Vampire Class is composed of many sources and each part is copyrighted by its respected author. Vampire Class was intended for use in 3rd edition D&D but may be converted to fit any RPG. Interested in other ideas I have contact wildsignsgraffix@yahoo.com
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For use with 3rd Edition D&D

Vampire Class (Monster Class)

Perquisite: Born vampire, Embraced by a vampire, or bitten (Slave)

Benefits: Damage Red. 15/silver. Rest. 20 cold, Rest. 20 Elec., Fast Heal 1/round, DC= 10+1/2 Total HD + Cha Mod, Undead Qualities, Bite & Claw damage (1 Fine, 1d2 Diminutive, 1d3 Tiny, 1d4 Small, 1d6 Medium, 1d8 Large, 2d6 Huge, 2d8 Gargantuan, 4d6 Colossal)

Weakness: Sunlight does 5d6/round, 1 pint holy water does 2d6 both unhealable with out blood drain, -5 to all skills, att, dam, ect in light (To move in light vamp must be completely covered in clothing and or armor, making them unable to use claws or bite without taking sun damage), no matter the magical value touching silver surpasses Damage red. And does 1d6 damage, (Power Improved Damage Reduction, silver must be magic to do bypass damage reduction) Can’t cross running water under own power (1d20 damage per round crossing water if tried), Holy symbols act as a fear spell cast on vampire, wielders caster level would be level (+10 if Cleric or religious class) also does 1d6 damage if touched, as does Garlic and is fatal if eaten it also keeps vampires 10 ft from it. Will save vs. will save for vamp to advance 5 ft toward the garlic.

Breed (This becomes part of race) if breed changes vampire loses the benefits of old breed and takes on new breed

1. Vorlog: This is what happens when the embracing process is interrupted, (only a 1-10% chance to become Vorlog 11-60% chance become clanless see servants below, 61-70% return to normal {1d4 stat return}, 71-100% being dies) they look no different than normal for their race except for budding fangs. They are still alive and keep their Con Score, normally very low (1d4). Gaining no undead qualities but don’t gain vamp weaknesses. Sun still hurts but only 1d6/round Alignment usually doesn’t change but may from the rage. They have a Spell reastince 10 +Vamp HD, can’t take Embrace Power.  HD: d6 1d4 Con Blood Drain 

2.  Nosferatu: A vampire that feeds on only the wicked and other vampires. Truly horrid in appearance, green skin twisted jaw with uneven fangs and large pointed ears. They hate all that they are and the one who created it. Any vampire can become Nosferatu by feeding off another vampire but forever will he be scared by it. No Con (undead qualities)  +4 Turn Restince,  –6 Cha HD: d12 1d6 Str Blood Drain
3.  Slave: A vampire only partly turned (Bitten but not Embraced yet) normally used to control the people around him. Keeps Con until embrace is completed. Does not have the weakness but must roll a will save vs. the one embracing him for every command. Looks normal but fangs protrude during the night. Does not need to feed to heal but can’t get full unless he does feed on blood. Cannot embrace, any slaves it creates becomes slaves of his master. A slave can only take 1 level of a vampire class every 4th level, until embraced. +4 Cha –4 will HD: d8, 1d4 Wis Blood Drain

4. Penanggalan: Walks normally during the day with out weakness and has no idea of her own vampirism but when night falls her head detaches from her body and she stalks as a head with a long slimy black tail flying though the air eyes glowing red. But must return to her body before dawn. No Con (undead qualities)  +4 Turn Restince,  HD: d10 1d4 Con & 1d4 Str Blood Drain
5. Vamp: The most common vampire. Looks normal but skin is pale and eyes are dark. No Con (undead qualities) +4 Turn Restince,  HD: d10 1d6 Con Blood Drain
6. Humonious: A hybrid vampire the next evolution. They alone have begun the next stage by growing large bat like wings, some are even said to have the head of a bat.  +6 Str, No Con (undead qualities) +4 Turn Restince, HD: d12 1d6 Con Blood Drain

7. Blood Fiend: This is the result of a demon and vampires blood mixing; they are large and have four arms. It is a deep purple color, glowing red eyes and a wolf like muzzle with over sized teeth. Acid, & Fire Resistance 20, No Con undead qualities, +6 turn Resistance, -6 Cha HD: d10 1d4 Con Blood Drain

 Classes

1. Spawn: A person who willing or unwilling has been embraced by any vampire. Breed becomes the same as the one embracing.

2. Pure blood: Was born as a vampire, has the pure blood of Cain with in his veins Gains 1 Bonus Power

3. Master: Any vampire that has exceeded 10 HD in another vampire class Gains Spell like abilities

4. Daywalker: A vampire born before his mother had turned after being embraced (Vorlog Breed) Has none of the vampire weakness’ (Unless evil then weakness’ in red are subject to the daywalker)
5. Cursed: A vampire made by an act of a God as punishment. Takes on powers based on land you are cursed to. (Desert, sea, forest, ect)

6. Epic Vamp: Any Vampire that exceeds 20 HD in another Vampire Class. Takes on Elemental like powers.

Spawn Skill points 2+Int Mod

Level   Hit Die       Att     F/R/W      Nat AC      Special  

1            1                 0        0/2/0             0             Blood Drain

2            2                 1        0/3/0             1              +3 Str, 1st Feat

3     Level adj           1        0/3/0             1             1st Power

4            3                 2        1/3/1             2              +2 Dex

5            4                 3        1/4/1             2              2nd Power, 2nd Feat

6     Level adj.          3        1/4/1             3              +2 Int

7            5                 3        1/4/1             3              3rd Power

8            6                 4        2/5/2             4              +3 Str, 3rd Feat

9    Level adj.           4        2/5/2             4              4th Power

10          7                 5        2/5/2             5              +4 Cha

11          8                 6/1     2/6/2             5              5th Power, 4th Feat

12   Level adj.          6/1     2/6/2             6              +2 Wis

13          9                 6/1     3/6/3             6              6th Power

14          10               7/2     3/7/3             6              +2 Dex, 5th Feat

Pure Blood Skill points 2+Int Mod/ HD
Level    Hit Die       Att     F/R/W      Nat AC      Special

1             1                 1        0/2/2             0             Blood Drain (Bonus Power 1-8)

2             2                 2        0/3/3             1              +3 Str, Embrace

3      Level adj.          2        0/3/3             1             1st Power, 1st Feat

4             3                 3        1/3/3             2              +2 Dex

5             4                 4        1/4/4             2              2nd Power, 2nd Feat

6      Level adj.          4        1/4/4             3              +2 Int

7             5                 5        1/4/4             3              3rd Power

8             6                 6/1     2/5/5             4              +3 Str, 3rd Feat

9      Level adj.          6/1     2/5/5             4              4th Power

10           7                 7/2     2/5/5             5              +4 Cha

11           8                 8/3     2/6/6             5              5th Power, 4th Feat

12     Level adj.         8/3     2/6/6             6              +2 Wis

13           9                 9/4     3/6/6             6              6th Power

14           10              10/5    3/7/7             6              +2 Dex, 5th Feat

Daywalker Skill points 2+Int Mod/ HD
Level   Hit Die       Att       F/R/W      Nat AC      Special

1             1                 0        2/2/2             0             Sun Block

2             2                 1        3/3/3             0              +2 Str, 1st Feat

3      Level adj.          1        3/3/3             0             1st Power +2 will vs. blood lust

4             3                 2        3/3/3             1              +2 Dex

5             4                 3        4/4/4             1              +2 Cha, 2nd Feat

6      Level adj.          3        4/4/4             1              +2 Int

7             5                 3        4/4/4             2              2nd Power 

8             6                 4        5/5/5             2              +2 Str, 3rd Feat

9      Level adj.          4        5/5/5             2              +2 Cha

10           7                 5        5/5/5             3              +2 Str

11           8                 6/1     6/6/6             3              3rd Power, 4th Feat

12    Level adj.          6/1     6/6/6             3              +2 Wis

13           9                 6/1     6/6/6             4              4th Power +2 will vs. blood lust

14           10               7/2     7/7/7             4              +2 Dex, 5th Feat

Cursed Skill points 2+Int Mod/ HD
Level      Hit Die       Att      F/R/W      Nat AC      Special

1               1                 1        2/0/0             0             Blood Drain (Special ability Drain)

2               2                 2        3/0/0             1              +3 Str

3        Level adj.          2        3/0/0             1             1st Power, 1st Feat

4               3                 3        3/1/1             2              +2 Dex

5               4                 4        4/1/1             2              2nd Power

6        Level adj.          4        4/1/1             3              +2 Int, 2nd Feat

7               5                 5        4/1/1             3              3rd Power

8               6                 6/1     5/2/2             4              +3 Str

9         Level adj.         6/1     5/2/2             4              4th Power, 3rd Feat

10             7                 7/2     5/2/2             5              +4 Cha

11             8                 8/3     6/2/2             5              5th Power, 4th Feat

12       Level adj.         8/3     6/2/2             6              +2 Wis

13             9                 9/4     6/3/3             6              6th Power

14             10               10/5   7/3/3             6              +2 Dex, 5th Feat

Master Skill points 4+Int Mod/ HD                                                              
Level   Hit Die       Att     F/R/W      Nat AC      Special                              

1           1                 0        0/0/2             0             Embrace (Create spawn)   

2           2                 1        0/0/3             0             5th Power, Fast heal 5/round     

3           3                 1        1/1/3             1              +1 Cha, 1st Feat   

4           4                 2        1/1/4             1              6th Power       

5           5                 2        1/1/4             2              7th Power          

6           6                 3        2/2/5             2              8th Power                   

7           7                 3        2/2/5             3              +1 Cha, 2nd Feat  

8           8                 4        2/2/6             3              1st-8th Power          

9           9                 4        3/3/6             4              +1 Cha, 3rd Feat                    

10         10               5        3/3/7             4              1st-8th Power, 

                    Spells/day (Known)
Level    0        1           2           3          4           5                

1         3 (1)   1 (1)    ----      -----       ----       ---- 

2         3 (2)   2 (1)   0 (0)     -----      -----       ----

3         3 (2)   2 (2)   0 (1)     0 (0)      ----       ----

4         3 (3)   3 (2)   1 (1)     0 (1)     0 (0)     ----   

5         3 (4)   3 (3)   1 (1)     1 (1)     0 (1)    0 (0)

6         3 (4)   3 (3)   2 (2)      1 (1)    1 (1)     0 (1)

7         3 (5)   3 (4)   2 (2)      2 (2)    1 (1)     1 (1)

8         3 (5)   3 (4)   3 (2)      2 (2)    2 (2)     1 (1)

9         3 (6)   3 (5)   3 (3)      3 (2)    2 (2)     2 (2)

10       3 (6)   3 (5)   3 (3)      3 (3)    3 (2)     3 (2)

* Spells may be chosen from Black Guard, and Cleric spell List also from Death, Destruction & Evil Domains. There is also a Spell list call Blood Pact, or Blood spells that are perfect for Vamps but needs modification to use.

Epic Vamp Skill points 4+Int Mod/ HD
Level        Att     F/R/W      Nat AC      Special  

1                 0        2/2/2             0            Elemental Fist (Do elemental damage = to Vamp HDd6 Melee or

                                                                Range 120 ft)

2                 1        3/3/3             0              +1 Str, Fast heal 10/round

3                 2        3/3/3             0             1st Power, 1st Feat

4                 3        4/4/4             0              +1 Dex

5                 4        5/5/5             1              2nd Power

6                 5        5/5/5             1              +1 Int, 2nd Feat

7                 6        6/6/6             1              3rd Power

8                 7        6/6/6             1              4th Power

9                 8        7/7/7             2              5th Power, 3rd Feat

10               9        7/7/7             2              +1 Cha

11               10       8/8/8             2              6th Power

12               11       9/9/9             2              +1 Wis, 4th Feat

13               12     10/10/10         3              7th Power

14               13     11/11/11         3              8th Power, 5th Feat

15               14     12/12/12         3              9th Power

16               15     13/13/13         3              10th Power

17               16     14/14/14         3              11th Power

18               17     15/15/15         3              12th Power, 6th Feat

19               18     16/16/16         3              13th Power

20               19     17/17/17         3              14th Power

* Powers past 8th are to be created by player and DM or taking any one on the list

Powers These are supernatural powers that can be manifested at will but most need a standard action besides to use. There are no limits to times they can be used in a day, but each power cost a blood point per power level to use. See blood points for uses. Some have a duration of 10 min/5 Vamp level, marked with a *. Unmarked powers are instenonous unless noted. Range of powers is 5ft/ Vamp level unless noted. (Powers in red are the normal vampire powers)

1st Powers

*Gaseous Form: Green gas form speed is 20 Can pass though any crack. Gains a 20/+1 silver Dam Red. But can’t attack or cast spells. 50 % miss chance to ignore damage dealt.
*Shadow form: Take form of a shadow of the same size as you 50% miss chance to hit or be hit Can pass though solid objects 50% chance to pass though each ft. Can’t cast spells.
Earth Meld: Sink into the earth able to sleep within the soil, in soil vampire heals 1d8 per hr in soil. A vampire can hold this power for 1 hr per vamp level.
*Illusion: Create a single Illusion Chosen at taking of power. Will save, Passed save tells foe it is fake, Failed save tells foe it is real and the illusion is treated as if it is. Can be creature, object, or self. This power can be taken multiple times but not the same illusion.
*Mist Form: Like wind walk but with a speed x2 yours (Unusable in wind) cannot pass though cracks. But can attack from mist but can’t cast spells. Gain concealment 20% miss chance.
Blood Drain: Ability Drain or Heal (1d8/3 Vamp HD Damage to bitten and same heal to Vamp), or Blood points (drain Cha mod + 1d4/5 Vamp HD damage to bitten and same to vamps blood points) Cost no Blood points to use.
*Low-light vision: Negate negatives of light (-5 is reduced to 0)

Might: As barbarian’s rage but instead of Con increase gain +1 Hp per Vamp HD. Last 1 round/2 total level +1 round.

Gibe:  As slow fall. Last 1 round / 4 total level +1 round.

2nd Powers

*Telekinetic: Move objects or people by thought 10 lbs/ Vamp HD Will save negates
Force Bolt: Will can stun (1d4 rounds) or knock over Will or Ref save negates
*Feral Whispers: Communicate with animals 

Blush of Health: Skin has tone and some warmth, +10 Disguise vs. spot to not be noticed as a vamp. Last 1 hr per vamp level.

The Spirits Touch: Touch of object may give insight Concentration check

*Spider Climb: Able to climb walls with ease no Climb check needed 

Blood to life: Transfer blood points to hit points. 1 Blood point becomes Vamp HD Hit points. Can transfer a maximum of your total level in blood points per use of power.
3rd Powers

*Shape of the Beast: Can take form of a magical beast, chosen at taking of power, Gain only its natural weapons damage and size = to a beast of your Vamp HD

Thorn Fire: Shoot thorns from palm Damage=Vamp HDd4 ranged attack 50ft one thorn per attack
*Feral Claws: Able to grow claws increase damage die by one for claw damage

*Alternate Form: Take form of animal, chosen at taking of power Damage and size = to animal of Vamp HD
Taste of Death: Spit blood and do Vamp HDd10 dam. Ranged 10 ft

Change Weakness: Trade weakness for a different one. Perment power. Cost no blood points to use. See end for weakness.

Shape of Man: Can take the form of yourself as you would have looked before becoming a Vampire. Last 1 hr/ Vamp HD

4th Powers

Hypnotic Suggestion: Charm by voice Will save. Last until charmed breaks charm
Telepathy: Speech, read minds, allow others to see your mind (use skills) Will save
*Children of the night: Summon creatures (Vamp HDd10 Rats, bats, wolves Ect) Chosen at taking of power.

*Beckoning:  Summon Creature chosen at taking of power. (DM approval: Familiar like) Its HD=1/2 total HD
*Silence of Death: Radiates silence from self

Flight: Wingless flight at base speed only (Will stack with Fleetness) Last 1 hr / Vamp HD
5th Powers
Energy Drain: -2 levels upon melee hit Fort save
Heightened Senses: +10 to all sense skills (Spot, listen search), x2 distance this is a free action to activate.
Fleetness: x4 speed. This is a free action to activate.
Insight: Able to see into the mind of the dead Will save ask 1 question per vamp HD
Enhanced Hearing & Smell: +10 to listen and scent this is a free action to activate.
Endurance: Increase fast heal by 2. Permant power cost no blood points to use
6th Powers

Domination:  Domination of subject by sight Will save. Last until dominated breaks domination
Enchanting Voice: +10 intimidate, (same sex) Domination by voice (opposite sex only) Will save Last until dominated breaks domination
*Emanate Fear: Aura of fear to all who can see you at will, Will save run if failed, shaken if passed
*Aura Perception: By sight can depict alignment Will Save
Passion: Create a fear or dull subjects drive. Will save (Fear upon facing fear foe passes out will save of Dc of giving of fear, or becomes shaken, Dull Drive Their passion for life goes limp takes a Neutral alignment, if already Neutral become NN but does not work on NN alignments) permeant power.

*Awe: Your sight draws people to you like charm Will save
7th Powers
*Eyes of the beast: Able to see in magical darkness
*Cloak of Shadows: Like improved invisibility but only in darkness
Improved Damage Reduction: Gain 20/silver +1 (Must be Magical Silver) Permant power Cost no blood points to use,
Embrace: Drain of Blood (ability score to 0) and then the feeding on vampires’ blood. Turning subject into a spawn (if feeding is stopped see Vorlog) Spawn wakes in 1d4 days at the stroke of midnight. If ability score drained was not Con then the spawns Con score replaces the drained stat, and Con becomes 0 +0

Telekinetic Feed: Drain blood from foe by thought Will Save negates
8th Powers

Dragons Call:  Touch attack infects person with blood and call it out later killing victim Fort save other wise take Vamp HDd6 Damage
Engulf: By sight and speech ignighting foe doing ½ Vamp HDd6/round on fire Will Save half’s damage
Flay Fire: Bolts of energy rip fleash from bones 1d6 damage/10 Vamp HD for each bolt, Number of bolts is equal to Vamp HD. Ref Save half’s damage
Poeence of Putrescence: Raged Touch 10 ft Acid spit that causes foe to explode into a pool of acid. Fort save negates explosion and target only takes ½ Vamp HDd10 damage. Explosion does ½ Vamp HDd10 damage/round to all in 30-foot radius of foe Ref Save half’s damage
Bloodluster: As Telekinetic Feed but may target any amount = to Vamp HD (Must have Telekinetic Feed to use)
*Improve Power: Increase one Damaging power to one damage die up. Power selected can’t be changed during duration of power.

Blood Points

Blood is the power source of the vampire; this is what drives them to feed. They use it to heal (1d8/3 Vamp HD), but it is also what powers their supernatural powers. (Powers cost 1 point per power level to use once) and is replaced at the rate of Cha mod + 1d4/5 Vamp HD (also damage to bitten), they gain back whatever they do in damage with their bite. They can only do one of the three per attack (Ability dam, heal, Blood points). A vampire can hold as many Blood points equal to his Cha Mod x Vamp level. When a vamps blood points are not full the blood thirst starts if there blood points reach 0 then the blood lust starts (Will save vs. own Vamp Dc not to drink from the nearest source of blood).

Servants of the Vampire

Each entry is listed in the rank of importance to the Vampire, and how it is created.

Spawn: Being drained of stat and then is embraced. Rises as spawn in 1d4 days (See Embrace Power)

Familiar: Being who has devoted his life to a vampire with the hopes he will be embraced. Also used as a scorce of food to vampires.

Slave: Being who is drained of hit points by blood drain, but has not been drained of stat, or embraced. To keep a slave he must be feed on (ability drain) at least once a week or see Vorlog for % roll for slave’s fate. Wakes as slave at dawn.

Dominated: Being under the power of a vampire. Remains dominated until he breaks it.

Clanless: Being drained of stat or hit points, but never embraced and did not become vorlog. Clanless have no blood points, but can’t heal any damage with out blood drain. They lose 1d4 hp each day as there body rots. They can never be embraced or change breeds (unless Nosferatu but still can not have blood points)

Clans of the Vampire Nations

Brujah They are strong fighters, their signet is that of a sword piercing a heart

Gangrel They are Barbarians and Druids people of the wilderness, their signet is a broken skull wrapped with a thorned rose

Malkav They are Thieves and assains, their signet is a dagger dripping blood

Nosferat They are destroyers of the wicked; signet is a silloeat side view of a nosferatu

Toreador They are Magic users, their signet is a blaze of fire

Venture They are the law of the vampires, signet is a war axe stuck in a log dripping blood

Saulot They seek goodness, redemption for their sins, signet is a heart with a falling halo

Clanless they are feared in the vampire clans they have no clan no teaching of the vampric rules nothing more then discarded food

From the Book Of NOD
The First Times

I dream of the first times the longest memory I speak of the first times the oldest Father I sing of the first times and the dawn of Darkness In Nod where the light of Paradise lit up the night sky and the tears of our parents wet the ground Each of us in our own way set about to live and take our sustenance from the land And I first born Cain I with sharp things planted the dark seeds wet them in the earth tended them watched them grow And Abel second born Abel tended the animals aided their bloody births fed them watched them grow. I loved him my brother he was the brightest the sweetest the strongest He was the first part of all my joy. Then one day our father said to us Cain, Abel to the Gods Above you must make a sacrifice a gift of the first part of all that you have. And I first born Cain I gathered the tender shoots the brightest fruits the sweetest grass and Abel second born Abel slaughtered the youngest the strongest the sweetest of his animals. On the altar of our Father we laid our sacrifices and lit fire under them and watched the smoke carry them upon to the Gods Above The sacrifice of Abel second born smelled sweet to the Gods and Abel was blessed And I first born Cain I was struck from beyond by a harsh word and a curse for my sacrifice was unworthy I looked at Abel’s sacrifice still smoking the flesh the blood I cried I held my eyes I prayed in night and day and when Father said the time for Sacrifice has come again And Abel led his youngest his sweetest his most beloved to the sacrificial fire I did not bring my youngest my sweetest for I knew the Gods would not want them. And my brother beloved Abel said to me “Cain you did not bring a sacrifice a gift of your first part of your joy to burn on the altar of the Gods” I cried tears of love as I with sharp things sacrificed that which was the first part of my joy my Brother. And the blood of Abel covered the altar and smelled sweet as it burned But my father said, ”Cursed are you Cain who killed your brother” as I was cast out so shall you be. And he exiled me to wander in the darkness the land of Nod. I flew into the darkness I saw no light and I was afraid and alone

Chronicle of Cain

Slaying and Destroying a Vampire

Stake to the heart: Stops fast healing while stake remains in heart and 1 hr after removed. Damage from the stake also does crit damage.

Cutting off head: Head remains conscious but unable to use powers the only attack it has is its bite and blood drain, unless vamp is at –10 hp or lower. If head is buried or placed in a coffin with body it rises in 1d4 days.

Holy wafer in mouth: Placed in a severed vamp head renders it unconscious

Silver: Weapon must be silver to bypass damage reduction. +1 silver if improved damage reduction is taken. (Non-silver magical weapons will not bypass it)

Holy Symbol, Holy Water, Garlic: Damage is unhealable by fast heal.

Reducing Hit points to 0: Vamp turns to Gas form, if vamp has no gas form then the vamp must continue until –10 hit points.

Reducing Hit points to –10: Body falls to ground unable to fast heal, if buried or placed in coffin it rises in 1d4 days at 0 hit points.

Sunlight: Damage is only healable by rest in coffin or in the ground at the rate of 1d4/hr of rest. If reduced to –10 HP by sun body turns to ash and returns in 2d4 days. 

Slaying: A vampire is considered Slain at –10 HP, and if it rises again it takes –1 Cha or –1 Str Dm’s choice.

Weakness

Every vampire has a weakness and this is the means to there destruction. The damage from their weakness is perment damage and if perment damage equals or exceeds the vamps hit points the vampire explodes. Doing their vamp level d6 to all in a 20ft area Ref half’s damage DC is Vamps DC. Healing Perment damage is like healing Stat damage “Restoration spell” but at the rate of there vamp hit die (1d6, 1d8, ect) per 1 stat return. The weaknesses are as follows: Sun: Humonious Silver: Vamp Garlic: Penanggalan Holy: Nosferatu & Blood feind Con score: Vorlog & Slave. This is the weakness for each breed, but it may be changed by taking the Change Weakness power (Vorlog and Slave can’t take this power) to any above or any of the following: Cold, Fire, Vile, ect.

Credits

This work comes from many different sources; I simple put them together and altered them to my liking. I would suggest reading each of them for more info. Some are:

“Netbook of Vampires” by Kel Von Brennar, Keldon@yahoo.com (Most powers come from this)

“The Book of NOD” by Chupp & Andrew Greenberg (Excellent story line ideas: biblical)

“3rd Edition Monster Manual” by Wizards of the Coast (The Base)

“Children of the Night Vampires” by Gulotta and Steve Miller (AD&D Ravenloft: provided most of the different breeds)

Vampire Class put together by Anthony Brune wildsignsgraffix@yahoo.com (Additional ideas provided by friends and play testing not all have been play tested and must be felt out)

