward following the instructions of its master, but this propensity is considerably less than it was
initialy. This state lasts for several years.

For the first 1d4 years of its unlife, the offspring vampire will react to its master as though under a charm spell.

Thisisn't strictly a spell effect, however, so the offspring doesn't receive regular saving throws to shake off the

effect. If the master instructs it to do something that is dangerous to the offspring, but not suicidal, the offspring
receives a saving throw vs. spell. If it successfully saves, it refusesto follow that order, athough in general the

charm staysin effect.

Vampire Brides and Grooms

"I truly loved her", the vampire admitted quietly, pain showing on its normally stoic face. "Would you believe that? | loved
her. | would have given anything, anything - even the rest of eternity - if she had loved meinreturn”.

It paused, and | thought for an incredible moment that the monster might cry. But then it seemed to rally its strength, and its
chill gaze nailed me to my chair.

I misjudged her totally", the vampire continued, its voice now virtually emotionless, "I thought she would retain the
innocence | so loved in her asa mortal, but no. I misudged her, and it was my greatest mistake. She saw me not asa
protector, but asarival, as a slave master. And she dedicated herself to freeing herself from my yoke". It chuckied
mirthlessly. "It is so obvious now, but for all those decades | fooled myself. | suppose - " and its voice almost broke, for all
the creature's superhuman control. "I suppose | had the love in my eyes, so that | was unable to see what was right in front
of me.

"Thefirst clue | actually paid attention to", it continued after a moment, "“was when the hunters arrived in my sanctuary.
Can you imagine my horror, my humiliation, my degradation? The only way they could have found me was through my
bride, my love", and it spat the last word with undying hatred.

"I killed them all, of course", it went on. "My beloved did not know all my strengths. And then | hunted her down. Not
difficult, really. Then | dissolved the bond". It bowed its head in remembered pain. "1 dissolved the bond and tore her
traitorous body apart. And do you know? | think the pain that | felt was greater than hers...

- From the personal journal of Dr. Van Richten

An especially rare and unigue relationship between vampiresisin that of the "Bride" or "Groom". Actually, considering that
the fact all vampires were once mortal, it isalmost surprising that this phenomenon is not more prevalent. No matter what
changes undeath has wrought, some vestiges of mortal thoughts and aspirations still survive, | am sure. Eternity can weigh
heavily on the spirit - even the spirit of avampire. Of al the burdens of immortality, perhaps the greatest isloneliness. To
whom can avampire bare its soul and admit its fears? With whom can the vampire vent some of the intense sensuality
which seemsto pervade its breed? From whom can it receive consolation for the past, comfort for the present, and hope for
the future? An eternity of solitude can be an eternity of pain.

It isno wonder, then, that vampires sometimes long for a special companion. Fortunately for these tortured souls - and
unfortunately for their mortal victims - vampires are capable of creating such companions. These special minions, if such a
term truly applies, are known as "Brides' and "Grooms". These terms may seem inappropriate, carrying with them as they
do the emotional "baggage" of love and marriage. While marriage is not an issue, aform of love - or at least of emotional
bonding - isinvolved, so the terms are not as inappropriate as they may, at first, seem.
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Creating a Bride or Groom

Creating a bride or groom, although seemingly a simple process, requires an exhausting exercise of much power by the
creating vampire. For this reason, only vampires of advanced age and capability can even assay this procedure. A bride or
groom can be created only by avampire of age category Ancient or greater, and not even all of those are capable of doing
S0.

The first step requires that the vampire find an appropriate mortal to be the bride. (Note: With apologies to the feminine
gender, | shall use the term "bride" and the pronouns "she" and "her" to refer to both brides and grooms. Unless otherwise
specified, there are no restrictions or differencesin the procedure based on the sex of either vampire or victim.) Usually this
problem solvesitself. Very rareisthe vampire who decides inisolation, "I will make abride", and then seeks out a mortal to
fill the bill. In the vast mgjority of cases, the process occurs in the reverse order. The vampire is drawn emotionaly to a
mortal and decides, because of the strength of this emotion, to make her his bride.

The nature of this emotion can vary widely. It may simply be hormonal lust (after all, the physiological systems related to
such effects in mortals are still present, and sometimes still functional, in vampires). It may be an obsession dating from the
days before the vampire became what he now is, asis the case with Strahd Von Zarovich's obsession with women who
resemble hislost Tatyana. In these cases, the vampire createsits bride in cold blood, for the sole purpose of satisfying its
own desires.

Sometimes, however, the emotion may be close to what mortals classify aslove. The happiness of the vampire becomestied
up with the prospective bride, and its well-being depends on hers. In these cases, the vampire might actually believeitis
bestowing a gift when it turns the mortal into its bride - the gift of freedom from aging and death.

To actually create the bride, the vampire bestows what is known as the "Dark Kiss. It samples the blood of its mortal
paramour - once, twice, thrice - draining her amost to the point of death. This process causes the subject no pain; in fact, it
has been described as the most euphoric, ecstatic experience, in comparison to which al other pleasures fade into
insignificance. Just as the subject is about to dip into the terminal coma from which there is no awakening, the vampire
opens agash in its own flesh - often initsthroat - and holds the subject's mouth to the wound. As the burning draught that is
the vampire's blood gushes into the subject's mouth, the primitive feeding instinct is triggered, and she sucks hungrily at the
wound, enraptured. With the first taste of the blood, the subject is possessed of great and frenzied strength (Str 18, if the
character's Str isn't already higher), and will use it to prevent the vampire from separating her from the fountain of wonder
that isits bleeding wound. It is at this point that the creator-vampire's strength is most sorely tested. He is weakened by his
own blood loss, and also by his own rapture as the "victim" of adark kiss. Overcoming the sudden loss of strength and the
inclinations of lust, the vampire must pull her away from its own throat, hopefully without harming her, before she has
overfed. Should the subject be allowed to feed for too long (more than 2 rounds), she is driven totally and incurably insane,
and will diein agony within 24 hours.

Once the subject has stopped feeding, she falls into a comathat lasts minutes or hours, (2d12 turns), at the end of which time
she dies. Severa (1d3) hours later, she arises as a Fledgling vampire - and her creator's bride! Her vampire creator must be
present to teach her the requirements and limitations of her vampiric existence. Otherwise, she might not understand the
necessity of feeding, and might even wander out into the sunlight and be destroyed.

The first moment that the bride realizes the ugly truth about her new nature can be highly traumatic, unless her creator takes
steps to ease her acceptance. Even if her creator is sensitive to her emotional pain and gentles her into realization, only the
most strong-willed person can come through that moment of understanding with sanity totally unshaken. The simultaneous
acts of love and hatred, or taking a bride by murdering her, create an emotional paradox which is often impossible to
resolve. In some cases, perhaps a majority, the knowledge of her fate totally unseats the bride's reason, and she becomes
wildly and irrevocably mad. If this occurs, most creator vampires will be forced to mercifully destroy their brides - in the
prescribed manner, as described later - and end their suffering. Of course, some cruel creatures will simply alow her wander
off to meet her own fate, even though doing so will cause the creator vampire some damage.

The actual process of creating a bride inflicts some limited damage on the vampire. Even the small amount of blood the
bride drinks weakens it for some time.

Any vampire can have only one bride or groom at atime. A vampire is physically incapable of creating another bride or
groom while it has a companion already bound to it in this relationship. If the vampire wishes to create another bride or
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groom, it must either destroy its current bride or groom or follow the ritual described later to dissolve the bond between
them.

The Relationship

Although there are some folk tales that describe the bride of a vampire asits slave, in much the same way that offspring are
slaves, abrideis free-willed from the moment of her creation. The creator vampire does have great influence over the bride,
however, although this control is totally nonmagical. When avampire is created in the traditional manner - that is, when a
victim'slife energy is completely drained away - the new fledgling instinctively understands much about the vampiric way
of unlife, and about its own strengths. weaknesses, and needs. Not so the bride. Newly-created brides are generally ignorant
of their own capabilities. If in life they heard folk tales and myths about vampires, they might have some vague conception,
but often these tales are totally wrong. The bride is effectively dependent - totally dependent - on her creator, to learn how to
survive as avampire. Thisobviously gives the creator great power over the bride. By lying to her or bending the truth, he
can convince her that she must obey his every order or suffer horrible consequences. With time, and through
experimentation, the bride might find out the true level of control her creator has over her - that is, none. Sheis till in avery
inferior position, of course, because sheis a Fledgling and her creator is at least an Ancient. Some creator vampires -
particularly those who created the bride out of love - will be totally honest with their creation, depending on loyalty,
friendship and even reciprocated love, to stop the bride from trying to bring about their destruction. Thisis probably the
most beneficial situation for both vampires, because two creatures cooperating are much more effective than two creatures
involved in machinations against each other. A vampire and bride who truly love and trust each other make ateam that is
exceptionally difficult to defeat!

Communication

One of the reasons "married vampires" are so difficult to defeat is that a vampire and its bride share a tel epathic
communication that has a range measured in miles. Regardless of intervening terrain or obstacles, the two vampires can
communicate instantly and silently asif they were speaking together. It isimportant to note that this communication is very
much like silent speech. One vampire cannot read the other's mind against the subject's will, so the bride cannot pilfer
secrets from the mind of her creator. As the sole exception to this statement, one member of the pair can sense incredibly
strong emotion in the other's mind. (This could be equated to hearing a vocalized gasp of surprise or fear.) Only extreme
fear, pain, surprise, sadness or exaltation can be sensed in this manner.

L ove and Jealousy

No matter how close and honest the relationship between avampire and its bride, the bride is still a vampire, with the
selfish, ruthless, and rapacious characteristics which that implies. Relationships between avampire and its bride are rarely
idyllic, and are often stormy enough to make a civil war seem like a garden party in comparison. Asthe bride growsin
power and knowledge she will probably start acting in her own best interests, rather than in those of her creator, and begin to
gratify her own desires. Her creator will frequently respond to this selfish behavior with intense and raging jealousy. Many
of these relationships have ended with the two vampires at each other's throats, tearing each other apart. (The bride will
usually lose such a conflict, of course.)

Negative Consequences of the Bond

While the bond is in existence, there is a strong metaphysical link between the two vampires unlife forces. (No doubt this
link explains the telepathic communication the creatures share.) So close is this link that the destruction of one member of
the bond inflicts grave damage to the other member.

Dissolving the Bond

The bond that joins the bride and her creator is eternal, unless the creator takes measures to break the bond. Although the

bride must participate in thisritual - either voluntarily or otherwise - she cannot instigate it. The ritual must be performed at
the will of the creator. To break the bond, the creator vampire must first open awound in its own body and allow a quantity
of its blood to spill on the ground. It must then open a similar wound in its bride, and allow her blood to mix with itsown in
apuddle on the ground. At this point, the bond between the two vampiresis terminated and can never be re established. The
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telepathic link between the vampiresis also ended. Perhaps most importantly, the consequences of one vampire suffering
upon the destruction of the other will now not take place. One of the two vampires is free to destroy the other - if it so
wishes, and if it can do so - without any repercussions.

Other Remarks

Traditionally, afemale vampire will create a male groom, while amale vampire will create afemale bride. Thisis not
always the case, however. There have been cases reported where male vampires have created male grooms, while female
vampires have created female companions. There are no restrictions whatsoever concerning this, apart from the vampire's
own tastes and proclivities. (It horrifies me to dwell onit, but | believe to this day that my son Erasmus was not transformed
into avampire in the traditional way. | surmise that Baron Metus - may his soul rot forever in the deepest pits of the Nine
Hells - turned my only son into a vampire's groom...)

Donating blood to the prospective bride or groom inflicts 3d8 hit points of damage on the creating vampire.
This damage - and only this damage - does not begin to regenerate until the first sunset after the brideis
created. All damage inflicted on the vampire by other means regenerates normally.

If one vampire in a bride/creator relationship is destroyed, the other vampire instantly suffers 6d6 hit points of
damage. Thereisno limitation in range to this effect, because the psychic shock propagates through the
Negative Material Plane, to which all vampires have a strong connection. Even if the two vampires are on
different planes, the survivor will sense and suffer from the other's destruction. The creature is unable to begin
regenerating this damage - and only this damage - until the next sunset. In addition, it cannot shapechange or
voluntarily assume gaseous form for 24 hours, and is unable to create another bride or groom for 3d6 years
thereafter.

The range of telepathic communication created by this union is 1 mile for each age category of the bride or
groom. The age category of the creating vampire isimmaterial.

To dissolve the bond, the amount of blood that both vampires must spill is enough to inflict 2d8 hit points of
damage on each creature. They cannot begin to regenerate this damage - and only this damage - until the next
sunset after the ritual is complete.
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Do vampires fear death? The fiend echoed my question with a laugh. Death? No, we have already died. Then its expression
sobered. "Nonexistence? Yes, that we fear above all.

"Think of it from our point of view", the creature proposed in the most reasonable of tones. You, as a human, fear death. But
you are - what - fifty? If you were to die today, what would you lose? Twenty years of life, perhaps thirty at the most, and the
last decade or more racked with pain and tortured with the humiliation of failing faculties. Bah! Nothing.

The vampire leaned forward, intense, as though it mattered vitally that | understand, that | be convinced. "I, asa vampire,
fear nonexistence", it said quietly. 'l have lived ten years for every one of yours. And if | were to be destroyed today, what
would | lose? Eternity!"

It sammed an iron-hard fist onto the table. "Thirty years? | could spend thirty years studying a well-written book or a
finely-wrought painting. | have time enough to think, to experience the changing of the world".

The monster sat back and viewed me from beneath hooded eyes. "Now", it purred, "do you understand why your deaths' -
and | knew it meant the death of mortals - "mean nothing to me?" It paused. "... And mine means everything?"

- From the personal journa of Dr. Van Richten

The Mind of the Vampire

Thelogical first step to eliminating a vampire is understanding it, which is probably why you are reading this guide now. Of
courseitisvital for the successful vampire hunter to acquaint himself with the strengths and weaknesses of the monster in
guestion, and to consider the variations of the theme. Understanding what their mortal vulnerabilities are is obviously
prerequisite, aswell. But | am of the opinion that understanding the psychology of the vampire is your greatest weapon.
Knowing how the creature thinks may give you critical clues asto how and where it will be at its most vulnerable state. It
can also save your lifeif you know what to say (and not to say) in the presence of avampire.

The Psychology of Immortality

Philosophically speaking, immortality is probably the greatest difference between mortals and vampires. Mortals know that
their timein the world istightly bound: no matter how long the road may be - and for elves and other such creaturesit can
be long, indeed - death inescapably waits at the other end. This, of necessity, affects the way mortals view life. "Timeis
precious’, "timeis dlipping away", "timeisfleeting”. "time, the subtle thief of youth": these are the proverbs and truisms of
mortality. So many facets of (demi)human psychology and philosophy can be understood when viewed through this lens.

It should come as no surprise, then, that the psychology of vampiresis very different, in some very profound ways, from that
of the mortal races. Having already died, vampires little consider the specter of death as mortal do. Provided that they can
avoid accidental destruction or annihilation at the hands of foes, these fiends could theoretically continue to exist to the
(hypothetical) end of time!

One must not forget, however, that vampires were once mortal creatures. Although the transition to undeath drastically
affects the body, its effects on the mind and on thoughts, beliefs, and philosophies are much less predictable and generally
more subtle.

Before discussing the psychology of immortality in more detail, it is necessary to distinguish between the three
"classifications" of vampires, based on their origins. The first classification includes those who became vampires because of
"deadly desire", like Strahd Von Zarovich. The second comprises those who became vampires as the result of a curse,
whether laid by amortal or by an evil deity. The third and final category is the most numerous:. those unfortunates who
became vampires as aresult of the attack of another vampire.

Thefirst two categories have one major factor in common: in almost all cases, these vampires were evil while they were
aliive. The transition to undeath never affects this except, in some cases, to intensify their evil.
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Thefinal category isatotally different case. Victims of vampires have no commonality with regard to ethos, moral
strictures, philosophy of life, care toward others, or any other factor. The victim of avampire could be asaint or asinner, a
paladin or an assassin, a compassionate healer or aruthless alley-basher.

The fact isthat the vast majority of vampires are chaotic and evil in the extreme. How does this come about? In most cases,
it seems, the transition to undeath itself works this grim change on the mentality of a vampire's victim; the Fledgling's
previous world view islargely irrelevant.

There are some fascinating exceptions, however, some documented cases of Fledgling vampires that managed to cling to
some of the attitudes and beliefs they had while alive - for atime, at least. What set these exceptions apart? Wasiit, as some
sages suggest, a characteristic of the vampire that created them? Or was it something within them? My own theory isthis:
the victim must have an immense strength of will, and the vampire that killed the victim be prevented in some way from
implementing the innate control that such creatures have over "secondary” vampires. (This can happen if the creating
vampire leaves the area, or is destroyed, between the time of the victim's death and the night the victim first risesas a
vampire.)

Some of the most fascinating examples of this sort of "carry over" were recorded by a sage, whose name has been tragically
lost, in atreatise whosetitle | have borrowed (with thanks) for this chapter: The Mind of the Vampire. Two samples follow:

A young, naive man, raised in a sheltered and privileged family, was slain by a vampire passing through the neighborhood.
At first, he was unaware of his true nature (or unwilling to accept it), believing that his death had been only profound
sickness and that his"premature” burial had been a mistake by his overzealous family. Evidence of his vampiric nature soon
became apparent, however, but the poor wretch was unable to fully renounce the life he left behind. He took to haunting his
old home, watching from the darkness and trying to pretend he was at |east peripheraly part of mortal life. He would seem a
totally pathetic figure had it not been for his vicious attacks against anyone who tried to take away from him the semblance
of hisformer life. An intrepid vampire hunter was slain by one of the creatures she so tenaciously hunted: the monster that
killed her was immediately destroyed by her colleagues. For whatever reason, these colleagues neglected to take the
precautions to prevent the woman from rising as avampire. The trauma the woman suffered when she realized her vampiric
condition was almost - but not quite - enough to drive her mad. She had taken up her life's pursuit as amoral duly, to rid the
world of the scourge of vampirism, and now she had become what she had always hated! She set the trauma aside, however,
and decided to play out the hand that Fate had dealt her. She dedicated her unlife to continuing the work she had started as a
mortal: to use her newfound powers to help her track down and destroy others of her kind. Unfortunately, she soon confused
her mission with a quest for power, and was destroyed by Strahd VVon Zarovich.

A Question of Alignment

The "typical" vampire is described as having an alignment of Chaotic Evil. There are some philosophers who believe this
fact says more about (demi)human perceptions than it does about vampires. Chaotic, holders of this theory point out, means
simply that vampires consider their personal interests over those of others, or of the many. While they do not go so far asto
condone this stance, they do consider it to be understandable because vampires are immortal. Evil, strictly speaking, is
defined as "holding life in low regard. How, these philosophers ask, could a creature be classed otherwise, that must feed on
living victims to survive? The point that these philosophers proceed to make in their heavy-handed and pedantic fashion,
which | have abbreviated here, isthat describing vampires as Chaotic Evil actually conveys very little information about the
creatures behaviors and attitudes.

But thisthesis raises afascinating question: if | set aside the matter of feeding habits, could avampire exhibit other behavior
patterns that could be described as "good"? The answer is "theoretically yes', and | can even cite one short-lived example. A
man of good alignment was killed by a vampire, and became a vampire himself under the control of his dark master. When
the master vampire was destroyed, the "minion" vampire became free-willed. Even though undead, he still held the beliefs
and attitudes that, while alive, had categorized him as Good. Now, in secret, he decided to use his powersto at least partially
set right the damage that he and his master had done. In fact, for some decades he was a secret benefactor to his home town.

Unfortunately, things changed with the passage of time. At first, the undead benefactor wanted no thanks, and kept his
identity and nature inviolably secret. He lived in a cave on the outskirts of town and saw no living soul. After a decade,
however, it seems that he began to resent the fact that the townsfolk showed no signs of gratitude for his largesse. He began
to leave behind notes, asking for some kind of "concrete appreciation”, generally money, in return for his efforts. (He had no
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need for the-money, of course: the coins were purely symbolic of the thanks he thought he deserved.) His demands became
progressively higher until the townsfolk decided the requests from their secret benefactor were too great. When they ceased
to pay, the vampire's feelings towards the townsfolk turned to hatred and he fell upon them like a scourge until some
intrepid adventurers destroyed him.

| have atheory that explains what happened in this example. Eternity isalong time. Asthe years passed, the vampire's
feelings began to change. Slowly he lost his sense of kinship with the living, and put his own desires, even when those
desires were somewhat irrational, before theirs. Finally, he came to believe that their very fates were petty things, unworthy
of his consideration.

| strongly believe that this attitude shift happens, in time, to all vampires. With some individuals, it occurs almost instantly,
while with others it may take decades. Although | have no firm evidence on which to base this conjecture, | would guess that
no vampire can retain a nature other than one of Chaotic Evil beyond the Fledgling age category.

Psychological Progression

Most vampires are unique personalities, as are mortal (demi)humans. Individual (demi)humans may go through a
"psychological progression”, themselves. Commonly, the young of al (demi)human races are rather foolhardy, simply
because the concept of death has yet to become real to them. They then enter a stage of experimentation, but usually temper
their curiosity with at least some caution. Thisisfollowed by a period of more conservative activity, particularly if they are
starting a family.

Then, as thefirst chill winds of mortality begin to blow through the soul, they will often temporarily relive the wild and
joyous exuberance of youth. When this phase has passed, they frequently return to conservative pursuits. And finally, in the
twilight of their years, they become introspective, trying to extract the underlying meaning of their lives. Certainly
(demi)humans are individuals, but still a substantial number of them pass through most if not all of these stages.

Why, then, should it be surprising that vampires also show a psychologica progression? Certainly, the stages are somewhat
different and the time scale involved is vastly changed, but in the "life" of even the most individualistic vampire, at the very
least an echo of this progression can be detected.

Thefirst stage is usually characterized by the creature feeling adark joy in its new powers. It is overwhelmed by the sense
of power engendered by its strength and its supernatural resilience. Newly-formed vampires will often assume animal form
for the pure and ssmple-minded joy of flitting as bat over the forests of the night or running, seeming tireless, with a pack of
wolves. Some of the creatures gain great satisfaction from testing the limits of their powers, often for the sheer joy of the
experience, even if its actual exploits are basically meaningless in the grand scheme of things. (There are recurring rumors
that could be interpreted as examples of vampiric "pranks" - trivial events that nevertheless required great strength or other
supernormal abilities.) This experimental stage of avampire's unlifeisusualy over quite quickly. Some vampires go
through this phase in a few weeks or months while others continue for more than a year.

The first attitude shift usually begins when a vampire comesto recognize it is not in fact invulnerable. This can occur
through stupidity, as when a Fledgling chooses an inappropriate sanctuary and is burned by the sunlight. More frequently it
comes when avampire in its foolish revels has attracted unwanted attention, and the first vampire hunters come after it.

Thefirst party of hunters represents a turning point for the vampire. For the first time it cannot ignore the fact that there are
those in the world who would like nothing more than to destroy the "blood-sucking fiend". It hardly seemsto matter whether
thisfirst group of attackers actually manages to harm the vampire or not. The simple fact of their assault triggers the change
because it forces the vampire to fight to defend itself, in many cases thisisthe first time the new vampire kills
(demi)humans. The vampire will usually draw two conclusions from this event. Thefirst is that some (demi)humans wanted
to destroy it, and thus all (demi)humans are potential foes. The second is that the vampire is a phenomenal fighter, avirtual
killing machine.

These two conclusions generally trigger the next phase. During this stage, many vampires become rampaging fiends, killing
for the pure joy of it, sometimes feeding from several victimsin one night, even after they are totally sated. Vampires will
often create their first "servitor" vampires during this phase, before they realize the consequences of their actions. This phase
can last for several years, and in some vampiresit never ends until the creature is destroyed. For most creatures, however,
this stage will last no more than twenty years.
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Usually the next stage is one of boredom. The "innocent™ joy the creature derived from exercising its powersis gone as the
monster becomes accustomed to those powers. Even the thrill of the hunt frequently beginsto pall after a decade or two. In
short, the prospect of an eternity of unlife becomes bleak when all the creature has to look forward to isits next kill. Thereis
also agreat sense of loneliness.

At this point, vampires typically diverge into two groups. There are some who try to interact once more with (demi)human
society in one way or another. With varying degrees of success, these creatures will try to take on the mask of mortality, to
"play the grand facade", to borrow a phrase once used by avampire (I will discuss this concept at length, later). If the
creature failsin itsfirst attempt to "assimilate”, it will rarely try again. If it enjoys some measure of success, however, thisis
usually the path the monster will follow for the rest of its existence. It will become one of the "shadow people" (to use
another vampire term), always existing more or less on the periphery of (demi)human society, moving through it when
necessary, and secretly preying upon it.

Vampires who decide against dabbling in society, or those who fail in their first attempt, usually deal with the boredom and
loneliness in a more destructive way. To add interest to their bleak existence, they often escalate in cruelty. Rather than
killing one person, they kill acaravan of merchants. Rather than terrorizing a small village, they bully an entire county.
Creatures in this phase often put much energy and imagination into new ways to spread destruction over the land. Obviously
this phase is most likely to attract the attention of vampire hunters. Conspicuous behavior coupled with relative weakness
has spelled the destruction of many vampires during this stage. For one reason or another, vampires rarely continuein this
mode of mass destruction beyond the transition to the Mature age category (Either they "grow out of it", or are destroyed.)

One definition of "maturity” in (demi)humansis the ability to emotionally accept one's mortality. Conversely, in vampires,
one definition of maturity might be to emotionally understand the consequences of immortality. Usually after about 100
years of existence, vampires will come to realize that they could truly never cease to exist... if they are careful. At this stage
vampires come to realize, sometimes for the first time, just what they have to lose.

This brings about several changes. The most noticeable is that the conspicuous destruction of the preceding phase comesto
an end. The creature recognizes how much of arisk this behavior represents. Not only will it eventually bring down upon it
the vengeance of an individual or group powerful enough to destroy it, but it might also stumble upon such agroup or
individual in one of its violent forays, and thus hasten its doom.

The second change is that the vampire will start to take more precautions to protect itself. It isusually at this stage that
vampires begin to set up multiple sanctuaries for themselves, all hidden and warded to the best of the creature's
(considerable) abilities. If it livesin the wildernessit will seek out and summon animals and monsters to serve as guardians
(and food sourcesin times of dearth). If it is"playing the facade" it will hire and charm guardians, and begin to establish
layers of protection around itself. Vampires at this stage may consider creating servitor vampires, but will be very careful to
keep them under complete control to ensure that the servitors do not attract unwanted attention, and to destroy them before
they grow powerful enough to challenge their master.

Security, to be worth anything, must be security against all dangers, and perhaps the greatest danger to avampireis
boredom. Thus at this stage, vampires will often go to great lengths to ensure that they have diversions open to them. They
may engage in physical activities, either in human or animal form, such as hunting purely for pleasure. They may surround
themselves with things of beauty. Astheir intelligence grows sharper with age, they may entertain themselves by learning
new languages, and by working their way through the libraries of humanity. So great may be their need for company and
companionship that they create a"groom" or "bride" - a vampire with which they have an intense bond and kinship
("Grooms" and "brides" are discussed in Chapter Ten, Relationships Between Vampires.)

This stage of maturity can last for several centuries, indeed, many vampires never progress beyond it. For them, security and
sources of diversion are all they need.

For other vampires, however, these two factors are required, but not sufficient. They need something more. This 'something
more' is often found in a hunger for power. Thisis something of an echo of the earlier stage where they tried to spread their
range of destruction over larger and larger areas. Now, however, it istheir sphere of influence that they wish to expand.

The nature of this sphere of influence depends on the personality of the vampire. The most obvious manifestation of power
hunger isthe desire to rule, but avampire king is soon faced with a quandary: what do the people of the land think when
their king has ruled for fifty years? One hundred? One thousand? Sooner or later, the vampire's true nature will be reveal ed.
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Therefore, | surmise that most vampires in this ambitious psychological stage cither put amortal "figurehead " on the throne
while they rule from behind the scene, or they participate in a more insidious manifestation of power hunger: in the vast
majority of societies, rulers can come and go - even despots and tyrants - and "power brokers®, the buyers and sellers of
information and favors, retain their places of power (and their heads) regardless of law or morality. | am sureitisinthis
shadowy stratum of society that those vampires prefer to operate.

Still other vampires display their hunger for power through a fixation with the magical arts. Those that were wizards (or
even priests) in life will sometimes pursue their magical endeavorsin unlife. With immortality, a vampire can amass a
treasure trove of old tomes, laboratory equipment, and magical items. But even more valuable is the time they can dedicate
to their studies. If aparticularly powerful spell will take ninety years of research, what of it? A vampire has eternity to invest
in the resultsthat it desires.

| believe this cannot be over-stressed! Vampires capable of casting spells have literally unlimited time in which to research
and develop new or "customized" versions of familiar spells. The nature of these idiosyncratic abilities depends on the
vampire's personality. One thing is certain, however: those who would hunt a spellcasting vampire - even one "only" severd
centuries of age - should be prepared to face magic of anature and lethality that can hardly be imagined by mortal mages.

Many humans and demihumans become "arrested” at particular stages of their psychological development - so, too, do
vampires. Other events can later reverse this "arrested development". For this reason, there is no direct correlation between
the psychological stages discussed above and age category. Particularly intuitive vampires might progress to the stage of
power hunger within a mere century or two; others might never even reach this phase. As agenera statement, however, a
vampire who manages to achieve the age of Patriarch will have reached the pinnacle of psychological development.

Ego

"Mortals are cattle”, the vampire said without animosity. " You supply us with food, primarily, but with much more as well.
You are our tools, you ephemeral, posturing fools. We use you as pawns in our ongoing plans'. The creature leaned forward
to fix mewithitsicy stare. "That is the only significance to your existence: you serve us'.

- From the personal journa of Dr. Van Richten

One consideration that does not seem to correlate with a particular phase of a vampire's psychological development is ego.
Virtualy from the outset, a vampire will have an exceptionally strong ego and sense of self-importance. A mgjor
consequence of thisisthe belief that mortals are basically unimportant. Should a mortal - hence, an "insignificant creature” -
challenge it in any meaningful way, avampire isvery likely to respond with disbelieving fury and overwhelming vengeance.
For this reason, among others, injuring a vampire is a dangerous thing. One should destroy the creature or not challengeit at
all! Thereisa positive aspect to thisinflated ego, however: vampires will frequently underestimate the risk that mortals
pose, believing that the "obvious superiority” of immortals to such ephemeral creatures means that all mortals are incapable
of harming it. A wily vampire hunter can sometimes play upon this overconfidence.

Insanity

Throughout the "life" of avampire, there is always a grave risk of insanity. Perhapsit is the enforced separation from the
community of mortals that unseats the creature's reason, or perhapsit is the prospect of the eternity that stretches before
them. Perhaps it has a more physiological reason, based on the changes that occur in the brain on transition to undeath.
Whatever the reason, a significant proportion of vampires become insane.

Sometimes the transition from sanity to insanity is hard to spot. As aresult of the creatures immortality, they will often
engage in plans that might take centuries to reach fruition. The creatures day-to-day actions, when viewed without the long
view of immortality, might make little or no sense. The transition to insanity isinsidious, subtly more complicated as the
vampire engages in more and more intricate plans - "wheels within wheels within wheels', to quote one vampire - and more
labyrinthine plotting. Eventually the creature's day-to-day actions make no sense to the creature itself, but it follows through
with them anyway.
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In other cases, the transition to insanity is more obvious. As the vampire grows older its behavior becomes more psychotic,
more paranoid as it beginsto grow tired of itsway of life. Thetiny part of it that is still mortal yearns tenaciously for the
thingsit had in life, while the part of it that is a vampire scorns those pleasures of the flesh. Eventually, the strain of the
creature's dualistic nature becomes too great. Soon after, the vampire becomes subject to fits of rage and insane behavior.

Thiseasily identified kind of vampiric insanity will usually draw unwanted attention and eventually destruction upon the
vampire. If the insane individual is the minion of a more powerful creature, the master vampire will almost aways destroy
the servitor at thispoint. In asimilar vein | have heard that, in afar-away city, there were three vampires who had totally
integrated themselves into the upper crust of society. These creatures were renowned businessmen, patrons of the arts, and
even ex officio members of the city council. Unfortunately, one of the creatures went insane. In order to protect their own
positions, the other two immediately destroyed it.
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To thisday | cannot remember what first aroused my suspicions. But suspicious | was: | believed that there was something
unethical or illegal about how the young Berron Labras inherited the ancient estate from his grandfather, Jonat Labras. (|
admit it: | suspected that Berron has slain Jonat just to acquire the estate.)

| began to investigate. | learned that the estate had been in the Labras family for five generations. | also found that each
time the estate changed hands, the current owner died or disappeared and a young relative appeared from abroad to take
over the property. On a hunch, I examined samples of handwriting from all five owners of the estate. To my horror and
shock, the writing samples -spread over a period of two centuries - had undeniably come from the same hand...

- From the journal of Fastil Merryvane

The Facade

In addition to hibernating, discussed earlier, another way in
which vampires can minimize the risks of madness and
detection isto "play the grand facade™: to take on the guise of
mortality and assimilate, at least partially, into mortal society.
A vampire might continue this charade for weeks, years, or
even decades. If it takes the precautions described in this
chapter, it can continue the pretense for centuries. The
vampire might imitate a noble or a peasant, or anyonein
between. In any event the impersonation will usually be
flawless due to a vampire's uncanny ability to imitate human
gestures.

Exactly why the assumption of amortal life aidsavampirein
survival of the ages is unclear. Some sages believe that all
vampires yearn for the mortality which they once had. By
pretending to be amortal and by being accepted as kin by
mortals, a vampire can at least partially relive what it has | ost.
Others simply seem to enjoy contact with mortals, for awide
range of reasons, and seek it out almost from the start. Still
others see the facade as a vital tool in achieving their goals,
whatever they may be.

Whatever the reason, all vampires who decide to "play the facade" must face asimilar set of problems. The ingenuity shown
by these creatures in overcoming these problemsiis, at limes, astounding.

The Roles of the Vampire

When the murders began, | realized at once that there was something familiar about the methods used. Al thetime | had no
opportunity to dwell on it, however. The city council was breathing down my neck - under standably, because the first four
victims had been city council members - and | had important skins to protect.

It was only several weeks into the reign of terror that | realized why the methods were so familiar. | had read about themin
a local history book. | found the volume in the constabulary library quickly enough. The reference was two hundred years
old, fromwhen this great city had been nothing more than a tiny fishing village. But there was no mistaking the handiwork
of the killer.

It was the Spider, Ancient Assassin, back in business after a hiatus of 200 years...

- From the journal of Superintendent Bryndan Oleary
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The first question that must be asked by a vampire who wishes to assume the role of amortal is, what kind of mortal?
Specifically, what position in society will the vampire hold?

Thisisnot atrivial question, and the answer will depend largely on the vampire's goals when entering society in the first
place. If the intention isto garner power, then the role chosen will be different than if the vampire simply wants to stave off
boredom.

Vampires will usually shun the lowest rungs of the socioeconomic ladder. There are many logical reasons for this.
Obvioudly it is very hard to rise to a position of power from the peasantry. The risk of detection is, perhaps surprisingly,
greater should the vampire mingle with the lower castes. Deviations from the norm are less tolerated than higher up the
social scale, where differences can be reframed as "charming” eccentricities. Superstition is more prevalent, and people are
more likely to suspect vampiresin their midst. And finally, if the vampire's goal is simply to enjoy its stay in mortal society,
the abuse generally heaped on the poor will quickly diminish this enjoyment to nothing.

No, it is much better for the vampire to insinuate itself into the middle or upper echelons of society. Here the creature can
minimize the chance of detection by insulating itself, to whatever degree it seesfit, from casual contact. For example, arich
merchant who owns a trading coaster is expected to be somewhat limited in his contact with others. Equally, a patron of the
arts can be forgiven for limiting personal contacts with others to specific occasions. In addition, the upper classes are much
more likely to accept odd behavior as eccentricity than are the lower classes (speaking generally, of course).

The other major benefit a vampire gains from entering the upper class or aristocracy (if possible) is proximity to power. By
insinuating itself into the socia whirl of anation's capital, a vampire can learn many things that will aid it in its own climb
toward dominance (if such isits goal, of course).

Vampires are uniquely suited to insinuate themselves into society. Certainly, there is the requirement for some degree of
wealth, if only as"stage dressing”, but vampires have many ways with which to acquire this wealth. On the personal level
they are unmatched at quickly earning the trust, respect, and friendship of mortals. Thisisaresult of both their unusual force
of personality (Cha) and judicious use of their charm-gaze. With careful work vampires can position themselves to become
power brokers. dealersin information and disinformation, disseminators of rumors, and the center of a network of
interlocking favors and obligations. From this position they can start to amass wealth and power, should this be their aim.

Some vampires shun the upper class haunts of the wealthy, preferring to enter a different form of society: the criminal
underclass. Here urbanity and suave conversation take a back seat to violence and determination. The criminal leaders and
rulers of this dark underworld reach their exalted positions through a combination of cunning and ruthlessness - both traits
of which vampires have an abundance. Many of the powers possessed by a vampire would make a mortal thief sick with
jealousy: the ability to shapechange, the ability to assume gaseous form, the monster's natural spider climb power. A
vampire can quickly rise through the ranks of criminals by beating thieves at their own game and by openly eliminating
rivals, eventually reaching the pinnacle of success. | have reason to believe that vampires hold positions as grandmasters of
various thieves and assassins' guilds throughout the lands of mist, and elsewhere as well. An interesting question to which
| have never found an answer is whether the subordinate members of these guilds know that their leader is avampire, and if
they truly care. | would suspect that some guild members know the nature of their leader, but could not care less as long as
the guild continues successfully.

Another fascinating role that a vampire may assume is that of the "gentleman adventurer”. This compelling figure would be
as much at home in polite society as he would be outside it (often far outside it). Thisis the perfect role for avampire to take
on. An aoof manner and avery daunting reputation may keep others so distant that they never suspect the adventurer's true
nature. And the character's propensity for going off on adventures provides a perfect cover for the vampire's "hunting trips'.

In al of theseroles there is one issue that the vampire must address, and that isfeeding. Usually thisis not amgjor problem
in atown or city of any size there are enough poor and destitute to sate the hunger of an army of vampires. The creatures
would rarely, if ever, kill, choosing instead to drink small amounts from numerous victims. Even if the vampires did kill,
few citizens would miss a destitute beggar or two.

Disguise
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To successfully infiltrate society, a vampire must disguise, or draw attention away from, those characteristics that set it apart
from mortals. This often requires great cunning, yet these fiends usually have a surfeit of that characteristic.

Psychical Traits

The most obvious traits that identify a vampire are physical. For instance, the skin of avampireistypicaly pale and cold.
While this aone is not enough to identify the creature's true nature, when combined with other cluesit can be damning.
Vampires who wish to survive in society must avoid even the slightest risks.

There are two ways to handle the issue of skin color. Oneisto change it, either through makeup or magic. The other isto
leave it alone, but simply provide a convincing rationale for it. A "gentleman adventurer" vampire might blame his cold and
pale skin on a"jungle fever" he suffered some years ago and, in the absence of any reasons to suspect otherwise, he could
reasonably expect everyone to believe him. Skin temperature cannot be disguised by makeup, but a vampire could simply
devise an excuse for not physically touching anyone. A life-long phobia, a religious requirement, or something similar
would serve.

One physical characteristic impossible to explain away is a vampire's absence of animage in amirror. Obviously the
creature's only choiceisto avoid mirrors and other polished surfaces. Thus a vampire's home will have no mirrors or highly
waxed floors. If the vampire should go abroad in society, it will always be on the lookout for reflective surfaces and avoid
them. Thisisaticklish point, and the vampire must be very careful that mortals do not realize it is avoiding minors, because
this can be almost as damning as the lack of areflection. Vampires are exceptionally cunning, however, and will frequently
find some way of worming out of this problem.

Other physical characteristics that can give avampire away are its resistance to physical damage and the inhuman speed
with which it heals. Thisis easily solved, of course. The vampire ssmply hasto avoid being drawn into combat or into
situations where it might be harmed. Or, if it is drawn into combat that it cannot avoid - if challenged to a duel, for
example -it has merely to slay its foe before that unlucky soul even has a chance to strike the vampire. Considering a
vampire's physical strength, quickness, and magical abilities, thisis usualy very simple to arrange.

Behaviors

Vampires are cursed with certain behavior patterns that can give away their true nature to careful observers. The most
notable of these behaviors are discussed below.

Aswas mentioned in Chapter Seven of this treatise, some vampires are able to ingest normal food and drink, and to keep it
down for at least some period of time. But individuals unable to do so must either disguise or explain the fact that they do
not eat or drink.

The easiest solution is sSimply never to enter a situation that involves public eating - dinner parties and the like. The vampire
may simply claim a prior engagement. Alternatively, it could explain that its religion forbidsit from eating and drinking in
public, or even that it is alergic to many types of foods and must adhere to avery specialized diet. (Thislatter is something
of arisk because obliging hosts might offer to meet whatever dietary requirements the individual has.) In social gatherings
among the upper class, wine often flows freely. Fortunately for the vampire, it is easy to claim an aversion to alcohol based
on any number of reasons (religious prohibitions, personal taste, allergic reaction, etc.).

More difficult to explain away is the creature's aversion to holy accoutrements. These are rarely in evidence at social or
business gatherings, however, because religion is a personal matter and few people would risk offending guests of other
faiths. The vampire would have to build areputation as either a complete atheist or as a devotee of afaith that requires
private worship, and in this way avoid being invited to temples or chapels. The greatest risk to avampireis casual or
purposeful display of holy symbols. For example, avisiting prelate might well be invited to the same social gathering as the
vampire, and the prelate would almost certainly wear the holy symbol signifying his or her office. The vampire would cither
have to destine the invitation or otherwise avoid the prelate, or trust to his or her abilities to suppress signs of distaste
brought on by the holy symbol.

If suspicion has built up to such a point that someone tests the vampire - by trying to turn it, by demanding that it grasp a
holy symbol, by splashing it with holy water - the vampire has stayed around much too long. No vampire in its right mind
will let things get to thislevel, of course. It is much safer to ssmply drop out of sight and reassume the facade in another
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guise after years or decades have passed.

Fortunately for the vampire, the vast majority of social eventsin the upper strata of society occur after dark. Thisis not as
true in the lower levels of society - another reason why vampires usually take on upper-class personae. Peasants,
shopkeepers, even middle-class businesspersons must work during the day, and one who does not will attract unwanted
attention. Among the "idlerich" and the aristocracy, however, few care how others spend their days. A vampire moving in
these circles can simply accept only those invitations which take place after sunset. If necessary, the vampire might provide
an additional explanation; perhaps he suffers from a"childhood malady” that makes the eyes painfully susceptible to bright
lights.

In criminal society thereislessrisk of detection, because so many of this underclass's activities naturally occur at night.

The Extended Facade

The body of avampire shows no sign of aging. Even after a millennia or more of unlife avampire looks little changed from
the day on which its mortal body died. In the short term thisis not an issue. If avampire wishes to continue its masquerade
over aperiod of years or decades, however, thislongevity is something that must be addressed, especialy among the
short-lived races, such as humans.

A vampire playing a prolonged facade must take care to simulate the effects of aging. This can be done through makeup or
by magic. Both represent risks, of course. Even the best disguise can be penetrated, and magical alterations can be detected,
arousing suspicion, and they even can be dispelled. Powerful magical items such as a hat of disguise can assist the vampire
in keeping up the charade of mortality, but the risk remains.

Many vampires minimize this risk by keeping their affectations short-lived, or by changing locations and identities every
decade or so. A vampire might "pack up shop™ in one city and disappear, only to resurface with another identity on another
continent.

If the vampire islooking to gain nothing more than diversion from the facade, there is no problem with this kind of
relocation. If the goal iswealth, however, the vampire must find some way of transferring its accumulated possessions to its
new locale. It must be very careful in doing so because shipping manifests and such represent away by which hunters can
track it down.

If the vampire's goal is power, the situation becomes even more problematic. In essence, the creature is stuck in one location
because power israrely portable. Vampires seeking power must either take great precautions to hide their agelessness or
isolate themselves by working only through trusted intermediaries. (Few vampires feel totally comfortable with this, of
course, because trust does not come naturally to these creatures.)

Vampires playing along-term facade will sometimes go to the extreme of faking their own death, and then appearing as a
"young heir" to take over the "dead benefactor's" property and wealth. This can be risky, however, because both the
vampire's disguise and the details of the "inheritance” must be able to withstand scrutiny.

Shadow People

Vampires have aterm for those of their kind that feel the need to spend prolonged time in facade. The term is "shadow
people”.

To many vampiresit is a pejorative term. Those individuals despise the facade, considering it to be a grotesque lie.
"Vampires are what they are", these individuals claim, and should revel in their true nature rather than trying to assume the
mantle of "lesser creatures’.

More mature and intelligent vampires tend to view the facade as a great game, a challenge. They recognize the benefits of
partial assimilation into mortal society, and respect those of their kind that are particularly expert at the facade.

Finances
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"Why do | need all this?" The vampire waved a hand negligently around, indicating the beautiful works of art that
surrounded us. "In truth, | do not need it at all. But | enjoy it, much more than you are capable of understanding. Do you see
that statue over there?" It indicated a figure carved from smooth black stone. "I can see the grain structure of the rock,
details much too small lo be defected by your mortal eyes’, it told me, "so | can experience another level of beauty from that
statue which is forever beyond your grasp. And, after all”, the creature said with a satisfied sigh. "l was not in a position to
enjoy luxury while | was alive. Why not take advantage of the opportunity afterward?" It smiled grimly. "Many mortals talk
about an afterlife, an existence after death and how much finer it is than earthly life". It sat back complacently. "Well, thisis
the afterlife”, it said, gesturing around it. "And | find it to be very fine, indeed".

- From the personal journa of Dr. Van Richten

Vampires who play the facade need money if they wish to minimize the risk of discovery. At least some level of wedlthis
needed to insulate oneself from the press of (demi)humanity. A home must be purchased, servants hired, the other trappings
of mortal life acquired. If the vampire has chosen to enter the upper classes, then maintaining the appropriate lifestyle - with
regard to entertaining and such - is vitally important, and extremely expensive.

Of course, many vampires relish wealth for its own sake. Thisis not necessarily aresult of greed. Many of the creatures
seem to enjoy opulence and surround themselves with beautiful objects of art. As do many mortals, they enjoy wealth for
what it will buy them in the way of comforts and diversions.

Also, awesalthy vampire can acquire and outfit a number of sanctuaries within its "territory" and elsewhere. The more
sanctuaries a vampire has the greater its security. The vast majority of vampires understand this and will amass wealth for
thisreason if for no other.

Sources of Wealth

Vampires are generally denied the sources of great wealth open to mortals. For example, how could avampire possibly
claim an inheritance? Or earn its own fortune working its way up from a common laborer? Or, for that matter, even keep
possession of whatever wealth it had while alive?

Most vampires acquire their "starting capital” through theft of one kind or another. Depending upon the personality of the
individual vampire, and upon the location, the nature of this theft can vary wildly. For example, in unpatrolled areas a
vampire could become afiendishly effective highwayman, robbing unguarded travellers and merchant caravans with relative
impunity. Perhaps a"lone adventurer" might join a party on atreasure hunt, only to murder his associates when the prizeis
achieved. In atown or city the vampire might indulge in mugging, or in breaking and entering. In any case the creature's
abilitieswould give it a massive advantage over mere mortals. A vampire might also hireitself out as alethal assassin.

One of the most interesting options open to avampire in need of starting capital is also one of the most risky. It is possible
for avampire to kill awealthy person - perhaps the owner of a manor - and temporarily take that person's identity, thus
playing avery specific kind of facade. Thiswould usually involve amagical disguise of some kind to handle the physical
resemblance, but the other facets of the impersonation - voice, gestures, movements, and so forth - would be remarkably
easy for avampire create. Therisk of detection would remain relatively high unless the vampire made sure to limit contacts
with the outside world - by claiming avirulent illness, for example.

The impersonation need not last long, of course. The vampire would need only sufficient time to orchestrate a convincing
excuse for shipping away some measure of the unfortunate victim's wealth, and then could make its escape. With at |east
some portion of the victim's possessions converted to untraceable form, the vampire could vanish and resurface elsewhere
with a"nest egg" on which to build.

After avampire has generated starting capital, it can build that money into afortune, just as a mortal might do. The vampire,
however, has amajor advantage: time. The creature can spend a"paltry” one hundred years building a business empire, then
liquidate and get on with itsreal plans.
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Suspicion had been building in my mind that the self-styled Countess Abalia was actually a vampire. In fact, | had totally
convinced myself that she was a fiend. You will understand my stupefaction then, when on that evening | saw her primping
and preening in alittle hand mirror she held before her face. | positioned myself behind her and looked in the mirror... to
see her face, smiling archly at me.

It was only later, after my inaction had led to so many deaths, that | understood what had happened. The Countess Abalia
was not only a vampire, but also a wizard of considerable skill. Both the mirror she held and the reflection | saw in it were
nothing more than magical illusions...

- From the journal of Melnor Melabbey

Retained Skills

To quote from arespected bestiary, "In most cases, vampires do not lose the abilities and knowledge which they had in life
when they become undead. Thus, it is possible for a vampire to have the powers of, for example, awizard, thief, or even
priest". Thankfully, thisis not always the case, as the transition to vampirism sometimes seems to wipe the victim's mind
clean of most or all previously held skills.

Priests

Only those priests who worshipped evil deities during life may retain the ability to cast spells after death. The reason for this
issimple: priest spells are bestowed by the priest's deity or by its minions. Deities dedicated to Good will certainly not
bestow spells upon vampires because these creatures will always use those spells for evil purposes. And some evil deities
may refuse to bestow spells or, perhaps, only bestow certain spells upon vampires.

The process that a vampire-priest must follow to attain spellsisthe same asfor amortal priest. In other words, the creature
must meditate and pray to receive the powers. Vampire-priests seem to be much more skilled at casting spells from the
Necromantic sphere than are mortals, and less adept with spells from the Sun sphere.

Turning or Commanding Undead

Vampire-priests who followed nonevil deities while alive retain none of their mortal abilities to turn or command other
undead. Priests who worshipped evil deities sometimes retain this ability after death and, in fact, often wield it with an
aptitude they never had in life.

Wizards

Individuals who were wizards while alive can retain their spellcasting abilities regardless of their previous alignment, and
seem to retain the ability to cast all spellsthey were able to wield while alive, with much the same effect. The fact that
vampires can develop inhumanly high levels of intelligence gives some creatures the ability to cast sometimes many more
spells than they could while aive.

V ampire-mages must memorize spells as they did while alive. The same holds true for gaining access to new spells.
Vampire-mages must have spellbooks, like mortal wizards. These undead wizards are particularly adept at casting spells of
the Necromantic and Illusion/Phantasm schools.

Thieves

Of al professions, it seems that thieves gain the most from their transition to vampirism. Not only do vampires skilled in the
thieving arts often retain these abilities, but many seem to be even more proficient after passing through the veil into
undeath. As has been stated before, vampires are stronger, faster, and more dexterous than the great majority of
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(demi)humans, and their senses are significantly keener than those of mortals.

When one couples these improvements in physical skills with the spell-like abilities of a vampire - such as shapechanging,
assumption of gaseous form, and the ability to spider-climb at will - it becomes obvious that a vampire-thief is the ultimate
nightmare for anyone concerned about security. The only positive factor is that the vampire-thief will probably be unable to
enter a private dwelling without invitation (although the creature's charm-gaze can frequently make up for this).

Bards

The skills of the bard seem to suffer the most from the transition to vampirism. Of course, avampire-bard gains similar
enhancements to its roguish skills as does a normal thief, but bards who could cast wizard spells while aive invariably lose
this ability when they become vampires. Opinions are divided on why thisis. | believeit is because bards, unlike true
wizards, rarely if ever understand exactly why their spells work, casting them only by rote. Changes occur with the
transition to vampirism, and the bard understands too little of magical tradition to properly alter the spell's components and
cast it asavampire.

An even greater change occurs in the bard's ability to inspire and sway the opinions of mortals. Vampire bards aways lose
this ability. This may, on the surface, be very surprising. It istrue that avampire's ability to mimic behavior allows the
creature to play instruments, to sing, even to recite poetry with superhuman virtuosity. But there is something missing from
the vampire's performance which forms the core of a similar performance by a bard: the understanding of the thoughts,

fears, hopes, and desires of the mortalsin the audience. The transition to undeath so distances the vampire-bard from the
emotions of mortality that it isincapable of forming the emotional connection with its audience that a mortal bard can create
instinctively. Thus, while the musical performance of a vampire may be technically perfect, it lacks "soul™; the performance
of amortal bard may be less perfect, but it touches the emotions. (Of course, the creature's enhanced force of personality and
charm-gaze can somewhat make up for thislack.)

Paladins

Unsurprisingly, al of the exalted and magical abilities of a paladin are lost, should the unfortunate soul become a vampire.
The creature is considered to be a simple vampire-warrior. If the former paladin had awar horse, the mount will
immediately turn against the vampire and try - vainly, of course - to destroy the abomination that its rider has become.

Should, by some extreme chance, the paladin ever be brought back from vampirism, the poor individual will no doubt be
forced to undertake quests of extreme rigor to be atoned in the eyes of his or her deity, for the evil taint of vampirism.

Ranger

Vampire rangers retain their tracking abilities, and their skills at hiding in shadows and moving silently. In fact, these
abilities benefit from the creature's enhanced sensory acuity. It loses forever its ability to cast spells and its adeptness with
trained or untrained animals. (The only exception to the latter is with animals whose form the vampire can take.)

Csionicists

Effects on psionicists are dependant upon the powers these beings had before death. Vampire-psionicists are able to retain
most "psychic" powers that they had while alive. All other types of psionic powers are lost when an undead state is assumed.

Combat Abhilities

Vampires who have had no mortal experience with melee are yet lethal foesin combat: this| know form painful experience.
It seems that a previously unskilled vampire can pick up asword or even abow and use it, albeit with less facility than he
boasts when attacking bare-handed.

How much worse is avampire who, in life, was a highly skilled warrior! The weapon skills |earned by on experienced
fighter are frequently retained when the creature becomes undead, including specialty training.

file:/l/E|/Roleplaying/handbooks/TSR/VR Guides/vr01_14.htm (2 of 5) [10/03/2001 10:03:04 AM]



Van Richten's Guide to Vampires - Retained Skills

A vampire wielding atwo-handed sword or a heavy crossbow can be a daunting sight. Nonetheless, it is better to face an
armed vampire than an unarmed one because the creature can drain life energy only when it strikes a foe with a bare hand.
Thus, while atwo-handed sword in the hands of a vampire can cause hideous damage, there is not the associated risk that
anyone killed by the attack will rise later as avampire.

Nonweapon Proficiences

Many vampires also remember skills they learned while alive that are not directly related to the profession they followed.
These skills may relate to their childhood environment or to hobbies they took up at alater date.

The main impediment most mortals find in learning new skillsis time. For an immortal vampire, timeis hardly an issue.
Thus, should it strike the creature's fancy, a vampire could gain proficiency in a huge number of skills over the years. Thisis
aided by the fact that the monster's enhanced intelligence eases the process of learning new skills. Such ease with the
acquisition of noncombat enhances the assumption of afacade. It is also an almost certain bet that the creatures can turn
even the most harmless-seeming skill into a weapon against their foes.

This discussion, of course, refers to PCs and NPCs belonging to specific character classes. The DM decides
whether any individual character turned into avampire retains his or her character class abilities. As agenera
rule of thumb, the DM could assign a 65% chance that the character retains class abilities.

Priests

Vampiric priests who worshipped Evil deities retain whatever level of experience they had at the lime of their
death, and retain access to the same spheres they had as mortals. Aswith living priests, the DM must adjudicate
what spells are bestowed, based upon the vampire-priest's actions and the nature of its deity. For example, if a
vampire priest worshipping the god Bane prays for and receives a flame strike spell, and then usesiit to kill
some followers of Bane, then Bane would be unlikely to grant the vampire-priest more spells until the creature
had atoned for this indiscretion. Priests who worshipped Good dietiesin life will naturally lose their
spellcasting powers.

Vampire-priests advance in level much more slowly than mortals: they gain one-to-three levels per century. For
every 500 years that a Patriarch exists, it has a 50% chance of advancing alevel. Vampire-priests cast
Necromantic spells asif they were one level higher than they actually are, and Sun spells asif they were one
level lower.

If avampire priest worshipped an Evil deity in life, there is a base 50% chance that the creature will retain the
ability to command other undead as a vampire-priest. Should the creature retain this ability, it commands other
undead and turns paladins as If it were 3 levels higher than its actual level. As mentioned above for
spellcasting, a vampire-priest has a 35% chance of advancing alevel for each age category it achieves, and a
50% chance of advancing alevel every 500 yearsit exists as a Patriarch.

Wizards

Vampire-mages retain whatever level of experience they had at the time of their death, and retain access to the
same schools they had as mortals. They advance in level much more slowly than mortals. Each time the
creature attains a new age category, it has a 35% chance of advancing one level in spellcasting ability. For each
500 years a Patriarch exists, it has a 50% chance to advance alevel.

VVampire-mages cast Necromantic and Illusion/Phantasm spells asif the mages were one level higher than they
actually are. In addition, any mortal who is the target of a Necromantic or Illusion/Phantasm spell cast by a
vampire-mage suffers a-1 penalty to any saving throw against that spell.

Thieves

A thief that becomes a vampire gains some significant bonuses. First, avampire's Dex increases with age to a
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maximum of 20, the vampire-thief enjoys the normal bonuses to its thieving skills for exceptionally high Dex.
Second and most importantly, the vampire gains an additional experience level upon its transition to undeath.
This represents the improved coordination and sensory acuity described by Dr. Van Richten.

Vampire-thieves advance in level more slowly than mortals. Each time the creature attains a new age category,
it has a 45% chance of advancing one level in thieving ability. For every 500 years that a Patriarch exists, it has,
a55% chance of advancing alevel.

Bards

Upon its transition to undeath, a vampire-bard advances one level of experience, but only with regard to its
thieflike abilities and its power of identifying the purpose and function of magical items. Vampire-bards have a
10% chance to advance one level each time they achieve another age category. Patriarchs have a 25% chance of
advancing alevel for every 500 years that they exist.

Rangers

Rangers automatically gain one level of experience when they become undead, to reflect their hypersensitive
senses. Vampire-rangers have a 25% chance of gaining alevel whenever they achieve a new age category.
Patriarchs have a 30% chance of gaining alevel for every 500 years they exist. Vampire-rangers never attract
followers.

Psionicists
These characters lose all psionic abilities other than those of the telepathic and clairvoyant disciplines. These

retained powers are much more potent for the undead; vampire-psionicists gain a -2 bonus when using powers
from these two disciplines.

V ampire-psionicists advance much more siowty than the living. Each time the creature attains a new age
category, it has a 45% chance of gaining alevel asapsionicist. For every five centuries that a Patriarch exists,
it has a 65% chance of advancing alevel.

Combat

The following comments refer only to vampires that were warriorsin life (unless the DM decides otherwise). In
undeath, the creature uses whichever THACO is better (lower): the THACO appropriate to a monster with its
number of Hit Dice, or the THACO appropriate to a (demi)human warrior of the creature's level. For example, a
9th-level warrior becomes a Fledgling vampire (8+3 HD). An 8+3 HD monster hasa THACO of 13 and a
Oth-level warrior hasa THACO of 12. Thus, the vampire warrior's THACO is 12. When the vampire advances to
Mature, it becomes a 9+3 HD monster, with a THACO of 11.

Weapon proficiencies are retained after death in many cases. Vampires may use weapons with which they are
proficient with no penalty. The nonproficiency penalty for avampireis-3. Warriors who had specialized in
weapons while alive may retain the specialization as vampires (i.e., +1 to hit and +2 to damage with melee
weapons; +2 to hit at point blank range with bows and crossbows). Vampire-warriors gain one new weapon
proficiency slot for every 4 levels they advance after death.

Vampire-warriors have a 25% chance of advancing alevel each time they reach a new age category. Patriarchs
have a 35% chance of advancing alevel for each 500 years that they survive. No matter how far a
vampire-warrior may advance, it never automatically attracts a body of followers.

Nonweapon Specialisation

Characters have a base 75% chance of retaining nonweapon proficiencies when they become vampires. For

each age category after Fledgling that a vampire attains, it gains 1d4 nonweapon proficiency slots, modified by
the bonus proficiency slots granted for high Intelligence. (For example, an Eminent vampire achieves Patriarch
status. The monster gains 1d4 nonweapon proficiency slots. However, the transition to Patriarch also increases
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the monster's Int to 20, Referring to the Intelligence table from the Player's Handbook, an Int of 20 bestows an
additional 9 nonweapon proficiency-dots, bringing the creature's total of new slots up to 1d4 + 9.) The DM
should also be careful not to assign a vampire with proficiencies that are contradictory to the creature's nature
(such as animal handling or cooking, for example).

PC Vampires

To put it bluntly, it is strongly recommended that DMs rule PC vampires to be categorically impossible unless
using the rules from the Requiem boxed set.
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Vampire, Nosferatu

Climate/Terrain: Ravenloft/Any

Frequency: Very Rare
Organization: Solitary
Activity Cycle: Night

Diet: Blood
Intelligence: High to Genius (13-18)
Treasure: F
Alignment: Any evil
No. Appearing: 1

Armor Class: 1
Movement: 12, F 18(C)
Hit Dice: 8+3
THACO: 11

No. of Attacks: 1

Damage/Attack: 1d6+4

Special Attacks:  Constitution Drain, charm gaze
Special Defenses:  magica weapon required to hit
Magic Resistance: Nil

Size: M (6' tail)
Morale: Champion (15-16)
XP Value: 2000

During the nighttime hours, a nosferatu looks like a normal member of its race, though its skin is unusualy pale. At sunrise,
however, the nosferatu falls into a death-like coma. If it has fed within the previous two hours, its skin ap- pears dlightly
flushed. If cut or stabbed at this time, the creature bleeds as would a living being. As the day wears on, the body loses its
fresh appearance. By the following nightfall, the face is gaunt and the flesh a pale gray.

Nosferatu retain knowledge of all languages and skills (including magic, if any) that they possessed in life.

Combat: While the common vampire drains life-energy levels to gain sustenance and survive, the nosferatu drains
Constitution points from it victims instead, viathe victim's blood. Except as noted, nosferatu possess all the strengths and
weaknesses of common vampires.

Many nosferatu fight empty-handed; they should be considered proficient in this mode of combat (no attack penalties, in
other words). Its great strength (18/76) gainsit a+2 attack bonus and a +4 damage bonus. Those nosferatu with access to
magica weapons typically keep them close at hand, ready to use. Exceptional nosferatu also may retain PC-class skills that
they possessed while alive.

Nosferatu typically feed from only weakened or charmed prey. To drain Constitution points, it must bite the victim - on the
neck normally - and drink the victim's blood. If the victim actively resists this, the nosferatu needs a successful attack roll to
drain Constitution points. Armor protects a victim normally (dexterity bonuses also apply), but shields offer no defense (and
no AC adjustment).

Once a nosferatu has bitten a victim, Constitution draining happens automatically in subsequent rounds. Usually, the
nosferatu drains 1 point of Constitution per round (the better to savor the victim's agony), though it can drain up to 3 points
per round if it wishes.

While draining avictim, anosferatu's only possible other action isits charm gaze. It can, of course, elect to cease draining
the victim at any time. The victim, assuming he or she survives, regains lost Consitution points at arate of 1 point for every
two days. Those who perisk from the bloody kiss of the nosferatu rise again as a half-strength nosferatu under the control ol
the nosferatu that created it. As noted elsewhere, this control is often transitory.
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Using aunique form of telepathy, a nosferatu can charm from afar any person it has bitten. Once so charmed, the victimis
subject to the nosferatu's will for the rest of the victim'slife or until aremove curse spell is cast on the victim by acleric of
at least 14th level. This telepathic communication is one way; the victim cannot read the thoughts or influence in any way
the nosferatu. The nosferatu can telepathically instruct its charmed victim as long as the two are within 360 feet of each
other.

Habitat/Society: Most nosferatu live in cemeteries, crypts, mausoleums, or other abandoned-by-the-living locales. They
hunt at night and return to their coffins at dawn. Nosferatu most often have coffins in several locations throughout their
"territory” to prevent them from being easily caught (and destroyed) by the morning sun.

Ecology: Unlike the common vampire, nosferatu need the blood of (demi)humans to survive. Unless the creature drains 3
Constitution points each night, the nosferatu loses 1 HD. Thislossis cumulative until the nosferatu drains sufficient
Constitution points to make up for all it's missed (if a nosferatu doesn't feed at al for two nights, on the third night it must
drain 9 Constitution pointsto regain its full strength) or until the nosferatu reaches 4 HD. 11 the creature is reduced to 4 HD,
no further degradation occurs, but the nosferatu enters bloodlust (as defined in this tome) if aviable victim iswithin 40 feet
of the creature.

Nosferatu can survive on the blood (and Constitution points) of animalsif need be, but such feedings, not matter how
frequent, leaves the creature 1 HD below normal.

Nosferatu also need sleep. They lose 1 HD per night without proper rest (8 hours in a coffin on soil from its original
gravesite). A "tired" nosferatu can regain 1 HD per day of proper rest, provided it has drained at least 6 Constitution points
during the previous night.

Nosferatu age as do common vampires and grow more powerful over the centuries. Consult the charts and rules in Chapter
Two for details.
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In the heart of every man hides the soul of the beast.
In this way, we are not so different from the Shapeshifter.

- Speculations, Marth Venn

| ntroduction

Tales of the lycanthrope - of the shapeshifter, the beast in man's form - are common to every society, human and demihuman
alike. Thereisa certain universality to the concept, which is understandable. The symbolism is so potent, so immediate: A
man becomes the beast, and the beast masguerades as a man. Does this not perfectly encapsulate the duality of human
nature? In many accounts, the metamorphosis is beyond the shapeshifter's control, signifying the bestial rage that can well
up within the mildest of souls. And the fear engendered by the presence of the shapeshifter - the suspicion that any stranger
or even afriend may turn out to be the beast - is areflection of the grim truth that no man may truly know what isin his
fellow man's heart.

Y es, the shapeshifter is a powerful symbol. And when | was young, | felt certain that this creature was purely symbolic. One
did not have to believe in the existence of the shapeshifter to understand the innate truth of such wild tales, for that central
truth had nothing to do with monsters or bestial nightmares, but with the psychology of humanity (or so | believed).

How naive was | then. While tales of the shapeshifter may be symbolic, they also reflect a substantive reality. | know now
that shapeshifters do exist. Once, | discounted the werebeast as a superstitious folly, as something no more significant than
an old wives tale. But | had overlooked the obvious:. those so-called "old wives" frequently remember the ancient truths...

A Welcome

Greetings, fellow scholar. | am Dr. Rudolph Van Richten - erstwhile healer, herbalist, chronicler, husband, father. It seems
to me now that | have lived many lives, pursued many careers. How could all of my experiences, all | have learned, be
encompassed by asinglelife span?

Y et that is definitely the case. | was born nearly threescore years ago in the land of Darkon. Although the tales and rumors
may say otherwise, Darkon is not a place of unrelieved terror, death, and destruction. Certainly, those who live within its
boundaries must make certain . . . adjustments. . . to their manner of life. There are particular regions where one travels only
at the greatest of need, where one invites only trusted friends across the threshold, and where the windows are always
shuttered and barred after sunset.

Y et during the daylight hours, Darkon - or that region where | spent my childhood, at least - is a beautiful land. For me, few
places can rival the alure of itsrolling hills, deep primeval forests, grassy glades, and meadows ablaze with a profusion of
wildflowers. Before the chill of night setsin, the breezes are gentle, carrying with them the whispers of the trees, and the
perfumes of myriad flora.

| find that now | can look back on those days of youth with pleasure, and can relish their richness. Such was not always the
case. Once, the dlightest reminder of the past would rack me with pain and grief. For | had been sundered from those
innocent, joyful times by a chasm that no living man could ever cross.

In what now seems a previous lifetime, | had afamily | loved, a profession | cherished. | was asimple healer leading a
simple existence. Then awretched, blood-sucking horror took my wife and child. My simple existence died with them, and |
came to follow a path very different from the one | had chosen for myself.

Today | am driven not by my own needs and whims, but by a central cause: to rid the world of the Accursed, those unnatural
and supernatural predators who threaten the lives and happiness of all. | speak, of course, of those beings which some have
imprecisely classed as "monsters:” the various forms of undead, the shapeshifters, and other fiendish beasts who feast on
sorrow and pain.
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Some who know of my cause believe me to be driven by vengeance. Not so. This once was true, of course. After the loss of
my beloved wife and son, desire for vengeance burned brightly within me. It shames me to admit it, but | took great pleasure
in sending the fell beast who had destroyed my family down into the blackness of true death. The realization that | had
enjoyed my act forced me to re-examine my motives, however, and to scrutinize the very shadows in my soul.

It was that intense personal scrutiny which redirected my efforts. From that moment forward, | no longer sought the
destruction of such foul creatures for personal benefit or desire for vengeance. Today my central motivation isto spare
othersthe torture and heartache that | myself have suffered. If | go to my grave knowing that | have saved only one person
from the torment that | was forced to endure, | will count myself alucky man and judge my life to have been of worth.

The House on the Hill

As| have stated, once | did not believe the legends of the shapeshifters, the werebeasts. It was in my thirty-ninth year that |
discovered my mistake. By that time, | had traveled the length and breadth of Darkon in my quest to eliminate the unnatural
predators which threatened the popul ace namely, the undead. | was near Varithne, a village too tiny to appear on most maps.
It liesin the north of Darkon, where the terrain is rugged and the populace sparse. Aswas (and still is) my habit, | stopped at
the local tavern at day's end, seeking a glass of brandy and a bit of conversation.

That night, Varithne's tavern was crowded. Nearly all who filled the room were talking of strange disappearances. Simply by
listening, | discovered their plight.

Over the past fortnight, seven men had gone missing. The first two were shepherds. Asit was the season for doing so, they
had led their flocks into the hills to graze. Neither shepherds nor sheep ever returned. Scant days later, a pair of professional
hunters joined the ranks of the missing. The people of Varithne had hired these two men to provide meat for the village.
Their hunting expedition was to last only a day or two, but like the shepherds they failed to return.

The latest to disappear were three travelers who claimed they hailed from aland called Sembia. These adventurous men took
it upon themselves to locate the shepherds and hunters. Again, none returned.

At first | paid little heed to the rumblingsin the tavern that night. Certainly | understood the villagers concern, but there are
many natural predatorsin the hills of Darken, and | assumed that the seven unfortunates had fallen victim to such creatures.
Wolves, bears, or the like could easily have killed the seven men. | was not then, and am not now, a hunter of normal, living
creatures.

I had emptied my brandy and was about to |eave the tavern when | overheard something that changed my mind. Two
villagers began to exchange tales of a strange howling they had heard. The sound had been carried on the night winds that
blew down from the hills. | asked them to elaborate. This was not the howling of awolf, the pair assured me, but something
quite different. My curiosity was piqued. Not long before, | had discovered and destroyed severa unusual ghostly creatures,
apparently examples of a hitherto unrecorded subtype of wailing spirit. Those hauntings had been characterized by a
nocturnal howling very much like that described by the villagers. Assuming that the orchestrator of Varithne's torment might
be one of these spirits, | decided that | would put to rest this accursed creature as well.

The next day | set forth into the hills, equipped with several vials of sanctified water, which had proved quite effective
against the other wailing spirits. | was confident that | could recognize the sanctuary of my ectoplasmic quarry and then
dispatch the creature with little ado. For one of the first timesin my life, overconfidence possessed me, and truly led me
astray. Not simply in asymbolic sense, mind you. | admit it openly: | became lost. Although a bright morning sun had
greeted me when | left the inn, by midmorning that sun was hidden behind slate-gray clouds and a thick mist clung to the
hills. Visibility decreased to little more than a stone's throw. | fear | wandered in circles for hours, until the day - already
twilight-dark under the clouds - began to darken still further.

As the damp chill of the mist leeched the warmth from my body, fear washed over me. It was not the darkness | feared,
however. It was disorientation. In fact, there was still light enough for me to see, even though the sun had already sunk
below the horizon. Asin other regions of Darkon, the rise and fall of the hills was traced by afaintly shimmering,
blue-green luminescence. Many call it "gravelight.” Thislight might still have allowed me to return to the village safely - if
only | had known in which direction the village lay.

It was then | heard the howling: a high-pitched, prolonged ululation. It hung upon the cold wind, fading and then renewing
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itself again and yet again. My ear perceived the sound, and my soul understood its meaning. It spoke of hunger, solitude, and
ferocity. And, cliche though it seems, it spoke of inhuman glee. No mere wolf had ever uttered such asound - that | knew at
once. Nor did the hideous cry precisely match my memories of the wailing spirits. But, in the emotion of the moment, |
discounted the difference.

| was lost, but | knew the direction from which the heart-numbing howl had come. If | could not find the village this night,
at least | could complete the task to which | had set myself and hunt down the wretched spirit. | strode determinedly through
the mist.

The wailing spirits | had previously destroyed always lurked within some human-constructed building: a deserted house, a
desolate warehouse, or (by preference) an abandoned church. Thus, when | saw a small stone house set atop a nearby hill, |
thought my trek was at an end. Surely this was the sanctuary of the unquiet spirit | believed | was hunting. Preparing my
holy water and other accoutrements, | advanced stealthily toward the building.

Great was my surprise and embarrassment when the front door swung open, silhouetting a burly figure against the light. No
spirit this, but a red-faced, jolly-looking man around hisfiftieth year. He was tall and broad, as muscular as a blacksmith, yet
with the weather-tanned face of afarmer. When he set his eyes on me, upon a comparatively little man skulking toward his
home like athief, he threw back his head and laughed. Of course, this only added to my humiliation.

"Comein, comein," he called boisterously. "No need to steal an invitation to shelter when it's freely given. Get yeself in out
of the night."

| felt my face burning as | returned my vials of sanctified water to my pack and slid my silver-bladed knife back into its
sheath. "My apologies,” | began abashedly, but he cut me off with another booming laugh.

"Ne'er mind that now, friend," he said. and sup with me. Unless ye'd prefer to sleep in the gravelight, o'course.”

| did not have to be invited twice. Though | was confused - for surely the wailing spirit must be somewhere nearby - |
welcomed the invitation. This man was undeniably among the living, and no joy of life such as he displayed could coexist
with awailing spirit. Perhaps this burly fellow could direct me to the ectoplasmic horror's true sanctuary ... on the morrow,
of course.

He gestured for me to enter and | stepped into the cozy little two-room structure. My host's face was wrinkled in ajolly
smile, yet it was curious: | sensed some kind of undertone, some submerged emotion, beneath hisjocularity. Wasit tension?
A well-concealed effort or strain? | quickly forgot thislittle mystery, however, as he maintained a continuous flow of words.
At first, | tried to follow my host's rambling conversation, but before long | realized that he was talking for the sake of
speaking rather than to communicate anything of value. His must be alonely life, | decided. My visit represented arare
opportunity for conversation, for which the man was both eager and out of practice.

Still, 1 did not mind the man's chatter. There was afire in the hearth and a kettle of stew hanging over it. The transition from
abone-chilling cold to such cheery warmth seemed to numb my mind like a strong herbal sedative. When he bade me sit
near the hearth, | did so with awill. It was only moments before | felt my head start to nod with the onset of sleep, and |
began to fade away.

Then the man said something that drew me out of my reverie.

"Welcome | said, and welcome | meant, Dr. Van Richten." He was standing behind me, near the front door. His tone was
still friendly, but the words that came next were not. "Y our name is known to me, for your fame has spread far. So fineit'll
be to feast on a man as famous as yourself..."

With that | turned, disbelieving. | simply could not have heard him say what | thought | heard.

The scene that unfolded shocked me into stupefaction. The man had stripped off his shirt and he was changing, undergoing
what | now call the transfiguration. As | watched in dumb horror, | saw his bones shift, bend, and lengthen. His skull
warped as though made of clay. His mouth and nose become a bestial snout, and his forehead sloped sharply back above his
eyes - eyes that were suddenly bloodshot and glaring. His muscles, too, shifted beneath his skin. The sight would have been
enough to nauseate me even without the accompanying sound: awet, grisly squashing and crunching reminiscent of the
noise made by tearing apart raw chicken. His hair, previously shoulder-length, had shortened and become more like a mane
or adog's hackles, traveling along the path of his spine. And agray pelt had sprung into being, covering his exposed skin.
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The transition was over in only a heartbeat or two, yet to my fevered mind it seemed much longer. Then the beast stood
before me: half man, half animal, with a predator's smile. Saliva dripped from itslips. Now, almost too late, | realized what
had invited me to dine.

Then it repeated its blood-chilling howl and pounced!

| was fortunate. As | have now cometo learn, it was but aweak example of its kind. Had it been one whit stronger, it would
have devoured my flesh and sucked the marrow from my bones. Asit was, | narrowly managed to defeat the creature. Its
claws and teeth scored me a dozen times, but my silver ceremonial dagger proved an efficacious weapon. Eventually, the
thing lay dead, pierced to the heart with my nine-inch blade. As| withdrew the weapon from the corpse, the creature
underwent a reverse metamorphosis, returning to its human form. Once more | gazed at the broad, jolly face of the farmer.
Thistime, however, it was truly at peace, without the hint of tension | had sensed earlier.

A werewolf! | thought | searched the rest of the building, both in fear that it had afellow and in grim suspicion that | would
find the final resting places of the missing villagers. was right in my guess. There isno need to go into a description of what
| discovered; some things are best left undescribed. Suffice it to say that | was not the only one who had been invited to dine
with this fellow and then found himself on the menu. For obvious reasons, | was unable to remain in that house that night. |
set out across the hills once more, and by sheer luck [ stumbled across aroad that led me back to Varithne.

The creature's death did little to ease my terror. | remained in mortal fear for weeks - not for my life, as such, but for my
humanity. | had heard many of the legends describing werewolves, athough | had paid little enough attention to the details.
| feared that the wounds inflicted by the creature would ensure that | would suffer the same dire curse - that | would, upon
the next full moon, become aravening monster myself.

Y et no such grievous fate overtook me. To this day, more than a decade later, | have suffered no ill effects. Perhaps the
wounds that the monster inflicted were not serious enough to convey the contagion. Or perhaps my natural resistance to
disease provided some protection. Perhaps the fact that | used cold silver to slay the beast was the reason for my good
health.

Or perhaps | was simply fortunate.

From that day forth, the insidiousness of the werebeast's threat has not been far from the forefront of my mind. From that
day forth, | have numbered the werebeast among the nemeses of mankind.
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The blood of me parents runs through my veins... with all that this kinship implies. Is this blood that we share cursed,
tainted? Or isit blessed, somehow sanctified by a power greater than that of humanity? My father would have me believe
the latter - that our kinship marks us as far above the bustling hordes of humanity as they are above the cattle they slaughter
for food.

Yet in these latter days, | have trouble believing that. | hear their screams as fall upon them and | have to believe they are
not so unlike us. We, too, are kin in some sense - humanity, and that wgich my blood tells me | am. They consider my kind
monsters, and sometimes | wonder whether they are right.

But when | fedl the fierce elation of the metamorphosis come upon me, then how can | not consider myself blessed, as one
small step below the gods?

- Excerpt from a Werebeast's Journal

An Overview of Lycanthropy

Since my encounter with the werebeast in the hills near
Varithne amost two decades ago, | have endeavored to learn
al that | could about its foul kind. This has proved to be
difficult, although not for the same reasons that my research
into the nature of other supernatural beasts was so
challenging. No, the degree of variability between two
werebeasts sharing the same animalistic form is far less than
the variability shown by vampires, for example.

The difficulty of the research stems more from the fact that
the werebeast is such an emotionally evocative symbol. So
many descriptions, tales, and legends that refer to werebeasts
incorporate purely symbolic material. It seems, in fact,
difficult verging on impossible to find any discussion of
werebeasts that sticks entirely to the unembellished truth.
While understandable, as aresearcher | find this highly
irritating. Nevertheless, | have been able to separate - to some
degree, at least - the truth of the matter from the symbolic
elaborations.

There are, of course, many phenotypes of lycanthropes:

werewolves, wererats, werejaguars, even werebadgers, to

name but four | have encountered personally. (The word "phenotype" was introduced to me by a sage from a mysterious and
distant land. | find it more descriptive than "species.") | shall outline the characteristics of each phenotype in a subsequent
chapter. In this section, however, | shall concentrate on the two basic classifications of werebeasts: true lycanthropes, who
inherit their condition, and infected lycanthropes, who acquire their affliction through a werebeast's attack. Because the
latter condition more closely resembles a disease and can be cured (albeit through extraordinary means), | have dubbed it
pathologic lycanthropy. There is athird classification as well, which is curse-induced, or maledictive, lycanthropy.
However, examples of this class are so rare, and their characteristics so diverse, that | shall only touch briefly upon the
subject.

Finally, at the end of this chapter | shall share with you my theory on how lycanthropy arose.

Heritable Lycanthropy

Thisisthe archetypal form of the scourge that is lycanthropy. Often called true lycanthropy, it is an inherent, self-sustaining
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condition that can neither be cured nor contracted by others. If oneis not born atrue lycanthrope, then one can never
become one. If oneis so born, then it isimpossible to alter or cure the condition, much as it would be impossible to cure an
elf of the condition of being an elf.

True lycanthropes have their own society as well as their own rules of conduct. Although they may move through normal
human society, they are not of that society. Thisis discussed in considerably more detail in Chapter Three. For the moment,
sufficeit to say that when it comes time to choose a mate, most true lycanthropes select another of their kind. The offspring
of such aunion will always prove to be heritable lycanthropes themsel ves.

Sometimes, for whatever reason, atrue lycanthrope will breed with someone who does not suffer the scourge. If it isthe
male who is the true lycanthrope and the female who is free of the contagion. | estimate a simple 50 percent chance that any
offspring of the union will be atrue lycanthrope. If the offspring does not inherit true lycanthropy, it should be completely
free of the taint (although the father may well come back at some later time to transmit the contagion through an attack,
thereby infecting his own child).

If it is the mother who bears the scourge of true lycanthropy, however, the offspring cannot be so lucky as to escape the
taint. Thereis still a’50 percent chance that any offspring will be a true lycanthrope, inheriting the full form of the condition.
If this does not come to pass, however, the child is not completely spared: instead of becoming atrue lycanthrope, it
becomes an infected, one. Thus, every offspring of alycanthropic mother will suffer one form or the other of the scourge.

Transfiguration

Transfiguration isthe term | apply to awerebeast's ability to change forms, or aspects. With few exceptions, atrue
lycanthrope has three aspects, any of which it can adopt at wilt. In contrast, an infected lycanthrope normally displays but
two forms (to the best of my knowledge). Furthermore, the true tycanthrope is generally unaffected by the triggers that
initiate transfiguration in infected lycanthropes. Thus, atrue werewolf need never fear that the full moon will trigger an
unwanted transfiguration.

It isimportant to stress that the actual process of transfiguration is not typically a rending, burning agony for true
lycanthropes, but it is often so for the pathologic variety. In fact, many of the true lycanthropes with which | have spoken
(before destroying them) have claimed that the experience is one of transcendent ecstacy.

Furthermore, true lycanthropes retain all of their mental faculties whilein any of their forms. At no point do they forget
what occurs when not in human aspect, nor do they lose control of their actions. In addition, they always retain their
immunities and most of their abilities.

Primary Aspect

The first aspect of atrue lycanthrope is human (or demihuman, of course), and the human aspect is characteristic of the
individual. In other words, when in human form, it will always look the same. A werebeast cannot use the transfiguration to
alter its human appearance or create disguises.

To an astute observer, certain characteristics of the true werebeast's human form can provide hints of the individual's
inhuman nature. Almost invariably the human form shows one or more bestial features: slightly pronounced canine teeth,
unusually bushy brows which meet above the nose, sightly pointed ears, abnormally pronounced body hair, hair on the
inside of the wrist and on the palm, or perhaps exaggerated finger- or toe- nails, for example. Furthermore, many true
lycanthropes have overly long forefingers, equal in length to the second finger of each hand.

Of course, it should be pointed out that none of these physical traits is sufficient to incontrovertibly label a subject asa
werebeast. | have personally met folk who have never so much as seen alycanthrope, yet they themselves exhibited one or
several of these telltale signs. In truth, | feel somewhat uncomfortable over having listed these apparent signs at al, since
they can be (and have been) misused to accuse innocents of being werebeasts.

Secondary Aspect

The second form that any true lycanthrope can assume is that of the beast. In this aspect, the individual appears as an animal.
Again, the type of animal and the specific details of its appearance are characteristic of the individual. Details such as eye
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color, pelt markings, and other distinguishing features do not change, which makes it possible for an astute observer to
distinguish between individuals, just as an owner of hounds can tell the difference between two members of the same breed.

A true lycanthrope's animal aspect is usually larger than average, when compared to normal animals of the same type.
Remember, however, that there is awide variability in sizes among natural animal populations.

Whileit istrue that lycanthropesin animal aspect are larger than the average for that species, it is not always true that
werebeasts are larger than all other specimens. If awerewolf isleading a pack of timber wolves, the lycanthrope need not
automatically be the largest creature in the pack. (Wererats pose a specia case: their secondary aspect resembles agiant rat,
not anormal rodent. With that caveat, my remarks above still hold, with wererats frequently appearing as
larger-than-average giant rats.)

Many tales and legends claim that |ycanthropes in their secondary form can be distinguished from natural animals by their
sense of intelligence, unnatural wisdom, and anomal ous watchfulness. This can be true in some cases, but only when the
werebeast wants the observer to discern its true nature. True lycanthropesin their animal aspect retain their full intelligence,
which makes them much more intelligent and aware than natural animals that may surround them. Y et the monsters are also
in touch with their animalistic nature - the beast within - in the form of natural senses and instincts. They can, if they so
wish, allow these senses and instincts to overshadow their human intelligence and thus behave identically to a natural
animal. This knack for subterfuge makes it exceedingly difficult to distinguish a werebeast from a normal animal.

It isimportant to point out the fallaciesin some legends and tales. While it is true that lycanthropes in animal aspect can till
understand the languages of mankind, it is not true that they can speak them. The anatomy and physiology of animals
precludes this. For example, the throat and mouth of arat isincapable of human speech; thus, soisawererat in animal
aspect. (The wererat would be able to both speak and understand the limited communication of natural rats, however.)
Similarly, while in animal aspect most werebeasts have neither hands nor fingers, and thus cannot easily manipulate their
environment. Accordingly, those tales which describe werewolves in wolf form opening intricate locks or latches are most
obvioudly fantastical.

It seems obvious that natural animals can distinguish awerebeast in animal aspect from one of their own kind. Natural
animals responses to werebeasts vary quite widely, however. Pack-oriented or herd-oriented creatures will usually cede
dominance of the group to the werebeast. Thus, wolves will almost always signal their submission to awerewolf in their
midst and allow the lycanthrope to lead the pack. Trained animals such as domesticated dogs will be more likely to react
with unease or even distressif awerebeast isin the area. Naturally solitary animals will usually respond by avoiding
werebeasts in animal aspect.

As an aside, there are many tales in which faithful house pets detect the inhuman nature of true lycanthropes in human
aspect, and react by growling, whining, or even attacking. | can neither support nor deny these contentions. | have seen no
evidence on either side of theissue.

It was a travesty of justice, of course. While | can well understand the townsfolk's fear over the wereboar's predations, |
could never sanction their response to that fear.

That response was hysteria, pure and simple. They needed someone on which to vent their rage and their terror. They
selected the hermit who Uued on the outskirts of the uillage. nicknamed the "terrible old man," he was actually a harmless
soul, cursed by diminishing mental faculties. Encroaching senility made him something of a curmudgeon. and he had earned
the enmity of many of the villagers. His appearance was unkempt: his hair waswild, his clothing ragged, histeeth
discolored and crooked. All in all, his appearance could well be described as feral, and that was all the villagers needed.

Their response was brutal in itsimmediacy. To thisday | blame myself for not acting fast enough to stop it. But before | even
knew what was happening, the old man was writhing in terminal anguish, impaled on the sharpened stake the villagers had
set up in the square. It did not take the villagers long to realize their mistake. The night after the old man's grisly end, the
wereboar was on the hunt again...

- From the personal journal of Dr. Van Richten
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Tertiary Aspect

The true werebeast's third aspect - half man, half beast - isindeed the most dreadful. Thisis the form most commonly
associated with true lycanthropes in tale and legend. The man-beast has the features of both human and animal forms,
creating a horrifying, unnatural blend.

The actual details of the man-beast aspect vary from phenotype to phenotype, and even from individual to individual within
asingle phenotype. Any given individual will always ook the samein hisor her tertiary aspect, however.

In general, the body's overall form is humanoid, although there may be noticeable differences in musculature, The head
closely resembles that of the animal, but with some disturbingly human features. The eyes are typicaly humanin
appearance, albeit frequently bloodshot and glaring - malignant intelligence seems to gleam within them. The entire body is
usually covered in fur, which is similar in color and texture to that of the natural animal. The pelt is typically thicker around
the head and shoulders, especially at the back of the neck. Hands and feet usually sport elongated nails - not quite claws, but
definitely reminiscent of them, and capable of inflicting gruesome wounds.

The tertiary form always has characteristics symbolic of the phenotypical animal. Thus, if the natural animal typeis
powerful, then the man-beast form based on it will also be powerful, asin the case of werebears for example. If the animal
type is exceptionally agile, then the man-beast form will reflect this, too, and thus wererats are slender, fast- moving things.
It isinteresting to point out that this characteristic is based more on symbolism than anything else. If the animal typeis
symbolic of some attribute, whether it actually possesses it, then the man-beast form will incorporate that attribute into its
appearance.

True lycanthropes in man-beast aspect retain the ability to use language. Their voices are usually harsh and growling,
however. The creatures also retain their full dexterity in man-beast form, and thus can manipulate their environment easily.

The chance of a character contracting lycanthropy in the Domains of Dread is 2% per hit point of damage
suffered from a werebeast's attack. (On other planes, the chance is only 1% per hit point.) The damage must be
inflicted by the "natural weapons" of the werebeast: teeth, claws, or (in human or demihuman aspect) unarmed
attacks. If the werebeast uses a weapon, damage inflicted by that weapon is not taken into account when
determining whether the victim isinfected or not.

To minimize bookkeeping, DMs may decide to include damage inflicted by weaponsin the total, on the
rationale that such wounds decrease the victim's systemic resistance to infection. Note that infection is possible,
under thisrule, only if the lycanthrope's natural weapons have inflicted at |east one point of damage.

Further, other types of "close contact” may pass the infection on. if awerebeast's blood or other fluids were to
enter aliving human's eyes, mouth, or open wound, there's a small chance (2% to 8%, for example) that the
lycanthropic infection will be passed on. A kiss, for instance, is unlikely to pass on the infection, but more
intimate contact could do just that.

Pathol ogic Lycanthropy

Thisisthe dreaded disease described in hundreds of folktales, the cursed affliction that turns an innocent victim into a
ravening beast. No race or sex isimmune; it is a plight to which every man, woman, and child is susceptible.

Unlike true werebeasts, infected lycanthropes are not born with their affliction. Their condition more closely resembles a
disease, inthat it can be contracted and passed on. If the victim is very fortunate, it can even be cured, though not as any
ordinary disease might be (see Chapter Four: The Pathologic Scourge for amore in- depth discussion of cures). This form of
lycanthropy can be acquired through contact with the saliva, blood, or other secretion of either atrue werebeast or another
infected werebeast (and perhaps even that of a maledictive one).

Compilers Note: It seemsthat, once again, Dr. Van Richten's theories have proved to be the truth. My sister and | have
found, evidence that supports the Doctor's position that mal edictive werebeasts can indeed infect hapless innocents.
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- GWF

Simply touching awerebeast or its bfood will not transmit the contagion, however. Conventional wisdom - which | have
found little evidence to discount - is that the infective agent must be insinuated into the bloodstream of avictim through
some wound. (A handful of legends suggest that more intimate contact may convey the affliction, but thisis beyond the
range of my expertise.) The chance of a victim succumbing to the scourge seems to be proportional to the severity of the
wounds inflicted.

As described in a subsequent chapter, infected lycanthropes are (initially at least) unaware of their affliction. Whenin
nonhuman aspect, they have the mentality of an animal, aravening beast. Thus, infected lycanthropes cannot have the same
kind of distinct society enjoyed by true lycanthropes.

The offspring of afather who is an infected werebeast does not automatically suffer the same affliction. Remember, thereis
no genetic or heritable component to this form of the scourge. However, a child born to a mother who is infected with
lycanthropy will be similarly blighted. Thisis because the intimate, nourishing bond between the mother and her unborn
child. The offspring does not, strictly speaking, inherit the affliction; rather, he isinfected before birth. This distinction
makes little difference to the innocent child, except that acureis still possible. If the infected mother is cured of her
lycanthropy before the child comes to term, the poor offspring is still susceptible to the affliction. In my estimation, such a
child must undergo its own cureiif it would be rid of the scourge.

Transfiguration

While most true lycanthropes have three forms, an infected lycanthrope has only two: human or demihuman, and either
animal or hybrid. Further, unlike the true lycanthrope, an infected werebeast has no control over its transfiguration. Each
infected individual has a characteristic "trigger" - an event, circumstance, or set of circumstances that initiates the
transfiguration. The archetypal trigger for werewolvesis, of course, the full moon, but there are many more possibilities.
Sometimes extreme emotion triggers the change - usually anger or fear, but sometimes (tragically) even love. In other
individuals, the trigger is physical pain or proximity to violence. And for some particularly unfortunate victims, every sunset
or sunrise may bring about the metamorphosis.

For an infected werebeast, the experience of transfiguration is usually one of tearing, rending agony. Such is the nature of
the affliction, however, that the victim almost always suppresses all memories of this agonizing pain.

Primary Aspect

Thisis, of course, the natural and original form of the infected victim. According to many folktales, the same signs by which
atrue lycanthrope can be identified - the long forefinger, dlightly bestial features, etc., - also mark the victim of infection.
My own studies neither support nor contradict this contention; in truth, | have found little evidence on one side of the issue
or the other.

Certainly, afew of the infected lycanthropes | have encountered have shown progressive development of bestial features.
Yet | am not convinced that this progression was actually aresult of the lycanthropy itself. Outside my study of
lycanthropes, | have seen the appearance of an individual begin to change as his or her heart darkened through crime or sin.
Perhaps that person's actions or desires attracted the attentions of some malign agency, which in turn caused the physical
ateration. Or perhaps one's body can truly become amirror of one's soul.

At any rate, if such physical changes can occur among those who are not lycanthropes, it seems quite possible that it could
hold true for an infected lycanthrope as well. For this reason, | cannot embrace the widely held belief that infected
lycanthropes will always, in time, display some physical manifestation of their curse. More likely, such a notion is no more
than a feeble attempt at self-reassurance. And the disturbing truth is that one cannot directly detect the taint of lycanthropy
until the transfiguration is actually triggered.

Fortunately for those who hunt the lycanthrope, other clues sometimes exist, pointing at the fearful truth. Most notably,
infected lycanthropes often return to their primary aspect bearing wounds, bruises, or abrasions... which they cannot
remember sustaining.

Secondary Aspect
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The secondary aspect of an infected lycanthrope can be either anormal animal or a man-beast similar to the true
lycanthrope's tertiary form. Each infected individual has a characteristic secondary aspect and aways assumes this form
when the trigger condition occurs. There seems no way of predicting beforehand (that is, before the lycanthropy is acquired)
what one's secondary aspect will be.

Compilers Note: Further "researches’ on our part have shown that, in about two of three cases, the infected lycanthrope
will gain the secondary aspect ofthe werebeast that infected it. Also, in at least 4 of 5 cases, this secondary aspect isthe
animal form.

- LWF

If the secondary aspect isan animal, it largely shares the features discussed for atrue lycanthrope's animal form. Thus, itis
larger than average for the animal type and frequently becomes the leader of a pack of tike creatures. A man-beast secondary
aspect also largely conforms to the description provided earlier.

The important difference between infected and true lycanthropesis that the former do not retain their normal mentality when
in thelr secondary aspect. Instead, they take on the personality - if that is the correct word - of aravening, predatory animal.
The beast within comes to the fore, taking control and suppressing all elements of the human character. The new personality
incorporates elements of the phenotype's behavior. Thus, wereboars tend to be blindly aggressive, while wererats show more
low cunning. In any event, the major elements of the secondary aspect's persona are aggression and hatred. The werebeast
will kill anyone or anything it encounters, initialy to feed, although it may still attack even if its appetite is totally sated.

It has frequently been stated and seemsto be true that the preferred victims of an infected lycanthrope in secondary aspect
are those individuals closest and most important to the werebeast when he isin human form. In other words, loved ones are
the most likely to be harmed by the beast. This tragedy seemsto confirm the old saw that love and hate are closely related
emotions.

When he returnsto his natural form, the werebeast rarely remembers any details of his actions while in his secondary aspect.
If he doesrecall anything at al, it will have a hazy, indistinct, cast to it, much as a nightmare is vaguely recalled upon
waking. In fact, many infected lycanthropes believe at least initially that such memories are nightmares. Only when they
find that reality matches elements from their dreams might they realize what is happening, and not alt individuals understand
(or admit that they understand) even then. Humans have an almost infinite capacity for self-delusion.

Maledictive Lycanthropy

Maledictive is the term that | have coined to describe those unfortunate victims who suffer from lycanthropy as the result of
acurse. While powerful magics such as awish might aso induce lycanthropy, such maleficent enchantments are fortunately
very rare. On the other hand, a curse that somehow summons the beast within is not so uncommon that it can be ignored.

In the lands with which | am familiar, maledictive lycanthropy isavery real risk of which all residents and visitors must be
aware. While | have heard travelers speak of distant |ands where curses generally are not strong enough to cause this
affliction, | myself have never visited a place.

Three general forms of curse exist, each of which may result in lycanthropy. These can cause a condition that is
indistinguishable from the pathologic form of lycanthropy with one exception: the victim of such a curse may or may not be
able to infect others with his contagion.

Salf-Inducted Curses

Thisisan incidence of adark desire, where an individual lusts for some power or boon, and that lust isacted onin a
transport of terrible evil. In effect, this situation isakind of cry for help, which some mysterious and malign agencies wilt
sometimes grant, but always in away that causes suffering and despair in the long run for the recipient.

Both the divine curse and ancient curse spells can be found in Domains of Dread, pp. 177-178.
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I know the details of only one curse of thiskind (which is not to say that other cases do not exist, of course). The curse's
recipient was a man named Talbot, the servitor of a petty noble in Darkon. Talbot was a soft- spoken, sensitive man who
seemed cowed by every circumstance, and particularly by the reactions of others. He appeared incapable of standing up for
his own rights; an impotent sort who could not defend himself against the anger of others. If blamed for an act he had not
committed, he typically hunched his shoulders, turning in on himself. In other words, he acted as though he were crippled
with guilt for acts he had never performed.

In contrast, his master Lord Meritu was a verbal and emotional bully. Meritu verbally abused Talbot at every opportunity,
and while virtually any other person would eventually have responded with anger, Talbot simply endured the torment. The
servitor seemed incapable of expressing the natural anger (and even hatred) that Meritu would certainly engender in another
man.

Eventualy, atremendousinternal conflict arose between Talbot's self-effacing mien and his unquenched rage, which
ultimately led to atragic conclusion. Rather than facing the author of his misfortune, Meritu himself. Talbot vented his fury
upon Meritu's young children. In short, Talbot poisoned these innocents and then ran off to the countryside.

Although Talbot never expressed it, his actions were the result of adesire to express his indignant wrath. Apparently some
dark agency responded to this unspoken cry for help by turning Talbot into an infected lycanthrope. He became a wererat, in
fact, with sunset as the trigger of histransfiguration. Now, every evening when the sun goes down, Talbot isfinally able to
express the rage within him. Unfortunately, however, he has no control over who becomes the victim on thisrage...

Curses of Vengeance

The fact that infected lycanthropes frequently turn on those they |love makes this affliction the logical result of a curse of
vengeance. Although | have yet to personally encounter such a case, | have heard of almost a dozen Incidents, all of which
follow similar lines. Anindividual kills or seriously harms the loved ones of another, and in atransport of hatred this other
criesout for acurse to fall upon thekiller. Thekiller, in aform of divine justice perhaps, is then blighted with lycanthropy.
In all of those cases, among the first victims of the new werebeast were his or her loved ones. However, in three rather
unusual episodes, the person who brought down the curse eventually fell victim to the werebeast as well: such istheironic
justice of curses.

Mystical Curses

Magics such as awish spell or the more specific divine curse and ancient curse spells also can inflict lycanthropy. As many
spellcasters know, the intent of awish is frequently perverted in some dire manner. Thus, when awish causes lycanthropy, it
is quite likely that this outcome was not what the caster intended.

Neither the divine curse nor the ancient curse spell suffers the same risk of perversion of intent. However, for the curse to
take effect, the casting priest's deity must approve it. Only the most malignant deities would countenance the infliction of
lycanthropy on anyone.

Removing a Curses

Most curses of vengeance and magical curses include some kind of escape clause. If the action in this clause is performed,
the victim isfreed of the taint of lycanthropy. Thisis not necessarily the case for others who have contracted the dreaded
affliction from the original curse victim. The fate of these secondary victims depends in large part upon the details of the
original curse. Their own affliction may end the moment the curse is lifted from the original victim. If the original curseis
particularly powerful, however, this may not happen. Once the original victimis free of the curse, all secondary victims can
potentially be cured, Just asif the original source of the affection had been dain.

Other Characterictics

Most maledictive lycanthropes resemble infected lycanthropes in al particulars. Otherwise, no set of characteristicsis
typical of the maledictive class; each curse can be unique. For that reason, and because maledictive lycanthropes are
comparatively rare, | shall confine my discussions in subsequent chapters to heritable and pathol ogic lycanthropy.
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Shapechangers and Lycanthropes

Lycanthropes are men and women who assume the shape of animals. They are not to be confused with other shapechangers
such as wolfweres and jackalweres, which are animals that can masquerade as men and women. Despite their superficial
likenesses, both types of creatures are profoundly different. All of the discussions in this volume concern lycanthropes.

Animalistic shapechangers do enjoy some magical benefits similar to those shown by lycanthropes. For example,
jackalweres are harmed only by enchanted weapons or by those forged from cold iron. They aso have the ability to change
at will between three (or, in some rare cases, only two) aspects. Surely, some sages argue, this makes them kin to
werebeasts. Not so, | suspect. The mgjor distinction is that shapechangers pass on no contagion to victims of their attacks. It
isimpossible to contract lycanthropy from ajackalwere, and that isthe vital difference between the creatures.

| believe that there might, once, have been some kinship between lycanthropes and other shapechangers. Many centuries
ago, it may be that a union between alycanthrope in animal aspect and a normal animal gave rise to these beastweres.
Unfortunately, there are few means to test and validate my hypothesis.

Origins of Lycanthropy

How did the blight of lycanthropy first come into the world? Many sages and scholars have addressed this problem. And
many more legends - most quite literally incredible - have proposed more or less far-fetched answers.

One theory, embraced by many true lycanthropes, is that the creatures naturally evolved from normal, nonlycanthropic
humans and demihumans. The symbolism incorporated into this view is compelling, if not totally convincing. First came the
beast, in the form of proto-humanity, the precursors from which humankind arose. Then came humanity itself, in which the
beast still exists, yet is suppressed and driven deep into the subconscious. And finally comes the lycanthrope, in which the
beast and the socialized human are united in a balanced form. The beast is no longer denied or suppressed; instead, it is
accepted, welcomed, cherished... utilized, instead of conflicting duality, thereis now unity. How this can not be considered
progress and evolution, the proponents of thisidea argue.

Then there are scholars, many of atheological background, who argue very much the opposite. Lycanthropes are the result
of devolution, these sages propose. If progressing from animal to socialized human was evolution, how could releasing the
suppressed beast be anything but regression?

| find myself unable to fully accept either proposition. The latter position argues from ethics and morals, and henceis
somewhat suspect. Not that | discount morals and ethics; quite the opposite, | consider them to be of overreaching
importance. Y et morals and ethics are based on individual choice. They are not laws of nature, and the path from unethical
or amoral action to what we consider civilized behavior is not anatural or preordained progression.

The former position also lacks empirical substance. In my view of evolution, the next logical step for humanity would be a
super-race, in which the beast is not present at all.

The beast isloose. It prowls the night around my village. At first it fed only on livestock, but now its tastes have - matured.
In the past fortnight, full seven of my friends and neighbors have fallen to the beast, their throatstorn out by itsripping
teeth.

And yet, the nighttime landscape is not the only place the beast prowls, it haunts the internal landscape of my dreams as
well. Is there some mental link between me and. this fell creature? | must accept that there is, since my dreams seem to echo
with details of the foul murders - details | could not know were our minds not somehow linked.

Yes, that must be the answer ...

- Anonymous

The Parasitic Theory
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After considering the facts and speculations, | bold that true lycanthropy, that form which is genetically heritable, arose
originally as an infection similar to the pathol ogic lycanthropy we see in the world today.

| believe that the infective agent involved was a magically active parasite - perhaps akin to the tiny, unseen entities to which
some sages attribute the spread of disease. | imagine, although i have little enough evidence for my position, that this
parasite arose naturally, although perhaps in atime and place where the magical influx was somehow greater. It infected
humans and demihumans alike, causing behavioral symptoms similar to those of hydrophobia, or rabies, which in effect
unchained the beast within its victims. Y et since it was also magically active, it had other, more pervasive effects. In the
manner of sympathetic magic, as the beast was released from within the victim, so did his body alter to reflect his symbolic
nature.

At first I imagine that the destruction and suffering caused by those initial victims was great in the extreme, for in the first
flush of its rage the beast cares little for others. Initsearliest form, | believe that the infective agent proved to be a generally
unsuccessful parasite, in that it caused the death of its hosts - not in the way of most other diseases, where sickness causes
systemic damage that eventually proves fatal. Rather, the parasite led to death by forcing those around the victim to slay him
in defense of their own lives.

Y et parasites adapt, given time. The lycanthropy agent probably did so, possibly by lessening the intensity of the bestial
rages it caused. It allowed its victims to retain some of their intelligence, or perhaps mere animal cunning. At this point, |
imagine that the victims of the parasite began to form small communities of their own, analogous to wolf packs or hunting
groups.

This allowed the infectious agent to undergo its most significant and pernicious adaptation. Gp to this point, | envision that
the parasite was passed on in much the same way as today's pathol ogic lycanthropy: through the saliva or perhaps the
perspiration or other secretions of a lycanthrope, insinuated into the bloodstream of avictim. Now, however, a new vector of
infection presented itself. The infected victims were able to breed.

Initially, the blight of lycanthropy was passed on from mother to offspring, due to the mixing of blood in the womb. In
essence, progeny of lycanthrope parents were infected before birth by thistime.

This, too, changed with time, or so | believe. Eventually the infective agent, the parasite, became incorporated into its
victims (now its hosts). Eventually it became incapable of existing in its true form, separate from the host. In essence, it
became a natural, innate characteristic of its hosts, passed on from generation to generation, now according to the laws and
patterns of heredity and not of infection, much as are hair color and other attributes.

At this point, | believe that the various phenotypes of true werebeasts split off from the human and demihuman races.
Werebeasts, regardless of their ability to assume human or demihuman form, are not human or demihuman. They have
become totally distinct races. Some taxonomists consider them as distinct species, but | do not fully share this approach.
True werebeasts can interbreed with humans and demihumans, producing fertile progeny, which implies that they are not
distinct species after all.

Suchismy belief, at least. It seemsto me very unlikely that the truth of this theory will ever be determined. Not even the
deities have been of assistance; in fact, they have been singularly unforthcoming when | have questioned them via
commissioned spells.

In practice, of course, it hardly matters how lycanthropy first arose. The fact that it exists, and that it remains quite
disturbingly prevalent, is sufficient for most people.

Some important distinctions can be drawn between lycanthropes that exist on the Prime Material Plane and those that are
born or infected specifically in the Demiplane of Dread. First, the victim of a Prime Material lycanthrope has various
options by which he or she might avoid the affliction. As described in Monstrous Manual tome, if the victim eats belladonna
within an hour of the attack, there's a 25% chance that this will cure the affliction (or, more precisely, stop it from occurring
inthe first place). This possibility of reprieve isn't available to victims of Ravenloft werebeasts. Victims of such a monster's
attack can certainly eat belladonna (and suffer the 1d4 days of incapacitation that this poison inflicts), but there's exactly
zero chance that it will prevent the onset of lycanthropy, should the die roll (2% per point of damage suffered) indicate
infection. The PCs don't haveto realize this, of course.

Furthermore, curirng lycanthropy is considerably easier outside Ravenloft. Outside the Demiplane of Dread, al that's
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required is the casting of aremoue curse on the night of a full moon (or on the night preceding or following afull moon), if
the infected character makes a successful save vs. polymorph, the curseis broken.

Not so within the Demiplane; the process is much more involved. First, the original source of the contagion, the true
lycanthrope that infected the victim or started the chain of contagion, must first be destroyed. If that creature is not
destroyed, no cure of itsvictims (or itsvictims victims) is possible.

Once the master lycanthrope is dead, the victim must perform aritual of piety and penance to cleanse himself. The specifics
of thisritual areleft to the DM, to be determined by the circumstances and character in question.

Next, the victim must assume his bestial form (this form must somehow be triggered). While in thisform, a priest must cast
the following spell upon the victim: atonement, cure disease, and remove curse. During thistime, the victim's player must
make a saving throw vs. death magic (due to the excruciating pain). Success indicates the cure is complete. Failure means
that the victim is likely doomed to the dual existence of alycanthrope for the duration of hislife. in many cases, thislifeis
fortunately brief, as the priest or other attendants commonly slay the victim on the spot. In death, the victim regains his
human form on final time.

Additionally, 10th-level rangers have the ability to create an herbal draught that has a chance to cure lycanthropy. This
ability is defined on page 251 of the Domains of Dread book and may be used to supplement or replace the rules above.

Furthermore, there's more variability among Ravenloft werebeasts than in those found elsewhere. Not all lycanthropes are
triggered by the full moon, and not all are vulnerable to silver. Certainly each infected lycanthrope has atrigger, and each
werebeast (regardless of classification) has a nonmagical vulnerability. However, in the Demiplane of Dread it's much
harder to predict what these elements are.

Finally, infected lycanthropes in Ravenloft are much more likely to choose friends and loved ones as their victims. Outside
the Demiplane, werebeasts target either personal friends or enemies, making no distinction between the two. (As stated in
the Monstrous Manual book, al that mattersis the strength of the love - or hate - binding werebeast and victim.) Such isthe
dark, horrifying nature of Ravenloft that friends, family, and lovers are much more likely to suffer.
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| never knew my natural parents. My guardians never spoke of them, never seemed to know anything abouut them, never
ever showed any curiosity. Thus my own curiosity was never satisfied. | dreamed - as most adoptive children do - that my
birth parents were a great lord and lady, perhaps a king and queen. | dreamed that they would one day find me, take me
away from my humdrum life, and anoint me as prince of a distant land.

I always thought | was different from the other children around me. | was faster, stronger and fiercer sometimes. | felt more
of a kinship with the village dogs, particulary the major's vicious hunting dogs, than | did with human children.

Even then, at the age of ten, | had the inescapable belief that my mysterious heritage would set me apart from those around
me. Three years later, with the onset of puberty, | realized | was right.

How | wish that | had been wrong...

- Anonymous

A Biological Survey
Werebeast Phenotypes

Werebeasts come in a staggering number of phenotypes, each
distinguished by its animal form. During my travels, | have
personally encountered evidence of a baker's dozen, from the
common werewolf to the enigmatic wereraven. If that were
not enough, | have heard credible rumors of roughly another
half-dozen varieties. This does not include the scores of
more-or-less fantastical tales which describe everything from
werefrogs to wereel ephants.

| have determined certain guidelines as to what animal forms
areviable. In my experience, thereis only one strict
prohibition: alycanthrope neuerhas a pure herbivore
(plant-eater) asits animal aspect. To my knowledge, this
prohibition has never been broken, and anyone who claims to
have encountered a wererabbit or a werecow has almost
certainly been hallucinating, perhaps after an extended visit to
the local tavern.

For the vast majority of lycanthropes, the beast withinisa

carnivore, a creature that subsists on the flesh of other

animals. This category includes werewolves, weretigers, werejackals, and the like. Though less common, certain
lycanthropes do assume the form of omnivores, creatures whose diet comprises both plants and animal flesh. Examples
include werebears and wererats.

Whatever their diet, the mgjority of animal aspects are mammals - furred, warm-blooded, air-breathing, and viviparous. This
is not a hard-and-fast rule, however. Several nonmammalian creatures are worthy of note, including the wereraven, the
weresnake, the werecrocodile, and the dreaded wereshark.

For the record, | have personally encountered lycanthropes with the following animal forms: wolf, bat, boar, rat, tiger,
badger, bear, fox, shark, crocodile, raven, seal, and jackal. Other phenotypes which | believe to exist, although | have not
seen them myself, include cats, snakes, coyotes, lions, jaguars, walruses, and-may the gods help those who sail the
seas-killer whales!
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Whatever their form or phenotype, werebeasts in the Ravenl oft setting share a common ability: they can seein
the dark as well as any character with infravision. Further, when the moon is full, werebeasts can see aswell as
they do in broad daylight.

Vulnerabilities

Lycanthropes of al types are daunting foes. Magica weapons [of +1 or better enchantment] can strike them and inflict
damage normally, but most other weapons are useless against alycanthrope in its animal or man-beast form; the wounds
caused by a non-magical weapon heal almost instantaneously.

When in human form, an infected lycanthrope is as vulnerable to attack as any normal man or woman. Though thisis not so
for the true lycanthrope. In my experience, atrue lycanthrope in human form may appear to sustain awound from an
ordinary weapon, but in reality suffersno ill or lasting effects. The apparent wound fades quickly, sometimes in an hour or
so, but the change is not instantaneous. In this way, true lycanthropes can maintain aruse of being normal humans. (Perhaps
thisisfor the best. | shudder to imagine the ignorant hunter who might stab one innocent after another, looking for the one
who failsto bleed profusely.)

Y et the situation for a would-be hunter of lycanthropesisfar from hopeless. Every werebeast has at |east one nonmagical
vulnerability, one item or substance which can bring about its death. If common loreisto be believed, no lycanthropeis
immune to silver weapons. While that may be true in some mythical or distant realm, it is not truein any land | have visited.
Rather, the vulnerability varies from phenotype to phenotype, and less frequently, from individual to individual within a
single phenotype. The werebeast hunter who relies solely on a silver weapon will inevitably face his own grisly death, or
Worse.

Most phenotypes are susceptible to some herbal concoction or naturally occurring el ement (even those who can be harmed
by silver weapons). While some of these compounds are poisonous to humans, their effectiveness against specific
lycanthropes is unmatched. The slightest trace of the appropriate compound, whether ingested or insinuated into a wound,
may be enough to slay a susceptible werebeast instantly. Most lycanthropes find the smell of their chemical nemesis
distasteful, although this reaction is not so strong that an individual cannot suppressit if circumstances so warrant.

A werebeast has a 75% chance of detecting any trace of its chemical nemesisin itsfood. if a piercing weapon is
coated with this sub-stance and subsequently wounds the creature, the beast is allowed a save vs. poison to
avoid the fatal effects of the substance.

It remains for the DM to determine werebeasts susceptability (if any) to "common" poisons; those substances
that are poisonous to human beings such as belladonna or arsenic. One possible default rule is that all
werebeasts gain a +4 bonus to their saving throws against these substances.

Below | have set out what | have managed to learn about the vulnerabilities of different phenotypes. (While | recognize that
other werebeasts exit, | have not been able to gain such information about them.) Note that infected lycanthropes share the
same vulnerabilities as the creature who infected them. Also note that none of my statements below is categorical; it would

be unwise to bet one's life on thisinformation.

Werebat: The vast majority of werebats are vulnerable to weapons made of silver, as are werewolves. One rationale | have
heard put forward is that the color and nature of silver represents the full moon, which is a frequent trigger for tycanthropes.
(Since not al lycanthropes have this as their trigger, | am not totally convinced of this, but | have nothing better to propose.)
Also note that many werebats are vulnerabl e to the herb skullcap.

Werebadger: | have encountered only afew of these creatures, so | must emphasize that my experiences may not be
representative of an entire phenotype. However, those | battled proved vulnerable to silver weapons. Upon the advice of a
Vistana (which | followed only with the greatest reluctance), | tricked one werebadger into ingesting poppy seeds. This
substance proved fatal to the werebeast.

Werebear: Most werebears are vulnerable to a cold-forged weapon, provided the weapon is made of the purest iron. The
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symbolic rationale for this vulnerability seems to be that cold-forging iron requires great physical force, a characteristic that
also applies to werebears. In addition, many werebears are susceptible to belladonna, or "deadly nightshade.”

(Regarding cold-forged iron: According to the armorers I've consulted, most ordinary weapons are made of low-grade steel.
Pureironisrarely used, for it is softer than steel, it akes less of an edge, and it islessresilient. Thus, a would-be hunter
desiring a cold-iron blade must commission a blacksmith to create it. Furthermore, most weapons are forged - beaten into
shape - when the metal is red-hot and pliable. In contrast, cold-forged weapons cannot be heated. The iron must be beaten
into shape while it is cold. Obviously, thisis a much more difficult procedure.)

Wereboar: In general, wereboars are vulnerable to spears made of sharpened oak. The entire spear must be free of any
metal or stone reinforcement; a metal spear point renders the weapon ineffective. Natural boars are sylvan creatures, and
they are most frequently hunted with spears (thus the expression, "bleeding like a stuck pig"). This seemsto be the
symbolism for this vulnerability. Asfor an herbal bane, many wereboars are susceptible to camphor.

W er ecrocodile: Perhaps because they are relatively primitive creatures, werecrocodiles are vulnerable to primitive
weapons. The majority can be struck normally by cutting, piercing, or bludgeoning weapons made of flint. Flint weapons
may have wooden or other handles, so long as the actual cutting edge, piercing point, or place of impact is unreinforced
flint. Mandrake appears to be the herbal nemesis of most werecrocodiles, though | am uncertain whether any singular part of
the plant isresponsible.

Werefox: Surprisingly, most werefoxes are vulnerable to bludgeoning or piercing weapons formed from the bones of any
canine creature (dogs, coyotes, wolves, or jackals). | am intrigued by the possibility that thisis aform of symbolic magic,
since fox hunts using dogs to chase and kill the prey are common in several regions | have visited. In addition to the
weapons described, many werefoxes seem vulnerable to juniper berries.

Wer g ackal: Weapons made of beaten copper are effective against most werejackals. This soft metal israrely used for
normal blades, so copper weapons must be custom-made. | do not understand the symbolism of this vulnerability. Asfor
other banes, some werejackals seem extremely vulnerable to fennel.

Wererat: These fell creatures show the greatest variation in their vulnerability. Some are susceptible to silver weapons,
others to weapons of cold iron, still others to implements of wood or stone. This variability makes these, perhaps the least
powerful of werebeasts, quite difficult to destroy. They show similar variability with regard to chemical susceptibilities.
Thereis no single chemica which can be depended upon to harm any significant proportion of wererats.

Wereraven: Most of these creatures are vulnerable to weapons made of silver, possibly for the same reasons described for
werebats. If these creatures have an herbal bane, | have not discovered it; wereravens do not appear susceptible to any
chemical poison.

Wer eseal (Seawolves): Weapons made from the bones or teeth of whales are particul arly efficacious against most
wereseal s, since carnivorous whales are among the natural enemies of this animal aspect. In addition, these fell creatures are
usually susceptible to amaranth.

Wereshark: The mgjority of, but certainly not all, weresharks are vulnerable to silver weapons. Most others are susceptible
to weapons made of two materials: petrified wood (whether the petrification occurs naturally through age or magical
intervention) and flint. (Like werecrocodiles, weresharks are primitive creatures, and thisis reflected in their vulnerabilities.)
I know only of one herbal nemesis for weresharks: mangrove leaves. Unfortunately, it does not appear to be equally
effective against all members of this phenotype.

Weretiger: Weretigers are frequently vulnerable to cutting and piercing weapons made from obsidian, aresilient volcanic
glass which can take alethal edge. If thereis a symbolic reason for this vulnerability, | do not know it. In addition, many
weretigers are said to be susceptible to ginseng.

Werewolf: Mogt, but not all, werewolves are vulnerable to weapons made of silver. Solid silver isnot required; even a
weapon coated with athin layer of this metal will usually suffice. In addition, some werewolves are highly susceptible to
wolfsbane, also known as aconite, a highly toxic relative of horseradish.

Table 1: Summary of Vulnerabilities
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Creature Weapon Vulnerability Chemical Susceptibility

Werebat Silver (piercing) Skullcap
Werebadger  Silver Poppy seeds or ail
Werebear Cold-forged iron Belladonna
Wereboar Oaken spear Camphor
Werecrocodile Flint Mandrake
Werefox Canine bone Juniper berry
Werejackal Copper Fennel

Wererat Varied Varied
Wereraven Silver Unknown

Wereseal Whalebone, whale tooth Amaranth
Wereshark Petrified wood or silver Mangrove
Weretiger Obsidian Ginseng

Werewolf Silver Wolfsbane (aconite)

Table 2: Weapon Effects

1d10 Roll* Weapon Type Consequences

1 Cold-forged iron -1to hit

2 Wood (choose a specific type) -1 to hit, -1 to damage

3 Flint Weapon breaks on attack roll of anatura "1" (piercing or cutting
weapon only; -2 to hit; -1 penalty to damage)

4 Bone -1 to damage (bludgeoning weapon); weapon breaks on attack roll
of natural "1" (piercing weapon)

5 Copper -2 to hit, -1 to damage

6 Bronze None

7 Lead Bludgeoning weapons only

8 Silver None

9 Obsidian Cutting weapons only

10 Gold -3 to hit

*To determine a new werebeast's vulnerability at random, roll 1d10.

The special weapons used to combat lycanthropes present their own set of difficulties. For example, characters
who attack with cold-iron weapons incur a -1 attack roll penalty. That's because cold iron can't hold an edge as
well as steel. Copper is even softer, increasing the attack roll penalty to -2 and carrying a -1 penalty to damage.
Since these weapons are custom made, their cost is whatever the blacksmith wishes to charge (i.e., "as much as
the market will bear").

Spears or other piercing weapons made of pure wood, without metal or stone tips or reinforcement, have an
attack roll penalty of -1. Such weapons also carry a-1 penalty to damage.

Flint weapons have fragile edges and points. They carry a-2 attack roll penalty and a - penaity to damage.
Furthermore, each time a character uses a piercing or cutting weapon of flint, anatural 1 on the attack roll
means the weapon has broken, and is useless. This rule does not apply to bludgeoning weapons, however.

Bones are lighter than the materials normally used for bludgeoning weapons. Large bones can serve as clubs,
but they carry a-1 penalty to damag