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Thc people of the Old World de not care thae there s
no myth more énduring than the Vampire. They do
not care thae versions of the Vampire legend can be found
amongst every tace of their world. They de not care that
Vampires are potent symbols of che fear of death, disease,
predators, their dark sides, or of the nighe. They do not
give a hoot about any of that old rubbish usually filling
the inrroductions of schelarly works about Vampires. To
them, Vampires are two things: deeply rerrifying monsters

elzse—rcheir souls.

of darkest nightmare and everything they've ever wanted

to be. Yes, Vampires are hideous abominartions that no
sane person would wanr o join, bur they are also powerful
beyond imagination, effectively immortal, and resistant 1o
the deprediations of Chaos. They represent the freedom and
fearlessness that defies a strict and cerrifring world; they
have everything Old Worlders want, bur to ger it, Vampires
lave sacrificed the one thing Old Worlders value alove all

— WeLcoME TO NIGHT’S DARK MASTERS —

he world of Warhammer is full of & grear many

villainous forces—irt is a world of erim and perilous
advenrure afrerall. From che hordes of Greenskins, the
herds of Beastmen, culrists and warriors of Chaos, o the
shutfling mobs of Undead, there are plenty of villains
for Player Characters to face, fight, and defear. Most of
these opponents are faceless threars, They may have a
liztle character—some Aavourful elements tossed in to
make the erconnter memorable—bur overall, afrer you've
slain your htreenth Murant, they all seem oo run l:ngcrh:.-r.
However, not all monscers it this mould. Some have 2
greater presence by their very nature, Some pull the strings,

embroiling themselves in
convoluted plots and sinister
machinations 16 achieve
their ambirions, They are
the shadowy figures behind
countless intigues. They are
WVampires.

Possessed of grear power,
majesty enough to rival the
Emperor, and ambition
enough For a dozen iiviitg
men, Vampires are the
movers and shakers of the
Undead: They have the
designs and plans to work
their evil and carve a name
for themselves in the annals
of this dangerous world,
They have incredible abilizies,
can-dominate with 2 1_;1;-1.111‘!_*.
break bones with ease, have
mastery over the creatures
of the night, and possess
countless other talens thar
ser them apart from the
:wjr-ching, shri-r[-:jrlg crowds
of animated corpses.

g

“And where have you ridden, my fine noble lord?
Where have you ridden ronight?”

1 have been out a-hunting, my fine prety lass
For the dogs hunt best in the moonlight

Y¥ea the dogs hunt best in the moonlight.”

“And where were you hunting, my fine noble lord?
Wohere were you hunting ronighe?™

“1 wenr ro the ruin, my fine premy lass

For the wolves hide there from the moenlight

Yea the wolves hide there from the moonlight.”
“And whom did you hunt with, my fine noble lord?
Whom did you hunt with conighe™

“] rode with o stranger, my fine precey lass
Whose eves flashed red in the moonlight

Yea his eves flashed red in the moonlight.”

“And what did you hune for, my fins noble {ord?
Whar did you hunt for tonight?”

“Twas my blood he hunted, my fine pretty lass
And I weas his prey in the moonlight

A fine bit of prey in the moonlight.”

“And why have vou come here, my fine noble lord
Why have you come here ronighe?

“] have come for my feasting, my fine prery lass
For you look so fair in the moonlight

And Il have your blood in the moonlight”

And her life it fled with the moonlight

And she lay ‘pon the Black Dragon Crest.

—Mancrrran 5 Magnrcesr, Mestren oF L ANGUILLE
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OF course, this doesn’t mezn they are invulnerable, Vampires
are cursed, They are vulnerable 1o ordinary things. They

can be cur, they bleed, and they die. Silver is anathema o
them, as is the purifying rays of the whelssome sun. To make
mutters warse, those arrayed against them know the ing and
ours of highting Vampires. and so these Undead masters
must be vigilane in their defence, always watchful of those
overreaching mortals with some misguided sense of justice
who seck to destroy the Undead.

Whilst fraught wich enemies at all sides, Vampires have
learned much over the grear ages of their existence. They
are masters of necromancy. employ vast networks of spies

arid informants, and have
accumulated great and
profane weasures. With these
resources, coupled wich their
own advantages, they truly
deserve their title, Nighs
Drle Masters.

WHAT?s
INSIDE?

The nine chapters thar
Follesw this introduction are
a delicious feast, providing
all of the information you
will need 1o craft adventures
invalving Vampires.

Chapter I: The Prey
The first bite looses a dizzying
rush of blood. This chaprer
looks at what the people of
the Od World believe abour
Wampires, from myths and

legends to the rumours of the
wm'.ﬂjl]:,' uninformed. Tt also
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incrocuces those dedicared 1o turning che tables, the Vampire

hunters who become predators rather than prey,

Chaprer II: A Mockery of Life

We peel off the skin and ger our brst glimpse of whart Hes
beneath i ‘This chaprer summearises scholarly works thar
could be read by Old Worlders whe seel to learn the wath

ol the mater concerning Vampires. It congaing tese from the

infamous and dubious Virmia Aﬂ'q}l .F’J;'m_-y_. aswell s W.:I.up;':'m'
and Their Kin by Maximillian Sommers of the Raven
Knights—a primer for mémbers of thar order intended o
teach them the basics of Vanipire lore,

‘The spaking rail of entrails unravels easily. This chaprer isa
hiscary of the Vampires from their casliese days 1o the present,

including s timeline of key events.
The organs are smap:d out 1o be examined, This section

describes the characteristics of the Wampires, borh physical
and meneal, v also seeks o explain their motives,

Chaprer V: The Mastersof the Night

Finally, we ger to the heart of the matter. This chaprer

describes the various kinds of Vampires found in the (Md
World with specific examples of some of the most famous
bloodlines. Individual histories and machinations, as well as
deseriptions ol notable members and laies, are included.

Chaprer V]: Narive Soil
Al the sweer mear of musele and sinew, A deseription of the
province of Sylvania, s history and people, with advenure

hooks for your campaizns and & complete map.

The crunchy bones of the dish. This chapeer discusses new
carects, the creaton of unique Vampires and their minians,

and the darl ares they pracrise. The marrow is sucked from
rhem: all.

The brain, a tart and juicy teear. This thoughrful chaprer

explains how to base a campaign around the Tidead and
how bestto use them as villains.

Chapter IX: Creaturesof the Nighy

The myeal concludes with a sample of creatures commanly

found i the service of Vampires.
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DisasTER AT DUskANY FALLS

When he first learned the locals believed a Vampire lived in a cave behind a warterfall, Reinbart laughed. Everyone knew
Vampires couldn’t stand the touch of munning water. The cleansing power would wash them away. Yet, every report, every
stoTy, CVErY evowitness pointed 1o the same place, a cleft where the frizid snowmelt from the World's Bdge Mountains spilled
dowﬂ from the heights to gather in a deep pool. One local claimed to see the beast burst through the curtain of water and Tand
in the churning water casily a score of Feer below. The Tocal ran away, of course, bur not before the beast fixed on him with
crimson eyes that promiscd a slow and painful death.

Prtra didn't believe it either. He clatmed the thing must be a Beastran of some sort, for there was no way the Vampire could
survive in such an environment. Reinhart trusted Petra. The man bad been fighting Undead for 2 dozen years or more, and it was
his experience that enabled their small ream 1o destroy six of these horrors so far.

The Hawrhorn Band, as they called themselves, had existed in one form or another for years. Petra, a pale, wiry man with dark
cireles under his cyes and a seeming inability 1o smile, founded the Hawthorn Band and used the motley bunch to aid him in his
crusade against the masters of the night. Where other men flee such fiends, Perra sought them out and to great suceess.

Sure, they had their fair share of cagualties. Many who had joined wp fell wo the cruel claws and teeth of the Vampires and
their minions, and a few others were locked away, too mad from their experienees to be allowed to walk as free roen. Now, ther
were four of themn aside from their leader. Reinhart, now a veteran, had personally trained one of them, a youthful scamp named
Edoar, who was 1o cager by half. The other two were a pair of dour Dwarfs, hired for their expertise in fighring underground
ard their vast knowledge of Undead.

The team came to this mameless village two days ago, invited by a desperate mayer whe wiung his bands and mopped his brow.
He elaimed people all over his werthless compmunizy were falling ill, stricken by some maddening disease. When interviewing the
roothless peasanits, the Hawthorn Band gathered a bit more rubbish, including the thing in the Falls. It was hard work sifting the
lics from the facts, and semetimes you make mistakes. You just hope that such mistakes aren’t fethal ones.

Sa it was the Hawthorn Band agreed o search this cave and put to rest whatever thing that had laired thers. No one enjoyed
slzying Beastrwen: their cyes were too Human, and they mewled Iike babes when hurt. But the village paid in gold, and the dury
10 them and the Empire was clear. The thing needed to die. And the sickness that infested the village? Perra advised the folks 1o
burn their stores of rye and start anew. He's probably righe. He always is.

Wannslich bung heavy in the sky, pregnant with light. It revealed the pool, the falls, and the rocks all around it. A small
stream, fed by the pool, wandered away, passing through a clump of trees where it picked up speed and burbled on its way o the
village. The seund was intense, the rush of water spilling from some heighn shrouded in the mist sent up by o passage. The light
was good enoteh that no torches were needed, but Petra advised lighting the storm lanterns, since it would be dark irside the cave.
The Dwarfs dropped to the ground te ready their bellybows, pulling back the rope that would, when fired, send a stake through
the middle of whatever confronted the team. Reinbart pulled his sword and man his fingers along the silver edee he paid pood
clanks to have applied to the blade, whilst Edgar wiped his runny nose on the back of his hand as he looked for a way down to the
pool. Perra grimly started climbing down, descending with practiced hands and frer until he stoed on the mossy tocks, staring up
at the fall and presumably the cave behind ir.

It weas a stupid mistake, exploring the place by nighr. Perra bad advised against it, but everyone wanted 10 be on their way as
quick as they could. It was clear this was no Vampire, & fow bolts to the chest of whatever it was and they would claim their
reward and head back 1o Nuln for some well-deserved rest. Fools. Every anc of them.

Edgar followed, slipping a couple of times, but he finally reached the bortom, albeit with a damp lei from an accidental
glungv: imto the warter. Beeinhart followed, whilst the Dwards covered the trio from above. When Beinbart reached the bortom,

etra pointed to the waterfall. “There, you ser that. It’s a bit darker than the rese.”” Reeinhart saw nothing. The moonlishe
covered everything in scrange light, and stadows appeared where they shouldn’t; things seemed to move when they couldn’.

“Hey, fookit this!" whispered Edgar. He plucked something from the pool. It was coversd in slime. A rock, perhaps. Petra
moved to the young man. Edpar wiped off the dark mud and coee. It was a shull.

Semething moved above. & sharp report of a triggered crossbow bolt sounded Folloveed by the splintering clatter of the quarrel
striking stone,

sﬂ. grume. A sigh. The wer sound of enmrails splareering on the ground.

ilenee.

It was over befiore Beinhare could even turn his head 1o where the Dwarfs had waited. There was no sign of them. Peira
abandoned Edzar and the skull 1o stand next to Reinbart. The two watched the night, tense and afraid. Where were the Dewarfs?

A scream sounded behind them, cut short by a homrible gurgling sound and accompanied by 2 spray of hot blood. As Reinbart
and Petra turned, they just caught a glimps: of peor Edgar, sinking benzath the troubled waters of the pool. Even in the
moonlight, they could see the warer darken as wharever had him tore him 10 pieces. Moments later, an ear, an eye, and a foot
beobbed to the surface, only to dart away, picked up by the curvent of the stream.,

Thaee of them, down in seeonds. This was no Beastman. Petra hissed, “Gol™, and the two fled up the way they came,
Eoeinhart leading, Perra following. The fead man risked a glance over his shoulder, and to his horror, he spied some preat and
horrible thing rising cur from the centre of the darkened pool. It had an oblong head, erimson eyes, and a massive mouth filled
with needle-sharp teeth. It was nude, but it had no shame. Its grey skin clune to its bones, and if it had & gender, it had long
withered away. Reinhart climbed faster with Petra screaming, “Raan! Run! Ba...,” but then his voice fell silent too.

Beinbart never looked back. Never questioned why the thing in the pool ler him escape. Bur he vowed, in the pale light of
the dawn, that he would never hunt Yampires again, The mere thought sent him inte helpless giggles as the priestess of Shailya
helped him into the cart that would carry him to mandrake dreams and the comfort of a small Toor far from the bloody waters
of Duskany Falls.
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Chapt:r £ Thc Pre:,f

“I do not care what our prey think
of us. Do you consider what opinion
meat has of you?”

—ConsTANTIN VON CARSTEIN

‘ ? ampires are creanires of nightmare, unnatoral, undying

monsters to be feared and abhorred, Horror stocles
abaut them have been popular in the Empire since the Wars
of the Vimpire Counts. There are chose whi, paying too
rnich heed o the romantic poems of Dvorjerski ancd Sierck,

— TuE Onicmns oF V.

Mlauj.' myths purport to explain where Vampires come
rom, but it is unfikcly any of them contain the orudh
of the mamer. One cautionary fable has it that if you spend
100 long admiring your own reflection, then thar reflection
will murder you and take your place. These rellections then
become Vampircs, which, if mee, would ophiin why they
cast no refloctions.

Some myths claim thar Vampirss arc the product of
incorrectly performed barial rmuals. Those bunied withour the
sancrification of a priest of Mot and, strangely, those who are
buned with their name sewn into their dlothing are said by
some to rise 35 Vampins.

Myths in Ostland tell of 2 kind of Vampire called a
Doppelsauger who were beeastfed too long as infants and,

upon death, return from the grave o suckle on Humans wll
they drain them of blood.

Oxher rales have ir thar Vampiriem is caused by consuming
blood or tomb dirt during lite. whilst sdll athers claim

that those that commir suicide or those who died in rapic
clreumstances rise as Vampires if their connection to life i
strong enough,
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see them as beautiful mysteries, and rhose who, through
madness or lust for power, see them ay Gods worthy of
worship, bur these exceptions are few compared ro those
who know only fear at these stories of predators who sealk
the night.

THE WHaITE LADY

This szory is told in many forms, differing from provinee

to provinee. It has even been adapeed for the seage in
Aldorf. Ir illustrares the common folk’s misunderseandings
about the Undead and their origine. The story’s Vampire is
sometimes described more like 3 Bandhee. To the oypical Old
Waorlder, differences berween the Undead are meaningles:
an abominsson is 2n abomination. The focus of the story s
dearly not on the specifics of the curse afflicting the Whize
Lady but the moral of the story, which is cssentally “Dan't
fall in love above or below your station.”

The story begins with two young lovers, a miller’s davghier
and a noble gentieman, whose forbidden love ix kept seorer.
The secret = nevealed. however, when the miller's danghrer
falls pregrant. Her fatcher; a strict Sigmarire, abandons her as
a harlor. Her lover s persuaded to abandon her as well, his
shamed family finding a more suitable bride for him amongse
the nobility, The miller's daughrer is forced o live in the
wads, where she gives birth 1o ber child under the stam:

By chance, she sees her noble love riding through the woods
ane day and runs to him, holding our his son, Bue the nable
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does not hale his horse, and she and the child are trampled to

death beneath it hooves,

In the months that follow, same of the locals begin telling
stories of a sad, ghostly white lady seen in the woods, wailing
and calling out For her child. They are nor taken seriously,
even when the miller is found drowned in a pond on the edge
of those woods.

A year later, the noble’s new bride gives birth. Her screams are
heard throughout the manor, and her husband muns ro her aid
o find both her and the midwife dead in 2 room drenched
with blood. Standing over them is the White Lady, his dead
tower, returned from the grave and holding his newhorn child.
In the stage ad:a}nariﬂn, her Vampiric nature is made clear as

she utters these closing lines:

Though frous sy grave § bave beer forced,

Sl fove the lover I fave lost.

S the sweet fuice af Fiv beart L witl dvink,

Thew mearh my vengeance bis young shall sink,”

LEONORA AND LEONHART

These are a sequence of legends told in the Empire thae deal
with the tragic love of a fair maiden named Leonora and 2
soldier named Leonhare. Leonhart goes away to fight in a

verrible wear inthe ease, and onthe day the soldiers retuen,
Leonora races to the square to see them troop past, bur her
love is not amongsr ther, Believing him dead, she returmns
ome and weeps dll nighdfall. Afrer dark, she hears a knock
at herdoor, and there stands Leonhare. His uniform is rorn

and bloody, but he is alive. " Do you still love me?” he asks,
and she replies she does. " Then let us ride away and be
marricd immediarely,” he says,

They ride through the night ro an old emple, and inside chey
find a hose of wediding gueses, all spirits of the dead. Leonora
drinks from a cup of Leonharts blood, and they kiss, Thus,
she becomes a Vampire like him, Their jovous wedding is
interrupted by a fgure all in black who drives the guests back
inte their eraves. Leonora and Leonhare escape on his steed,

buet the Agare, who is Morr, gives chase,

There are many epic tales of Leonora and Leonharts travels
across the world to escape the cdurches of Marr, These stories

are considersd heresical b}' the cule of Maorr, not nn]}r for their
misrepresentation of their Gad, bur for the romantic image
of Vampires the storics perpetuate, which some sentimental
Old Worlders are foolish enough o believe.

IN THE REALM OF THE NIGHT QUEEN

Although this story does not state iv explicitly, some scholars

consider it to be 1 veiled Vampire tale. It is 2 Bretonnian
batlad abeout two honourable knighis who travel o the
World's Edge Mountains vo visic the palace of the legendary
Might Queen. After the two knights travel for many weeks,
facing various tests of their chivalry along the way, they arrive
at a castle made entirely of silver. Here the Might Qieen
lives, a worman nfui\t:trthty beauty wha is cursed to never
sees the sun until a cruly virmous man takes her as his bride,
Maturally, the two knights fall in love with the Night Queen,
and both seek her hand in marriage. Jealousy rears chem




Chapter I: The Prey

apart, and the owo lﬂljgh[s-duﬁl lor her favour, resulting in

bath their deaths and leaving the Night Queen trapped in her

castle 1o sulfer from her supernarural curse for all time,

CoMmMON VIEW

Y es, they drink blood. Yes, some of them have been
krown to command armics of the damned. Bur ar least
they're not Elves.

—MNis VALFRA, AGITATOR.

“I've heard Vampires travel around so sasily because those

[filthy gypsies, the Srrigany, shelter them in their caravans.
1 wouldn’t pur ir past ‘em. They're horse thicves and
adulterers, and they all resk of cabbage. It's a short walk
from there to harbouring the Undend if you ask me?

= ArMUs PACHER , HORSE TRADER
“The dead wolk fast.”

—Svivanian PROVERE

HThey rell you thar you need ro be bit by one of the
Undead to become a Vampire, but of course, that's a lie.
All you need rodorobe a Vnmp;remdnnkblood The

rest comes narural, onee you've drunk enough. It must be

an awmful lot, though, I've drank ever so much, and 'm
still only a lirtle pale”

~Ess16 STREICHELN, SHOP GIRL

“Vampires? I remember when the count brought one ro
the ball...just weltzed in with her on his arm as if it was
nothing special and spent the rest of the night showing
her of f. Coused o dreadful scondel, but whar ean you
do? Chap’s the count after all. Terrible party thar was,
six of her ladyship’s corgis savaged Sir Morley's plum
tree a5 he tried to conx some bees our of the asparagus
beds with his flute. I remember it well.”

—ak Bacsian von TrIMBERG, IMPERIAL NOBLE

“Mama says that if I keep sucking my thumb, then Bar-
backed Picter will come and bite it of f and suck our all
my blood "

—WirLi, AGE FIVE

The commen folloare so misinformed abour Vamgires it
would be cormical iF it weret't 2 mavter of life and death,

YT hay're everywhers. Thev've infiltrared every Tevel of

sociery. They work beside us and walk past us down the
streer in dayight, plain as you please. Tou can’t throw
a rock in a crowded plarz withour it bounting of f two
Vampires. And thres Daemons”’

—Map HeRRIK, VAGAROND

“Gerd always used to tell us that Vampires would come
for us one day. He was petrified of them, used 1o hang
holy symbols all around his room and slepr with a clove of
garlic in his mouth to keep them oway from his neck. Well,
one morning we found him. pale as bis sheets and deod s
can be. Turned out he choked to death on thar garlic.”

—Eriens BreyTENBACH, STUDENT

“They are stronger than us, smarter than us, live longer

than us, and are far berrer looking than us. They are

our superiors in every respect, and the taxes ave lower
when they rule. When they come back 1 will be the first
to welcome them.

—Hamsanr Dengg, Svrvamian

THE ScHOLAR’s EYE

“One thing we know about Vampires is that they are
divided ince families, or Hoodlings, each with irs own
behaviours and powers. Some have charred black skin
and blood-red eyebrows and lap up the blood of those
who fall on the barrlefield with long tongues. Others are
covered in weeping sores and can only be dif ferentiared
[from plague victims because they keep their left eye
open at all times and grunt like piis. Some appear as
beautiful women who seduce their vicrims before killing
them. They can only be destroved afrer they feed, as they
remeire their eveballs when they sleep of f their glurrony
and can then be appronched unawares.”

—UIrEanis CARLSTADT, SCHOLAR

“T'he secretiveness and the rareness of the Vampires makes
therm hard 10 maiogue and leads ro much contradiction
berween accounts. It is my belief thar the consumption of
Chaosrainted Mood or flesh has lend to greater incidences
of murarion amongst some Vampires, which have then
been passed on 1o their progeny, edding to the discrepancies
berween accounts. Amongst the alterations in the Vampires
I have encountersd are o Ghoul-like appearance, eyes like

The basic ideas—they are red marlles, wolfish fangs, non-
immortal, drink blood, and have - - functioning bat wings, and talons
very specific weaknesses—are T the middle of the night | up to three inches in length. Ir has
comman knowledpe, but specific | His grave, goping wide, | been noted that those Vampires
details, such as exacdy what those Q uietly outs the hungry Sprite, who traffic with the dead are nor
weaknesses are, are open to debate. On his ff—"‘f-"l‘ 1o ride. f mﬁm the foul m::::ch
Commion folk also have no idea | Hurrah! The dead do ride apace, | BT OIMOTEE S
how many Vampires exist, and Am‘. ouer the land he speeds. | would also explain much of their

ey . Finding prey they all give chase, twisted appearance.
they may believe WVamnpires are rare

: P | And on our Hood e feeds. = )

ereatures dwelling only in forcign | Look forth, look forth, the moon shines brighe, I have studied oecounts such

beacllands or, depending on personal
inclination, Vampires are hiding
around every corner.

He and the dend gullop fast through the night.

that deseribe beantiful female
—From Trx Rervsme oF THE Vaseiae Kwieur, | Vampires whom mortal men
4 POTULAR BRETONNIAN BOTM | Rgue fallen in love with. Some

| asthose of Viadislay Duor jerski

P\ - Y




socounts describe these Vampiresses as being kind-hearred
and good, but it is obuious to the trained Vampire
Runzer's eye that these writers were under the sway of the
magical prowess of the she-devils who would tempr mortal
men into that monstrous dorkness from which only the
bravest soul may ever verurn, Black pits of corruption

and degradation similar to that which warped my body
tll it wos naught but o map of pain erched in scars, o
disfimured husk that haunts me in my réflection, taunting
me like the cruel barbs of that hell-spawned devil-woman
who was my wife.

“That is all I have to say on the subject of Vampires.”

——Dlacmar BEnabaMsrl,
WaMPIRE HUNTER

One of the reasons knowledze of Vampires and their habits i
hard o come by is thar works discussing them are suppressed

by religious autherities in the Enpire: The only known

complere copy of Frederick van Hel's {also kivowar as Vanhel)
Libir Moreis is kepr in the vaules of the grear temple of Sigmar

i Alrdort, and a scholar would require special dispensation
from the grand theogonist w read o

e Books of Blood, forbidden grimoires of Khaine, describe
the Vampires as godlike beings who stride the centuries,
lerting blood Aow like rivers of wine. However, The Books of
Bload are almost impassible For an hanest schiolar te obtain
copics of, and the fragments of them that do exist are altén
copied from remnants of the victims of Khaine's cultists. Tr
is a2 commaon crial for initares of the Muorder Lord’s cult o
kidnap innocents and cut a passage of the books into cheir
vicrims' Hesh before lerting them escape. The victims spend
the rest of their lives with heresy searred into cheir skin, @n
act which is said ro gready please the God of Murder,
Udric of Whacthad’s Perflons Beases conrained accurare
deseriptions of Vampires, even some supposedly from

Vampires themselves, Unsurprisingly, it was quickly banned.

Similar fares befell Maximillian Sommers’ work Vampires and
Their Ko, Coulich the Stern's Treards Neerde, and |, Gorhard

Melber’s J‘:'Iui}'c'.!'rﬁjr}z!r:r‘]"r'.r.f isf “the Ulnidead.

Less schelarly accounts of Vampires have gripped the popular
imagination, but they are also sources of much concradiction

and misinformation. Felix Jaeper, in My Travels With Gotred,
tells of his encounters with Vampires in Sylvania, but many
derails of the story are hard to believe and impossible o
werify. Jacger is a known agitator, outlaw, and adventurer
whose word counts for licde. To confuse marers, the

srorv was adapred by Wilhelm Konig for the verse deama
Vamperestayer, which contradicrs Jaegers account on several

points and is ser a good owenoy years lager,

The Kislevite poet Viadislay Dvorjersld and Inaperial playwrighe
Dredlef Sierck have both dedicared sequences af poems to their
Vampire loves—the Vampire Tsarina in Dvorjetskis case and
the dubious “hero of the Enpire” Genevieve Dieudonné in
Stercld—and neither is an ideal or unbiased source. The same
can be said of Sierck’s play The T:‘l?{gﬂxf} .?j‘{‘:'.m.-s{f(!"m‘]d A ﬂ.f,f} by
Caenevieve herself, though both purport to be honest accounts,

“There are many types of Veampires, bur we do know
certain things that apply to all of them. They can only

go out at night. They are repelled by holy symbols,
garlic, und onions souked in urine. They maust sleep on
their native soil. They cannor cross running warer, They
cannot enter an abode uninvited. If poppy or miller seeds
are dropped ar their feer, they must pause and count them.
They cannot pass a knotted rope without untying it.”

“All of these things point to Vampires as beings of weakness,
not strength. In our Emg’re, splir by the Reik and its
tributaries, how could o Vampire rrovel withour crossing
running water? Whar threar are they 1o us if we live modest
tiwes, rematning in our homes ar night and decorating

them with the smbols of the Gods? Do we hove anything 1o
Jfear from creatures who can be incopacirared by common
houschold ingredisns’ The Vampires are o threat whose time
has passed. We needn't live in fear of them any longer.”

—Farim Knock, rast of Moag

“Every city of the Old World hides ar least one nest of
Vamtpires. Some hold several. These Vampires who prey
amongst us dif fer from the tomb-haunting horrors I
haue faced, the Strigol with their animalistic fearures and
brute's simplicity. These city-dwellers are smart, and they
know how o walk as mortels do. Many of them do not
fear garlic or running water, they do not sleep on grove
dirt, they are merely weakened by sunlight, and some

say not all of them fear cur BMessed icons. They have all
the charm and beaury of our worthiest lords, bur behind
thar hides the same bloodlust end evil more evident in the
forms af their Strigoi cousins. We cannor afford to relox
our wigilance in the face of this horrifving threar”

—Aprrseiy MusLies, Wiren HuwTes,




byl 3 Eex il ; N
|=] Ihe superstitious peasants of Breronnia know only fear ar
S the mention of Vampires. They have adopted some of the OI-HER IM
practices of Sylvania, sometinyes burying their dead face In Araby. knowledyr of necromency is not supprossed. and wo
down so they do not rise again, placing doves of gardic in they do not suffer from the ignorance that allows Vampire
the cars of the dead and dricd cows’ feet in their mouths. to gain footholds amongst them as in the Empire. Only the
{ Bretonnia was the bome of the infamous Blood Deagon Blood Dragons have a presence there, and that is in the westemn
called the Red Duke. who was the scourge of Aquitaine, and  desere. The people of Norsca and Albion are forranate not 1o
rumours persist that others of his dread kind dwell in isolared w6 had much experience of Vampires, perhaps because their
hamlets and forests. These Vampire knights are considered 10 jversion to sunning water kecps many Vampires from travelling
be worthy apponents by questing kaights, who sce them as by sea. Iv cannor be long, however, a8 even Luseria s leared
chivalrous, tortured souls. The glamour of the knightly ideal tev feae ehe Mamplre Luther Farkon and his Undead pirares
blinds them 1o the truch of the marter—rhe Red Duke was whe control the region known as che Vampire Coast.
e —— e e - — - e e e -
|
X “It may be three hundred years since we fought the War of Blood, bur in Estalia, we hove long memories. The Vampire :
¢ Nourgul razed all of the land betwern the Irrana Mounteins and the Southern Sea before he could be defeated It was
only with the aid of Messed Myrmidin that he wos. We would never dlemp the Vampires to our bosom as you do in !
Sylvanio. That land is ¢ Might on your Empire thar should be burned our end staked ™ |
—CarsTosar Mennez, ESTALIAR DESTRO .
“They must have short memories, these poets who write of the ‘noble’ Vampires. Do they not remember how many died? |
' & I The dead are neither noble nor beausiful. I have been to Mousillon; [ tell you this for a fact.” |
" 3 —(GERVaSE, BRETONNIAN RAPSCALLION
\ “Only men, with their short lives and sharter vision, could have imagined such a loathsome use for magic.” .
d X —Irimwen, ELf ENCHANTRESS |
, “] got moching to fear from Q ueen Vampire Bizch and her daughters. My blood’s half Bugman's, and there’s few |
Manlings alize or Undead who can stand a drop es potent es that. P'll march in and take that place tonight, piece o” pish. I
L Put some sousages on, I'll be back for breakfas.” |
v —Dweass Frnscrsson, Dwass TRoLL SLAYER {peceasn) |
“Blood is for the Blood God. Nos for drinking™ [
. —Hermann HackarT, roLiowen oF KHORNE ‘
ﬁ M“—_--——-—-...:_;.__.Fn:—_uu-uh—u-w-q.-...—w— ----- i = S YR o Tk L P L LT B YT R P -5 1 s e el b i £ s = fEFEE -

FroM Beyonp Our LaNDs

The influcnce and history of the Vampires is hardly resoricred
to the Empire, or indeed the Old Word. Nor are Humans
the only race sct upon by the masters of the nighe, All gwer the
wotld, the singaine thimst of the Vampires has wreaked havoc,

EsTaLia AND TILEA

In the south, Esalia still bears the scars of its own Vampire war.
and the people there have an unforgiving view of the Undead.
On the other hand, the Tilean atv-stases appear 1o have been
free of large-scale Vampire activity, though some Strigoi nests
are o be found m the country: Perbaps this i because of the
warding influcnce of the cult of Morr, who arc sirong in Tilea
and hold their grear convocartions in the Tikan city of Luccini.
Perhaps, more sindatedy, the Byzintine politics of Tilea make it
caty for Vampites « remain hidden and work their influence
From the shadows: the city of Mirgliano in particular i
tumoured to lea haven lor Vampires.

BRETONNIA

a barbarows killer 25 are most of his kind. The courtdy ideals
of Bretonnian nobles make dvem easy prey for the Lihmians,
who have secretly infilirated Bretonnian society 3= casily and
ax thoroughly as they have thar of the Emypire.

KisLev

Mot of the Vampires who dwell in Kislev we of the monstrons
kind, beases barely betrer than ruthlessly hunted anials. Ir

is believed that regular consumprion of Chesnochiy, garlic
vollcr, will keep them at bay. The Kislevires” lick of familiaricy
with Vampires in their other, mon seductive, guise is what
allowed the Taaring Kartarin o keep her rulership of the counery
even affter she botame a Vampire. The Kislevires horee 2 long
mradinion of magic-wickling ice witches holding positions of
power. 503 pake and beauriful woman with magical abilities
hedding the chrone was not without precedent. Her reign was
cut shortwhen the country’s boyars realised having an immoral
ruling them meant nobody else would ever rise to the top, and
they would be reduced to squabbling amongst themselves for
greater shares of power, An alliance lead by Tsarevich Pavel finally
deale with Kattarin, Her frozen corpse is still on display in the
Frose Pakace as a warning o other Vampires.
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ELvEes

Lhe Elves see Vampires as yet more evidence of the inherent

veakness of Humans, Elves very rarely turn to Dark Magic

o lengthen their lives, since they live so long 1o begin with,
The idea is alien and unnatural wo them, and the Ghost
Seriders count Vampires amongst the monstrous threars they
mercilessly vanquish. Even the Druchii dislike Vampires,
sceing in them evidence of the magical rechniques ormared

m their ancestors by Nagash.

DwaRrFs

Vampires find the blood of Dwarts stale and rasteless and

tend to leave them alone. However, the Dwarfs have a lenpthy

sty in the Book of ( ;ruJF_'\ tor Meterata, whom II'u.'_‘.' call
Queen of Evil™ for taking the mountain fasness of Silver
Finnacle from them in a single night. Many Troll slayers sl
fnd ther heroic desths there, The Pwarfs have also come
the aid of their Human allies agains: the Vampire counts on
wcasion, and ar the Barrle of Hel Fenn they fought valiandy

against the foroes of Mannfred von Camstein

SKAVEN

Sybvania has one of the Old World's greatest concentrations of
Warpstone, which namurally makes it atrmactive 10 the Skaven. All
of their attempts to take it huve been foilad, and even the sicalth

— THE HUNTERS —

any Vampire hunters are survivors of ".'.1mp1!r artacks
They come home to find their loved ones drained of
they were stalks of whear. or they are antacked bur by some
miracke survive. The cxperience scars them forever, and
they leave their old lives behind 1o seck revenpe and provect
others from the same fate. Most of them fil, their bloodless
bodies left 10 rot or animared o scrve their cnemics.
Rather than rush straight ro their deaths, many begin by
collecting bountics offered by the cult of Morr on students
of necromancy. haping 1o “graduate”™ o Vampires once they
have honed their skills

Alchough often loners, Vampire hunters gather topether

our of necessity to share what they know. huddling in quict

meeting places 1o swap stoties and share information on the
weaknesses of their prey. The League of Ogtermark is known
to be the

place to go if you wish 1o seek them out 1o join them or ask

unofficial home of these Vampire hunters. It is the

for their aid. Grim figures in dark clothing, carrying strange
equipment and whispering to each other, can often be seen
in the provinces taverns, They are distrustful of outsiders,
as Witch Hunters have been known 1o harass chem for
“fnowing more than is good for then,” but they will aid
those in need and welcome those with the haunted eyes and

darl demeanour as one of their own,

Chapter I: The Prey

blood. or they watch their comrades cur down in bartle as if

tearns Clan Eshin occasionally sends to harvest Warpstone are

afraid o enrer the forests, The Skaven’s masterwork, the Grear

Plague of 1111, was foiled not only by Mandred Skavenslayer,
bur by an arey of plague viciims wheo rose from their graves in
Sylvaniz and cansed grear casualties 1o the Skaven.

CHAOs

The worshippers of Chaos have a strange position on
Vampires: Followers of the Blood God 'see them as
blasphemers who steal the blood thar is dghrfully Khome's.
Vampires’ immunity to disease makes them distasteful o
worshippers of Nungle. Trernich’s followers see them as

beings of swsis, enchanged by the yoars or mutation and
abhorrent in their God's eyes—howover many of them he
happens 1o have ar thar moment. Although some Vampires
live lives of pleasune enough to make a Shianeshi sweoon. they
are reststant ©o all things new and prefer to live in idealised
pasts rathey than embracing new sensations, arousing the
cultists’ contempt

Vampires gain no benefie from warching their herd vanish
ursder 3 sea of Chaos, and the unholy symbols of Dark Gods
pain them as much as any such holy symbols. They have
sided with humanity, often searetly. in the war against Chaos
Serange 3s it may scem from the point of view of Humans,
who see only monsters on both sides, the forces of Chaos and
Vampires are naturslly opposed.




Foster Braybrook

Foster is such a Vampire hunter, a Hallling heldwarden
whaose valianr service in protecting his homeland From rhe
Undeacl of Sylvania resulted in a reraliatory attack on his
family by agents of the Von Carsteins. Braybrook is cold
and methodical in his rrearment of the Undead; the death
of his family made him unable o feel pity—or much ol

anything else.

Sabina Hochstemrer

Sahins was an ordinary tomb robber until her panner had
hiz vhroar rom oot in 2 Bosder Princes tomb that wasn’t as
uninhabited as it looked. The experience changed her, and
although she is a fearicss Vampire killer, her greatess enemy is
}'.rr LN Lir!‘li]:[JT'il'lg Lil.;:.p;ij, 'nhhll.'h RN Ll:n."P |‘|i" '.|'||.|T {1 |'.a."
room for weeks 21 a tme.

FELLOWSHIP OF THE SHROUD

Tilea, where the cuh

Morr is strong. is the home of

the Vampire hunters who call themselves the Fellowship

of the Shroud. The companions of the Fellowship have
chaprerhouses in other nations; as well, and in the Empire,
they are based in Essen and Siegfriedhof. The Imperial
chaprer of this unofhicial branch of the cult, who operae
withour the sanction of Morr's priests, call themselves the
High and Chivalric Order of Deserved Rest, though they arc
known o most as the Raven Knights for the symbols they
decorate their armour with. They are dedicared 1o destroying

all Undead wherever they find them. but many are dedicated

specifically to the descructdon of Vampires, They welcome any
devour foe of the Undead o their order, whether soldier or

academic.

The Fellowship has a definire advanage over independent
Vampire bunicrs in that they possess accurare informarion on
their encmics and their weaknesses. There are many scholars
in the Fellowship who, although non-combarants, dedicaze
their lives 10 unearthing information about the Undead, sach
may be found and how best 1o defear dhem.

They also have alchemists, herbalisss, and engineers who

as where they

are committed o finding new wavs of barding the Undead

However, they are hindered by cule politics with membos of

the Oveder of the Shroud who consider them 2 waste of time

at hest and heretics at worst—some amongst the Fellowship
suppest adopiing the heathen practice of aoomanion
prevent cofpses from risng. There are moves o have them

investigared by the Wizch Hunters, and some within the

hierarchy of Mor's cults are already pretending they don’t

XIS

An Imperial soldier, Leo Schwenldfeld served unril he was

caught in the explosion of a cannon mishre, He had a
religious experience, a vision thar told him he had been
sparcd for 2 reason, to devote himself 1o the service of More,
Leo was never a learned man, so he serves Morr the best Wity
he can: as a soldier. At firss he didn't undersiand why the
Raven Knighrs wanted him to learn to read and write—he
already knew how to wield a halberd, and whar ¢lse did he
need? Now that he's being sent to track down a Vampire, he
wants all the informartion he can ger, even if reading all those
books about their history gives him a headache righe where

his metal plate is.

THE TSAREVICH
PAVEL SOCIETY

Isarevich Pavel was the Kislevite noble who sorudk the final

blow zgainst the Vampire Taarina, ending her rule of Kisle.

In more recent times. 3 seoret socicty dedicared ro hic name

hzs been founded within the Empire. Following Pawds lead,
they sock o remove the stain of Vampirism from the noble
tamilies. Their motives are not always true, as they care only

ahout those Vampires who thicaten the purity of noble blood

and their own chances of inheriting, which would drop if

their parents became immaorral

The Tsarcvich Pavel Society predominantdy recruirs male
nobles. They are vaguely aware of the Lahmian Sisterhood’s
infilrrarion of the nobility, but they do not know s cxrent.
Their wealth and prestige gives them advantages over other
WVampire hunters, but the only reason for their continued
existence is thae the Lahmians see them as a potencially
useful weapon 1o be turned against the Von Carsteins when
they inevitably try to take the Empire again, and the Von
Carsreins do not yet know they exist,




“Tzy ore euil, spell-wielding abominations. [t seems dear 1o me Vampires foll within the purview of Witch Hunters.

Sef-made Vampire-hunting lunatics only get in the wgy.”

—ABFLHELM MueLisr, Wircs Huwren

“W3ar do they want with reading all of them books abour Vampires and Undead and other things man bein't 1o know?

Scunds mighry suss if you ask me.”

“Deazh 1o the dead™

—SiRUN GWESDER, PEASANT

—Common VAMIIRE HUNTER BATTLE CRY

“The cult of Morr provides consolation for the grieving, more necessary in these hard times than ever before, as well
us zaluable funerary services. Gallivanting around the countryside hunting monsters seems like a waste of devour

souls ™

= was gerting close when they put an arrow In his backside,

nc of their Human agents, Dirk Kete, shot Heinrich von
L trineton during 3 hunting mip. That's what gave the game
sway, and 2 soon a3 he recovers, he'll get in wouch with the
=z of the Socicry, and they'll deanse this damned Vampiric
=zint from his family tree once and for all.

THE ANDANTI

he Andant are 2 hereditary onder of secrerive Vampire hunters

~o consider themselves chosen by Morr 1o be his holy
warriors. Membership can be passed on throush either sons

r davgheers, and these is only one Andanti per generagion, so
sishough they are all related, they have many names and live
= many nations of the Old World. “The dynasty traces its roots
sack to Estalku where they fought the Undead even befare the
War of Bload. Now, the Andand are scattered, and some are

sorm who do not know their destiny as chosen huneers of the

A member of the Andanii is marked by beine, borm with 2 caul,
s thin membranc covering the bead. Midwives usually remove

—Famsms Kook, mest of Moss

these cauls and press them onto a sheer of paper, as they are
believed to bring good luck, especially 1o sailors. 1 che baby

is hucky, o relative who s also Andand hears of this and akes

2 spectal interest. The relarive becomes a mentor, passing on
knowledge thar i hidden even from the other fmily members.
Each Andanti maintaing 2 small brary of lore thar would be
of much interest vo Winch Huntees. The young Andanti arc
trained in combar rechnigques that exploit the wesknesses of
the Undead, and some are encouraged wo spend time in the
milieary to hone their abilitics fighting mortals betore they take
on the dead.

Kirsten Smumpfnase
Kirmen Stumpinase was siill being rrained in the ways of
Vampires by her unde, Dapmar Benadamski, when things
went disastrously wrong. He rook her 1o the sbandoned Axel
Mansion, famous for its haunted reputation, so she could have
some experience of Ghosts and the lesser Uneead frse-Taned,
When they arrived, it was not Ghoses bor a powerful Vampire
that they found. Dagmar was killed, and Kinsten narrowly
escaped with her life. Now she travels the Old Warld, leaming
the ways of the Undcad and hoping to track down the Vampire
who killed ber uncle.

———— e




“You can always tell Vampires by their
eyes; they hold disdain and dreadful need in
equal measure. Bur carry a mirror as well.”

—KIRsSTEN STUMPFNASE,
VAMPIRE HUNTER

Wur vou don't know can hurt vou. especially if you
hunt Vampire. Ignorance is 2 foc jist as dangerous as
Undead, and when anyone displaving a depth of knowledpe
abour necromancy comes under instant suspicion, recarch s
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19th Fore-Mystery

f-_anffﬁ_g ta Fermgin Jﬂgy was & miistake. cfiurr

I Ieft the University, money has becowe «

considerations 1 Jud firtle choice bur to rake the

d rﬁsdfc,rr _r:,f fad gin 25 ﬂ: nante lone told we ofl 1

needed to kpow abowt this streer. If's infested swith

| rats, cats, dogs, and wvernin ffdrﬁ:ﬂxmn waricty,

_from the swastrels af the Lock and Key [ avern
down 1o Filthy Rothbart the grevedigger. Last
night I dreamed 1 had becowe 1 wonstrons vermin
whilst I slepr.

®> zoth Fore-Mystery

} When_yon caxmst cansider things growing werse, they
find 2 way. I was excaping the cold st the Lock and
Key when the Warch srrived ts read ont the Plague
Orders. I was 5o ttrr_af}':i I camuor rempember h:_.ff_
fff.ﬁ:x;, but for the important part: Yermin oA ey
has beem decoed snclean and is 1o be sealed off
for zhe city's protection, « "Cordon Sanmitaive” We

F‘. _'.

not an sy task. Those who do not have access 1o fochidden
wotks or the rostrictad sections of omplc libraries may have
to make do with incomplete or socond-hand sources, such =
the dubious Vermin Ally Diary.

ey

er’f_g_'tf outside, jacky and sreings in hand, powping |
ax they walled _pﬂ“hrﬁ ened 5 :_u'}ﬂrh: streee, and the |
_gx,:ri: took “p their Jura:;':im.r, ;’rﬁ: walls nrcjffrrg, |
but they are & line that canmot be crossed wnder pain
fﬁxdiﬁ— Back doors and windmvz were nailed shue;
there is to be mo egress that gy either. I am lacked

o with the _glxl.l':r;m:‘ru with o excape.

23rd Fore-Mystery

Our sxly comtact with grecer oA lidorf compes with the
Marsalicy Bills. oA priestess of Shellys and sne f
Marr comie in white and Nack ruwpsa, like chess fieces.
She wonizters to I.’lﬂu’{, and ke pins wp the K, bt
_yax cax see their true purpese as they eye ns for buboes.

As & vpm _r)r-"ﬂ:fr;_ I hewe berm chozen to read the

Rifl dend 2o 2 crowd f!" nzi&ﬂd.rr_f. Froe dead

in Ragnsweg, it reads. Jwe dead in Breicksirasse.

Orher streers had been closed fﬂd.qr e uzrzﬁr J
|
|
|

being breeding &rﬂxuﬂ': Ef‘ﬁa’:.ﬁ that .sfrmf.r the
miaswis that, in tarn, ,rfrui,r f.r'..r&arz.
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£ rrward wes offered by the city for each dead
sig emd car in am allewpl I clean the sireets sf:.hr
= me ord wre thar covers themi. For ;fﬁ day the
et gf barking and yowling wss constant, p{mg:’af
rd rrim vj,-';un': showts #f_l.ﬁ.l g and wrehing ax I"E’

cavmed amath I
rmed anazher _'Ft';lh"i'l_;

2 5’ k Fore-Mjystery

w ek of cazs and ﬁ':lc-: kas wpede she sireer clesmer, but

w.- .L:_:::_r the rery Aooe f:uff th in greater wwwgher e,

b Lok and Kgy wozil Folr crushed its head with £ srein

& e _'_-5rx he humded i 2o Hr.{;f:: did ner wpercer thas
5 wex .-:_:.-1]'1.“l i .{nﬁ:.{ﬁm gy fr:';n'L

ALy Jarder will not last, 59 1 have taken 1o the
'.—_:-::_f-.'.r sustenunce. Where Holx gets his
servender 1 do nat wizh to know. M companions
shere are A rux__ggﬁ' sort but sot g5 bad a3 I.f;r,ﬁ

= ght, Holz Rgeps « bluwsderbuss above the bar to
r--'r thewi in line, but it is jx;tﬁr show, ??"E_Y
s hare camparaderie in these ﬁ';:ri_ ﬂ!rd'y,_r thae I EHUY.

W hen the Fﬂ';,rr,s arrived ;&'ﬂ'rg}' they noticed the cf#.ﬂ‘lf.f
were abgent, thox gh wxwally a fianr.r ﬁm{'j‘}'. The priests
weett inte their howse, then emergd’ .:t,f.l’rmﬁrrrf i
chalked the mark em the doorseay. NG one iy to cnter or
crve that hewxe wntil the sickness hax done its work,
__-iar'-r waz little cheer in Yermin of Ney soday.

26th Fore-Mystery

Everyone is wearing taliswpens fo ward fﬂ'ﬁ;u;r,
"'m recowpwgend tobacce ts ward the ..:farr;[IT.mr
1." u.a"ﬂ:,"rﬂtff ..rlg;’l: Fer s=m s swphe 4 Fipes J'.F:u"ﬁ
‘e ”a&fs{f and cried; sthers swear by quickgilver
clyzrers. Reekbors isx sells IKE MESS ETEWR 0% xkulls,
spparensly & sure- fire h.tr.i I hl_g‘ﬁr :r-llp:mfrr
from Fruan Lrbf_ She gesrsntecs the Ferbs .{;rf

chpess as bay, but I wizh I could leave the alley 1o
buy 2 wpsre !m:f;'f !.l!lﬁ.jmﬁfﬂn the warkers.

__'F.i.: hoxse ff_ﬂflchrr wizs sealed and wparked this

I rRd ﬂ'hg:

28th Fore-Mystery

I have found a new sppoinsment, thoxgh one that 1
doubs would wike fazker prowd. I have joined the
ﬂ#r{'ﬁ.rm'ﬁ.ﬂu& tasked by the fn‘:,::; ro enter the
sealed howses ff_)’?rrv{fn r_l,-ffﬂfj to check whether the

Chapter IT: A Mockery of Life ' i

oy & cserywhere, bald 25 Eexss Ome rem srrags the bar .sf_

inhabitanrs live. 1 ant Ju;':f with .r:.'!rif.l’ixgxﬁum the
sale 5(11.1’::1';-' hfax_g;'u_g: _;,r:,&g da mat.

I swear a closed helmer with my fa#mnﬂ"er in the end
of the beak-like faceguard ro Aeep wwsy wiiaswoe. My
Aur:':r_g__ ix mﬁrﬂ" by the helm, but cach howse ix quict
whether it Fold s ff‘nin&ﬂ'r dead, ;le' disessed zit
alome, waitin Uﬁr the O Adanm te claimg thewg whil sz
sheir fomply huddles in sther rooms, praying. If no one

'/.EH; H.Irﬁ three weeks, the hawze is declored clean.

In the Meers” hawse I msticed :nn{f:.ﬁ:n_gwfrrnhﬂ_
Framlein M eer, :.&t.r_gj sick, kare mo signs 'lf_
plague. She seas pale, feverish, ummarurally thin, her
bresthing was belaboured, and there were spets 3{_
bood shawr Jxrﬁrf censistent with £ wialent fsl_g‘__'.ﬁ. I
recogmise the E;x?r;mﬁrx wy reading of Gaclex.
She has consumplion, nst the f.&grr, g0 I rewmprocd
the mr{frvnr thesr door. Still, it is 4 comsagion,
and it canmar hure 2o keep her locked im the artic.

Fiue dead in Breichstrasse according 10 sthe Bill.

15t A frer-Mystery

Licst yighs, by Imp

erial order, the rules were
reversed, and the sick were allowved owt shilst the sell




stayed in. Jhe gates sere apened, and they walked
.rﬁnn_gfr Yermin oA licy. From my shutters I som the
stnengest sights. Jhe grawnd wag sreathed in wist
ther curled up the legs sf | r-rf;:-ffi_: children ax they
danced in civcles, :m&n!_& rhymes ﬂ.‘jx‘fﬁ: to the
&l’nﬂ,lﬂ_& t¥ risec and rlx:ﬁr; &:&ﬂil& ¥ slder
wictings came behind thew, wontteving and stretching
their f.r_g;, breathing Juﬁ fﬂr challf might air.

?L' tm.qﬁm seemer limgted to Vermunm A ley:

the fﬁrm.{ fj}rrh jﬁ:H all bore the tred itinmal
plagme murks. I 500 one poor soul whe showld Aeve
been deed, hiz conntenance wax go hidesnz. iz head
was heirless, skin Zrey 45 stsme, wouih droen beck
l:f.l'l.f: .":-r_r Mﬂfn :ﬁ: rars rwigted em hix
Jff;rml skall, snd he soalked seizh the aid of s
hunched sasziztant. Hiz eyex shone with the sxnnatural
Ui gan'r oxe sometimes sees in the J:rﬂ'y wrwell a5 they
stare back from the brink of the abyss. One momen: I
s them, the mext they wanished, It wwst have been a

Iﬁr{f.rh J!:d’n;fﬁ_&

2nd oA fier-Mystery

??re Jcﬁ;d’zfrms‘m haus ﬁ.n’fm sick - tobacco
does wot work, after all. Their gymproms are of
comsumption. Strange that two diseares showld
a}—n‘n’ simpiltaneonzly.

I mentioned it 2o the new priest who arriued tod gy.
??r ald sne never geve wie the time ff-.n’g, bt
this_youn _sﬁﬂm, Yecksler ix his mame, seewped

ﬁ:dmd’.ﬂ: mede we show himg the comsumplives,
and them ke covered their homses with warks f
Merr, roen kenging his silver wujr‘ng the
rifters sf ome. It mever ceases to swrprise me how the
winsi rationzl gfi:f&rifuf:ﬁﬂ'r@ fe superstition
iX fimges f Crisis.

Nover I shall heve 1o buy « mrlm:i:rfnu Frex

Kepf soon.
3rd oA frer-Mystery

Strange maises lasr might. It gsounded like 4 Dacwosn
was feaze.

qth After-Mystery

?Zr K')':f} are all dead, Yesterday they were well,
and today they are dead. It wis not the plague or
Conguniption or any dizeaze thar killed thewe, wnless

R

e are witnessing an outbreak of Explosiue Fox.
Blood costs the walls, their bodics are tora ??'r
sewrce Ef‘rﬁr SIraMge woises I heard s skuions. Some
beast iz on the looge, semezhing ufdft _:f_ mered ible
wislence. I showted -_u,;u:"f boscrse at the guards om
ke for side ff'rh wall, bus they would mot listcm.

key have heard cvery rz.r:.ﬂﬁq rhe Jg:,]mn::
sonlz wha !f.uj te be ler ont _lf_}'trqlu d.(.l'fg.. %
neighbours sveid we and give we stramge fooks, 25
_:-f_f awg mgad amd that tew ix rrx:;&h;;.

sth A fter-Mystery

T iox .ffuf. Mechzler noted the carnsge iz the K.uzf
hosse, 2nd ﬁi:ﬁﬂ_f were ra{tffrunf. It is wot
consumiptian er‘ﬁ’.& alangside the f.".tga. It ix
the mr{_gf-rh )"m‘ru'rr. One {1.&- .-'i-uiu_gh dead

i5 here, AWOR g1 x.f,ﬁri’fu_g at ity leizwre. e are
Ir.dfrn‘ like rats. Wechsler says there is no way

20 lifi the Plague Orders until the sickpess has
piassed. Bur he will help ws.

Thore was a weeting in the Lock and Key. Eueyyone
zar gwictly whilst MWechaler apoke. I rxfr:rrd' depial
dr:.d'ﬁ.{r, Bur the lﬂ'ﬂl‘ff‘ sf'}"':rm:'n o Hey ;;Hrfriﬂ.nf
mte wirh their resolue, Eweryone kpows :pmrﬁ:'n_g‘

ix wromg. Franlein Meer's wncle says she raved
about & nnster that wisived her at wight before she

Jell sick. Holx and Rorhbars sae the same stringe
ﬁ_g__lr': ax I f.lﬂﬁ!& the Jﬁg At nf_g!ﬁl‘. Ewerysne

heard the noige ax it killed the Kzf} in ity rage.

Wechsler rxf-".n'mf the banes _lf- > at:ivfru.:' sunlight,
g, hsliness, howthorn, sand gilver. Whifss 1
write, the sthers are sharpening siakes, losks of erim
Aesermnerion om their faces. Wechsler has hand=d
ot Messed warer and Rely implemenzz. Jﬁrﬂ-fd sxr

ﬁxi'.r, and Halz lsaded kiz Handerbnzs with cocry

silver schilling we have. I was wiiszaken 1o call these
people wermyn becanse they lrve ix_filth They aore
brever thot any meble sirting in 2 gless Plageecage

JFz il wfm Foxge o howse wutil Hfmﬂr ke resf
ma{ftﬂ j'ﬁ;r: ffwiuu;r dearh o comge ts s
iruisibly, death hay been Zrvex a:f.&':: :fm shar we
can strike at. When wﬁmf the mpnster we will ix?-.tf:
i, imrfiuz: i, “{ﬁ_ its breinpan with garlic, and
expose thar Efm;j}r: te the light fig.

I .eng it {mi-f ro die. I;drg I moticed 4 fan&p- i mpy
d‘rn?u'r, the &e_gf'um'u'g‘_uf'!ﬁt buboes rhat ;.p:.l"f wgy o vang.
Wten death comes, I only hape it comes quickly.




nore complere studies of Vampires is that of Maximillian Sommers, a member of the Raven Knighrs, wricten for
hat order. Those who are not members will find the work hard to come by bue worthy of the search,
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Uampires ano Tyeir Hin

conpives o) be wnclean crenfures of the night, o abhorrent to the sight of the Gobs o8 they are

‘o ours, yel we must not tuon awo 1 we wigh to baffle them We mudt not avert our goge like

frightened chilbven but ingtead look rlearly ond digpogsionatelyy upon our foeg, fo we moy dee to
e oo Teart of them, that we may kaow how they think omd how fhey act and how they tan be mobe to die

Fo 2 ey can. Yor ofl feic boosts of immortality, the tife of an wndying one can be enbed—hut I
= 72 this too soon. We shall see how to end them shovtly, firgt, we must gee how they began.

T orioing of the Vompiced are shrouded, ut we know they came from the Land of the Dead, the lust
f desert ad hores that Some dcholars cloim to hooe been the cradle of Man. 1t was from the

st Lﬂ.lh of fhe Dead that the Lreat Tercomancer .

. Taoosh came. and in fhose days fhe Vanypiced
~==2d with him. UWhether they wece his creafions

_ o =f-made mongters i unknown. Vonpices do
= ofien addociate witly the necromancers who call
~emselves {logosh’s Disciples tobay, but perhops it
me= nof always hus.

naf land mog robbed of 1ife, fhe Vampives
=ocead fheir foul contagion to the vest of the world.
= e Unmpire must feed on the blood of the
=0, they coudd not drvell in o nation of bones.
The sepm ate hreedd dcattered over the world, oand
—amy came from the oncient world to dwell in the
0 Warld. Tt ig theoriged there are yet other
“mzages in foveion landg, but fhat i8 beyond our
scope. Let foreign denils deal with foveign deab.

That 18 how the vace of Vampives begon. Tow let
2= see how an individual Vampive beging,

b bt g Bl s e L b L e el LB ik s e Ao s s A R i o il

e i L —_ - - —— e s S — -

“There have been dark whispers of Vompire Dwarfs and members of the other races, bur no hard evidence of their
existence has yet been found. Some amongst the Elves would have it that only we become Vampires; proof of the |
~'1.i'1£7'€?1ri_}* Chaotic and debased nature of murtable Mon. Howsver, there are those who say the Dark Ones are o !
degenerate form of Elf, thar there is an entire nation of Chaos-worshipping Dwarfs in lands 1o the east, and even that
the Halflings begrar the Goblins. Ferhaps cach roce has its evil mirrors™
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Tye Dary Hiss

S0 o Unmpice wos once an ordinary Human, ag you ov 1. The precise mechanism by which
8 o mortal is mabe Yampire i§ unkuomn to ug. Every acholar hos o different erplanation, and
& many believe those Killed by Vompires are doomed to join them. A likely feory suggedts the
erchange of blood i pital. Eoer o mouthful may de; perhaps there are brave warriors who have been
doamed bn) heeping an open mouth whild baitling the foe. Then moy call you grim ot dour or many ofher
insulting things, but the cautious Vampire hunter keeps i moufh closed when purduing fhe dead.

This i€ onlyy theory, howener, and there are documented rases suggesting the change i€ not guaranteed

¥ by swallowing blood. One of our brothers who ingested Vompivic blood simply wasted amay and died

t  without riging, whilst ofhers are reputedly devout and strong enough of will to shake off the effects after
o period of illness. The Unbead are canmy, and it may be that they drain their victims before tainting
fhem with Vampice blood s part of the ritual Thus, the victims are alreaby unber fheir Smay when he
unclean blood enters and are not possedsed of enough clean humours to fight back.

After the infection, howeper it orcurs. comes a period of Sweats, dyillg, and sickneds hat may lagt a day
ot o week. Afterwards, the pictim died and arides a8 a Vampire. He i8 not the Same person, however,
and should not be mistaken for such. If one of your comrades should be turned, the only way to Save
his soul i8 to commend it to the Gardens of MWorr with haste.

Even o freshly turmed Vampire i$ possessed of incredible strength, equal to that of the Srongest mortal
e i§ fafter than he was in life. able to avoid attacks whildt barely being seen to move. e feels liitle
pain, shrugging off blows fat would cripple a man. He becomes a Locd of Undeath, able to commanbd
lesger Unbead af will. And he awakens with an indatiable lust for the blood of the living. A Vompire
must feed on o regular bogis, typically once per week. This need not be enough blood to kill, but few
mehy tuened Vampices care to leape theiv victims alive.

{anwﬁ 00 THE ﬂafmcruas

A f oxoice bunters must know épeed when seardhing out the Unbead. especially in the Engire. By
L Al the fime reports of Vampire actinity cead the eacs of the templare of Sigmar it will be iso
BAVENS late for much) good to be bone. Witdh hunters typically lack our subtle means of investigation

and simply round up local§ to put to fhe question until they find the monster or frighten it off with their
chumsyy approaches. Ln hunting the beadts our way, we not only spare victime from becoming food but
algo from becoming fuel for the Wity Hunters' pyres.

Thusly, it i8 not ensugh to Simply wait for our foes to rear their heads. We mus Seek them

out, travelling from fown to town in our feard;. Alfhough Sulvania histerically has the greatedt
concentration, fhere 8 not a province of the Empire that has not known the Vampire's toud. To village
i$ too small for us to ignore.
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effect of the hyprotic effects dome of fhe Unbead
use (o get their way. Those who hove been

lefharoy, and laboured breathing,

oz [n your guestions; it is wise not o frighten those you speak to as you risk either terrifying them inro silence or
wwems them into anger, and the mob is o dengerous thing to awaken. Stir the citizenry into action only as a last resort,
o =uob is never easy to quiet, and if they do not find that which they seck, they may turn en another to slake their

—ATICE FROM A VERENEAN INVESTIGATOR

“Te is no Vampiric society, no aristocracy or blue-blooded ravalty amongst the Undead. V.n,mpwcs crave power, and
st srength and cunning they take it. Frailty is punished by death—final, true death. There is no notural succession
o .-' t “,J:ls left behind. No birthright. No passing of the toreh from generation to generation. Power is taken with

—STEFAN SavILUs, ERESCHAFT

g T g e

= our rapelg, there are certoin clues you may find. Mot obviously, spates of wnerploined deaths and
~serearances, pacticularly in regulor patterns, ut also outhreaks of wnerplained Mlneds that could be
= -_:ﬂ By Vapicic feeding ot the effects of their mentad contral. MWany Vnmpive hunters haunt the

sens of TMorr with an eye out for suspicious deaths, hut those abdmitted to the hespices of Shallya with
—gmoged ailments will aléo do oy te show you 1f our enemies are active in o given area.

= =7 signs point to the pregence of the arisen. begin moking enquiries amonggt the populoce. Uoue best
ey ';: fo digcover their pictimns and pagals. There are mortols jool enough to sffer Meir secvices to

_ i in hope of eifter the shovt=tecut gaing of power fhey con offer—or fhe wnlikely long-=term goin of
g h&ﬂm‘nfb the Dock Higs. ,

=7 pictimg and possals of Vampires bear the

—2r2 of the Vampice's bite, whidy con cange jrom

e wafe oil=giged geors in the coge of fhe fapouced,

= zavagery) difficudt to differentiate from that done
a wolf. Some canny Vnmpires who opecale in

=or sefflements ottenmt to disguige their feeding

= decapitating their victimg aftecvards, but the

~#afioe lack of blood bofhy within the corpge and

o7 e gcene of death) are clues to the obsecoant

Sat o blood brinker hos been inpoloed.

Tlortald who hove interacted with Vampires
are often posgedsed of o olodsy stare, an aftec-

7ed upon vepeatedly, et left alive, moy be
non by this dtare, coupled with paleness,
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Rerent arrioals to fhe area should be surreptifiously spied out. Pay special attention to travelling folk,

" pagabonds, and ofher ouiradt® who may be the miniong of your prey. These citigens whese behaviour
hos been geen to radically change are alse worthy of suspicion. If there are any locals who have taken
to wiusual degrees of Solitude or morbidity, pay thent mudh heed. In these ways will you find them,
either through their mortal intermediarieg if they lurk in the milderneds or through the gosgip of theic
neighbours if they laic wifhin o gettlement.

| {oenTiruing Ynoean

‘r : ?' ampires in general may) be known by fheir lock of ceflections, cold skin, the wearing of large

V hats when in fhe sun. hungry looks (eSpecially directed towards the erpoged nechs of comely
AVERE youths), avoidance of holy symbolg, anbd not touching heir food.

‘Howewer, this only tellé you that you face o Vampire: the key) to defeating a Vampire ig knowing which
- Rinb of Vampire it i§ hat you face.

Some cloim Vampires are arcanged by bloodlines, by familied, but those who have spent their lives
thaging fhese villainous fiends know better. There i$ no fast and certain wasy by whid) one might deduce
the inherent weaknesdes and daracteristics of o Vampice, for they) come in a pariety) of foroms anbd
ghapes, exhibiting unusual powers and being sulbject to a range of weaknesses that transcend fhe normal

W o mm
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=3 Chapter IT: A Mockery of Life Wl
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wo= o e Unmpire unter might combat these implocoble foes. What we can gay are that there are
— o es. common teends that apply to diffecent groups of Vampices.

T ceroular group, in lavge paxct vegpongible for the comanticign of theic kind, are the aristocrats, of
= "¢ Uon Cavgteing are the mest famous. These Voinpies moy be immediately dentified by their regal
s and pale, attractive lookg. Thede Vnmpire nobleg are most commonly encounteced in the land of
Soooma whidy they haoe af parious points in ot land's ignoble higtory claimed to nude. Thougly they

== =eear Human, do not be fooled. Their bloodfice eues, talong, and fongs repeal hemselves when fhe
coe ecomes anoered. 1t may be inproctical to deive epecy Syloanion you meet to anger fo defermine {f
S ze mortol, hut o fpoter ghould not ghy from it if no other means present themselpes.

“== e common type of Vampice i8 the beast, the wretched Undead who bear Tittle redemblance to the

< === on whidy they prey. The Strigot ave the most munerous of this type, and of this breed, they ace

v === Toul, more digtuching thon the ghoulish flesh-eaters that infedt cursed Mougillon. A Strigoi

= Ce seen fov what it i8 by cectain bat-like phygical qualities Such o8 elongated pars, claws longer

we Sose of o Ghoul, and in Some cased vestigial wings. Their typically greater #ige and ferority may

cer ooe them away, buf many ovecconfident hunters of the Lndead de not live long enough fo use that
< =anon once they hove been wilness to o Strinoi’s fierce aftark.

Zrer Vnmpives moy cleape cloger to the Undead nature, move clogely redentbling the corpses fhey are.
Tese Unmmpives seem to hove o predilection for the most deabdly arté of necromancy to construct post acmies
< wffling Undead. Ay hunter can tell you fhat the most dangerous of fhege are the Tecrardig, for

o magery of dork magic i8 feaved throughout the land. They haoe weinkled, corpse-like shin steebhed
== wmaturol ghopes over their ancient bones. Their faces have the features of both rat and bat, with
czment fore fangs, elongated ears, and o high, hairless dome of o shull. The Tecvardhs are most often
‘o o) from civiliSafion, preferving to bwell in towers that mock the forms of mortal wizardd” dwellings.

L= Srefmmin. fhere i€ o breed of Vonpice fhat shares mony of the dyaracteristics of fhe arigocrotic breed,
“ogh iy o means are ey confained by the hocders of that foolish land. They are wartiors, debicated to
werfecing fheiv cvaft and erulting in the power Vompivism offords. Single-minded in feic intengity, hey are
2. arvogant, and thoroughly vicious. The Blood Drogons, as they coll themselves, hove fe appearance of the
ot noble-Dblooded of neen until they reeal fheir frue foces in anger. Tortunately, they are bragen enough to
zar the icons of their orber, prowdly displaying the red Dragon insignia on their aomour and wenpons.

T last of the common breeds i8 for move geccetive than the vegt. fenerally oll female, and
+ —roricatingly beautiful, they were taken to the vanks of the Unbead in fhe prime of nouth. With this
. =adterioug kind of Vampire, move subfle means must be uged to erpose them, such a8 the strateic
seploymnient of mivrors and holy $ymbolg. 1t i8 pery impovtant o hunter should not be erposed whilst
. atempting to determuine the true nature of eccentric young noblewemen in this woy, a8 their apparently
_ Fragile forms bigguise increbible speed and strength the equal of a man's. There i8 no point discovering
.2 Yampice if one doeg not live to degtroy it.




) any are the powers and albilities of fe dammed, anbd fhe true hunter does well o familiarise
himself wifh them. A8 1 have Said, though their phusical forms may not show it. even the

) weaked! Vampires are posgessed of strengflh and speed comparable to that of fie be® a moctal
can aftain, and olber Vampives far i ercess of it. A8 Vompires grow more ancient, fheir powers
incrense, showing none of the signé of age. 1 have seen Vampires easily 1ift a full-grown man and hurl
: him acvosg o room, leap from o bigh rooftop to the ground without injury, and attain a &anding position
from lying prone by simply filting themseloes upwards in an uncanmy digplay of bodily control.

E ~ The teeth ond fingevs of fe arigen are of sharp og daggers when arouged, though some ave able to ide
them a8 o beast hides its claws, sheathing them to pagg undetected amongst it prey.

A Varpire's cold flegh i8 o8 resistant to harm o8 an armoured man's. Blows bounce off their &kin, and
mote golid blows cause little damage. Even if you should weund a Vamypire, fhey heal far more quickly
than an ocdinary mortal and have even been reported to re-grow logt limbs over tine.

The senses of Unmpires are also enhanced. They are not troubled by darkness and daim fhe ability to
see o mon '8 very) blood flowing beneafh his skin. They can hear ofl but the Softedt footfalls and smell
the faintest scent. Approaring o Vampire unbetected i€ almogt imposidle.

{n abbdition to this. Vampires are spoiled with o wide pariety of magical powers. o single Vampire
possesses all of fhese, however, s some are more common and some are only used by certain
inbipibuals. Pechops only some amongst them have divined the full extent of their own copabilities, or
perhaps these abilities are inherited o a child may take it$ parents’ aptitubes.

Various base animalg’ forms can be token by Vampires, commonly thode of bats, wolves, ov rats.
The animals thosen are not normal eramples of theiv Rind, though, being stronger and more fearsome
than the conunon pecmin. Eoen in thede lesder shapes, Vampives are dangerous foed. Some can

algo take the form of a red mist. able to travel through the gmallegt (racks in doors or winbows,
imperoious fo harm. Tn this foom, weapons faghioned by munbdane meand are worthless, having no
effect against these fiends.

Some Vanpires have the ability to compel mortals to do fheic bibding, dominating them with little more
than a look. Vampices whe con use fis ability may Surcound fhemeelves wifh bequiled slaved willing to
fight for them: agains fhese pest Souls nour vefolne must be firm. If you should Say geur hand, your
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“Ptra (Sun god’) was angered by this, and as he looked down upon the vile city from his charior, he did curse them unto
the last generarion, that they and their (unknown hieroglyph) would be forever (Damned? Cursed? Undear) in those
hours whilst the sky was his.”

—TRANSLATED FROM A FRAGMENT OF TEXT FOUND IN THE Laxp of THE DEAD
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e —o ot e returmed. They will not onlyy shield
- masters with their oon bodieg dut fall on you
== fury if gou but give them opportumity.
Lo e= attempt to uge thig ability on hoge they do
o =5 holding you with their gage long enough
~oan yowe Tor thig cengon, the Vompice
= =zoet looks hig opponents in the eye, ov even
hese v suspects.

s =0 o5 comonanbding mortalg, cectain Vampives

o ool animol8 and sucround themseles with

=== of baté anb pocks of wolves ta do their
=% xding. Eoen the weafher moy bend fo theic

== and Vnmmires haoe been known to hold
=% ad gorm$ of fheir beck and call.

T of fhem algo master the dack ot of
===y and will howe oll fhe powers of o
wel necromaneer, including fhe abilify fo swamon
e ;i\zﬁb Even 1!1ué'£ﬂ af do not mﬂl often surrmmtr

= _::‘?,mnt.

Tye Yamprre's Lurses

om e conte to the cour of things. How may sudy Tearsome foes be defeated? Ln this

prideapour, e ave blessed, for the fiodg o hate our winatural enemies that they curde them

with paried and dehilitating weaknesses we must erploit to fhe fullest of our abilities if we
== to imprope our chances when battling them. Those Vompive huntecs who operate alone and with
=19 o head full of Superstitions nongense to guide them racely achieve more than filling the veing of
“gir firgét opponent.

Homever, 08 the Vampives' strenaths differ according to their age, lineage, and the whim of the Lods,
2o too bo their weaknesdes. That which works on one Vampive will not be guarantesd to defeat them
21l The true hunter i8 o magter of o myriad of techniques that he may always huve weapons to fall
ack on ghould hig first fortie fail

Ficatly, let ug deal with superstifions youn moyy knor, for there i8 wet toufh to be fownd in some of thene Lectain
plants repel Vorpices, fough millet and poppy geeds ore worthless, ond goulic i€ carelyy o8 effective of folklore
ould have it. Gaclic con be uged to repel Vompices, but Groperost i8 more ugeful in warding Vangpives
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ey b from a dpecific place or victim. Ofher hechs have o greater effect. Doemonsroot md Wiidybane both prove to be
Religious objects and icons have a for greater effect on modt Vanices, not only driving fhem bock but
burning theiv unholy kin upon contact. Simply making hand gestures ag the sign of the Hammer, or
Ny, (f  roising the first and lost finger to form the Wolf's Yeab. will not work af o physical, blessed icon ot
O (I8 sacred mater, sud) as fhe Tears of Shallya or water from a Sigmarite temple’s well, mill. Holy ground
‘ &  olso weakens your enemies if you can forre them to tread upon it, but it i§ rarely practical to lead o
Vampire to o temple before dispatching it.
Sunlight weakens fiese Lndeab. but it will ufually take prolonged erposure to kil Mlodt Vampires can
§  furvive in broab daylight for short peciods of time, even moe if fiiey are aged. {f the skies are covered by
|® - bark clouds, then Vnmpires may feavel freely, and the Von Cavsteing are known to swmunon sud storms
2 to cover fheir aboances when fhey oo to war. A magister of the Celestinl College would be ugeful if you
eacounter &udh  dituation. o8 ey have some degree of contral over fhe clouds and ofher heavenls) bodies.
Some Vompires nust spend the daylight hours resting on Soil of fheir nafive lands. “Thig weakness can
be erploited by o hunter who findé a Vampice's lir, but it i o weaknesd you will find i8 shared by few
of your opponents. Likewige. the prohibition againgt entering an abode of the living without invitation
affects few Vampices; alfhoughy. notably, dome suffe from fhis potentially debilitafing weakness.
Homever, a8 wih the hechal wards, all it requires i§ a mortal ally to invite such o Vampire to cross a
building's thresheld for it to wreak havoc upon the inhabitants.

Yuntecs congider the restriction againgt Vammires being immersed in running water to be no more fhan 1
o superstition, but in fiji$ intance, they are wrong. {roéging water by boat or bridge does not bother
Vampires, but mogt Unbead may be destroyed by complete inmersion in nunning water. A8 i8 usual,
there are Some exceptions to fhe cule, 08 Cofher Schmirgeln discovered when he broke the ice of the frojen
Urshoy river a8 Lount pon Sangeter crossed i, only to hare the Vampire walk ouf dripping wef and
dismember Scymirgeln for baring to dampen fhe Vampire's evening wear. Hnow your enem).

These curses that affect only a few of thetr kind are only to be celied on after ertensive researdh into the
particular Vampice you are hunting. Older Vampires you may face will have been fouoht, and sometimes
defeated, by feveral of your predecesdors. Their notes will prove invaluable, should you find fHhem.

THE STLVER 200 THE HAWTHoRT
V@R dinary meapons huct Vampices if wielded with considerasle foree, but sudh mounds are
ﬂflmtriﬁing. Bledded meapens or fhede mabe of silver have for more effect. The templarg
==l 0f Sigmar use siloer hullets bleaged by priesté for fhis reagon. Some claim stakes mabe of
hawthorn can teangfir o Vampire if plunged theough it8 heart. A8 with amy creature, having a stake
driven fhrough fire middle i8 generally lethal. In fome cofes, Vampires are affected a bit diffecently. The
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<=2 moy not Kill then; insteab, it holdg them still. Should the stake be ertracted at some later time, the
_oopire 18 vestored and no doubt thicsty.

)

4
are the common weapons we uge, bul sometimes move erotic tools are required in the hunt, 1 *
ntioned, firaperoot hog an effect on Vompires, af do ité relatived Daemongroot, Bloodrot, and
_chbane. These herhs avow in well-ghobed, bamp ploces, prefercing Swamps and the ricy soil of /1
—avenards. Wearing gorlands of Graperoot and siringing it around windows, boorways, and fiveploces
~events fhe abpance of gome Vammpives, egpeciallyy the younoest of them who may il ubgcribe fo
= erstition epen if it would hove little actual effect on them if truly tested. 1t can alse be mabe into
= ~oidon capable of offecting Vanmpices where no other poigon will. Tor giving peagants a sense of
serurity, such hevhs are voluable, but a huntec ghould not vely on sudh thingg. 1t i€ o Simple matter
“= the mintons of your eremy to remone sudh vegtraints, assuming the Vonmpive does nof possess will
emough to bypogg them itgelf.

i
|_1j i

}

2nofher use for Graveroot ig the concortion known o Wound'd Warning. This mirtuce of herbs and
sombered &iloer must be ruhbed info an open wound large enough to leape o dcar. The scar, once healed
St will theceafter throb in warning upen the approach of Vampiveg. Care must be taken with Wound's
Warning 08 Witdh Hunters have been knonm fo pergecute those with ummisnal geacs, which ave Seen g
soidence of cult membership ot the removal of mutations.

Crie weapon of questionable palue that 1§ ought out by huntecs of led8 erperience i the mechanical

- aake-thrower. Although the ability to loundy o &ake over o bistance 18 wnderiably useful, the

- mechanigim wag not perfected by it8 tmentor, o Vampire hunter named Mikhail Reingelt, before hig
suspicious disoppenrance (fhat disappearance ig boubly suspicious if we consider that he was ceputedly
vorking on an invention to project Sunlight from o bor af the time, another invention that would have

+ proved ugeful againgt the Undeab).

The application of venom from an Acaby tomb scarab to o gliver of bone harvested from one of fhe
Unbead, whidy i$ then hung from o length of &ring, creates o pendulwn that will Swing in the divection of
nearhy Varapires. This bevice i¢ even more dangerous than fhe stake-thrower, 08 dcarad penom nepec
loges it8 potency ond mawy prove fatol to the user of sudh o perdulum

¢ Some hunters belieoe intoning fhe last ights of Wlore over o Vampive i8 another sure means for

- Degtroing these unmholesome creatures, There are accounts of those who have tried wifh pariable

! suceeds, but by and large, Vampives geem to langh off such atterapts and cip the thronts Trom thede

3 pious foolg. Should you attempt it, be guce the Vampice i8 in hand lest gou join the countless others whe
howe allen in purduit of o Vompire's final death.

Decapitation and cremation remain our most relioble weapons, however; although, some Vampives claim
to be able to return from epen these deaths. Such booste are nongenge. Tone moy refurn from More's
pmbrace once Delivered to i by a true and holy wielder of e faith.
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“History is the chronicle of the follies
of mankind and the trivmphs of
Vampires. The apparent failures of
immortals are, seen over the true course
of time, the merest of setbacks.”

—COUNT VON SANGSTER.

e dark hisvory of the Vampires begins in ancient

Nehckhara, the land of the grear river, 1,650 years
before Sizmar founded his Empire. The people of that land
had unized under King Lahmizzar 1o drive ous dhe Great
Necromancer, Nagash. After 100 vears of war. Nagash was
defeared. thoush not for the last ime, and his works were
ordered w© be destroyed. However, Nagash had been cunning
and had planned for an evenality such as chis.

When Magash was both high pricst of the Mortuary Culy,
dedicated 1o secking the seerer of erernal life, and self-
declared King of Khemii, he tuened the prieses of the
awakening away fram their holy work and-cowards his dirleer
stuies. Some amaongst the priesthood reststed Nagash's
perversion of their work and were driven ouwt or murdered For
their lovalty to the old ways. Ar the same rime, Nagash had
the forcsight to send severul of the pricsts who were loval 1o
him out into the warld as his spics; believing them o abo be
the Accussed One’s outcasts, the people of Nehekhara ook

these traitors to their bosom,

WsorRAN THE WICKED

Oine amonest these eraitors was Wsoran, who rose to the
musted position of high pricst of the diry LJ
Lahmia, the jewel on the edge of the Cryszal

Sea. Wioran used his position o poison rhn:

mind of the voung Princess Neferatem, destined

10 become Queen of Lahmia. Neferarem was a
wilful girl fascinated by magic and deach who was
frustrated Ly the Moruary Cults unwillingness wo
pass on their teachings w women, Secretly, Wsoran

nugtured her thirst for this forbidden knowledse. coaching her
i the magical knowledpe he learmed ar Naoadhis ade. After
Magadhs fall. she was only 1o willing ro sxve several forbidden
scrolls from the pyres.

After her father rook Nagash's position as King of Khemni,
Neterarem began ber rule of Lahmia, and behind the locked
doors of the palace. she studied the scrolls and began o
emulare thesimpler necromantic magic All the while,
W soran was testing the waters of Lalimias Morruary
Cult, learning which priests were sympartheric to his ends
and which would have 1o be deale wich. Those who could
not be owisted o the reachings of Nagash, he swarned of
leferaren’s dark praceives, a caloulated act of betrayal char
the qricen would not learn of for many yvears. So it was that
the priesthood fractured. some loval o their queen and athers
scr apainst her. This culminated in an arack on the palice,
a rebellion that was only thwarted when Neferarem herself
u:mu:tg_ﬂ]. surmounded by 3 cuq_hling mimbas of dark energy,
and unlcashed the full fury of her burpconing necromantic
abilities on her foes.

The remazining rcheds were rounded up and exccuted, leaving
only those in the Mortuary Cult whom Weorsn could trusr,
With their zid. ke and Neferatem continosd their stadics,

focussing on one ritual above all others: the creation
of the Elixir of Life thar had granted Nagash
his immaorsality. They evenmually found succes
buat in an unexpecied form. The version of the
Elixir they created gave them immaortaliy, bur it
alse fundamencally changed the nature of thels
beings, They became the fise Yampires.



T == Mortwary Cule of Lahmia cutall ies tes with the
cs7s nf other cities and began a reformation of irs
o=, encouraging female priests 1o join. The emple
r t using stones taken from buildings of Khemri
2 on MNagashs defear, and the chambers of the temple
=2 with gold anc were decorared with stanues and
= vphe relling che story of his rise to power. 1e became
—ole of Blood. The culs of the ather Gods fowund
< ves falling ouof favour, struseling to be heand at
end many of those priests left.

earermy invized her consin Khalida Nefecher, the Warrior-
= oif Lybaras, to join her cule, Khalida rejected her offer,
—icious of the chang-:;s going on in Lahmia and devour
or own worship of Asaph, the Asp Goddess. Worried
2+ Khalida knew her seerer, MNeferatem accused her cousia
reason and attempted 1o assassinare her duringa feast,
o ineo a duel before all the nobles of the Labhmian

courr, Neferarem’s Vampiric strength gave her vicrory, and

Lt Khalida lay dying, the Vampire bir her own tongue
4 kissed her cousin, wansferring her curse, Devour Khalida
oraved 2 she died, and her praver was answered; Asaph

frew the taine out of her blood and r:-plaued it with peison,
zranting Khalida a holy death, It is said that although her
death wan holy, it was not complete, and Khalida lived onas
the erernal guardian of Asaph's remple, Neferatem, thwarted
n her atempe e gAin a4 power Ful alby, case the remaining

=riests of the other Gods our of Labhmia,

Diuring this period of chanpe, MNeferarem had been secretly
feeding on the papulace of her city arousing the suspicion

£ Abhorash, the love-seruck caprain of her guards. Abharash
was horrified to discover his love’s true nature, bur he could
not long resist her commands, He drank of the Elixic of
Life at her bidding, and as his nature changed, so oo did
his protests. Neferatem and Woran spread their curse to
many ar the Lahmizn Court this way, 'l1|clud5|l‘|g Chief ]L:dgn:‘
Maarmeses and the court vizier, Harakhre. 50 began her
Diearhless Courr, the mrueborns who would be masters of the
lesser Vampires they creared,

Abhorash still felt twinges ol his gl:udﬂ:n‘s From life and
created a secof tules for the ruchorm to Tollow, u.'.'ltu.'iih-l}' as
a way of prowering themselves from discovery, They would
only prey on criminals and slaves;, not ordinary citizens, from
then on. Alse, they were forbidden from feuding amongst
kill another. Thus, when
Meferarem’s brother Usharan learned of the Elixir and stole
2 draughe of it for himsclf, she could nor punish him, and
Ushoran, the lowly Lord of Masques, was permitted to join
the [heathless Coure.

themselves, and no rruebom coul

Under its ageless queen, Lehmia became a city known for ity
religious intolerance and the harshness of ivs laws. Agents of
the ether cities began stirting up rebellion, horrified by che

SP[-:_‘ﬂd of the Culr of Blaod and ies veneration anagash,

the Great Heretie, When the insurrection came, it was more
brutally deseroved by Neferatem than the previous rebellion,
carning her the name Nelferaa, meaning ™ Beauriful Deach”

THE FALL oF LAHMIA

Although the rebellion failed. the other cities of Nehekhara
still wished harm 1o come to Lahmia. General Setep of
Khemri, whoss legion had conquered lands as far away as the
south of whar would larer become the Empire, was foremost
amongst this coalition, Amongst his soldiers was a mascerful
tactician called Vashanesh, who was of MNagashs own blood,
Berriying Setep, Vashanesh teavelled ro Lahmia rowarn them
of this planned arcack:

Vashanesh sa impressed Neferaca she gave him the lase of the
LElixir of Life (which none have been able o recreate since)
and made him her husband, King of Lahmia and co-ruler of
its growing population of Vampires: Together they ploced w
keep the ocher cides of Nehekhara disrant from each other,
creating @ netweork of spies thar splic the nation for centuries,
disrupting all atrempts to unify the people against them.

After cenruries ol unconeested rule, ic was King Alcadizaar
the Conqueror who finally managed o mobilise the disparace
armies and bring war ro Lahmia by invoking the names of
the old Gods of Nehelhara, e laid siege to the city ar the
head of an anmy composed of warriors from all of che cities,
as well as the territories he had sdded ro the realm, carved our
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Chapter III: Chronicles of the Undying

ol Araby and the Southlands, Arriving at che city, they were
hoerified o be met noc anly by the milisary of Lahmia but

the dead m=ised from their nest by Wsoran

ng back their fear, Alcadiraars roops broushs bantle 10

the Undcad.

Thouzh outnumbered, the army of Lahmia could be
conrinually replenished. the dead rising as soon a5 they

fell. Their mortal followers prowed less reliable. and traicons
amongst them turned apaine cheir masters and allowed the
Nehekharans to storm the ciry. The chariods of the Jackal
Squadron of Marahk coated the streets wath blood, and

those Vampires who did not llee were Forced to do barele on

the steps of the wemple: Abhorash lead the defence bor a full
week. withstanding the spells of Zandri's high peiests and the
alchemical fire of their war maching. Frnally, the remple was
burnad o the groond, and Abhorash was forced 1o flee with
several of his sonsin-darkness, the List of his compassion for
the living finally burnéd our of him. They travelled Fue and
their slaughter of the Ores of whit later became the Badlands

is atill Samed

The other surviving Vampires, includine Neferars, Wsoran,
Ushoran, Maarmeses, and Harakhre fled to the north wher
they came agross o reborn Magash in the midse of raising an
Undead army of his own

— THE HoUNDs OF NAGASH —

II was no coincidence that the Vimpires came across Nagash,
Thro gh his Fgent, Wsoran, Magash Fed n].ll‘lii’!":‘_i:r;! them
froem che hrst znd lene them his magical aid from 2 disance
during the sicge of Labmia. When Neferats leamed the full
extent of Weorans manipulation. she was furious, even more
20 when Nagash passed her over to offer his distant relarive
Vashanech a posithon a5 leader of his forees, MNagzsh had crafted
a ring that would allow the Vampire who wore it o retum
from the dead cven mone easily than they already could. bea
through that ring, Nagash would conerol all of Vampireland,
Vishanesh accepted the fng, and ar Nagash’s command, the
Vampires led his army to Khemei

Althoush ar firm the ".';mpnrﬂ WeTE CafeT I soTve & MNaganhis

lieutenants m gain revenge on Alcadizasr and regain Lahmia,

it became apparent their survival was irrelevane to Nagash,
He hurled them carclessly agaims the enemyv a5 he would
his mindlesz Urndead roops. and he cared ot for e |:1L:|!..im__-_
inscad, 1o destroy all of Mehekhara
Bound by the power of the ring Vishanesh wore, they were

Lahmia and soughe

unable to disobey Nagash or even his second-in-command,

Arkhan the Black.

Vashanesh hit on an ingenious solution w the problem
Susprecting the control Nagash cxerted relied on 2 living
Vampire wearing the ring, and believing the Grear
Necromancer's asstrance it would return him from the grave,
Vashanesh allowed Alcadizaar to cut him down at the heighe
of 2 bartde. The Vampires were treed from their control, and

oaly Wsotan rmained: the others scamtered 1o the winds
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sarmeses and Haralchre vanished our of history,
nere are rumours of Vampines in far Cathay and the

snds who may be of their lost blaodlines. Ushoran

. - = Sarigos. Meferara ravelled widely; influencing

2 of man from their foundings and inserting her

- int privileged positions amongst them,

== szaved by MNagish's side whilst he cursed and ranced at

- =ness of Vampires. Upon MNagash’s defear, Wsoran ook
© his master’s writings and studisd them wich the aid of

= anct his apprentice, Mellchior, rranscribing his notes

decad Grimoire Necromizns, His mastery of necromancy
profoundly thar he was able to limit the red thims
= 2eowe Vampires o live dangerously close to mankind,

- the effect of this change was ro hideously owist his line's
=1 form. His rewsard for this fear was death ar Mellchior’s

~=nesh evenmually returned as Nagash has promized he
and he spent the next fow centuries testing the limis of
: omz. Even if Nagash had truly died after being abandoned
e Vampires, which seemed unlikely, che ring had allowed
~ten to control them as well. Whe knew how many other

cred servanes Nagash had who would be capable of nurning

campires inite their slaves? Vashanesh set abour mastering
= miagical arts to make the ring his slave; racher than vice
245 £

THE RISE AND FALL
OF THE STRIGOI

milsr many of the Vampires hid from Nagash, fearing
ould control them once more, Usharan discovered a
~Zeling nation who worshipped the Accursed One as a God.
e country of Strigos in the shadow of the World’s Edee
snrains was then ruled by 2 shaman named Kadon who
re an ancicnt ceown thar gave him magical powers, Ushoran
=scoznised thisas the Crown {JrNﬂE;lS]'I, which had been borne
== by his murdersr. Enough of Nagash had been absorbed
the crown thar it possessed a reflection of him thac could
~ezbk through it to the crown’s bearer, though this shadow of
ash was subservient to the will of che bearer. Ushoran saw

= opportuity to assert his dominance over Nagash and be the

———

first of his kind brave enough to form a new Jingdom of the
undying.

Insinuaring himself ar the court of Srigos, Ushoran spreal
his curse o those he saw possessed of a thirst for power

like his vwn, and evenrtually, his coalitien deposed Kadon.
Learning z lesson from the rulership of Lahimia, he enforced a
strice rule of lave, allowing his kind 1o leed oaly on criminals.
Strigos became one of the most crime-free nations of history,

Proard of his achisvement, Ushoran sent MESSCNGETS (0
invite his sister to his conrt thar she might bask in his g]m}-‘.
Nﬂ'fcmtg'll.s Cl:ll][clnpfuﬂllﬁ mpﬂlnﬂ' wEls To s ht::r i'l'ﬁﬂ'lll}nclf
awer the wibes of man to send them to war with Strigos.
Ushoran lead an army against chis enemys who were linde
more chan barbarians and no real threac wo him, Whilst he
was thus disracred, a huge Ore harde swept down From the
mountaing like & green ddal wave, engulfing Striges. Ushoran
rushed back o his [J{!ﬁplctﬁ aid, and ar the ciny of Mourkain,
le did battle with the Ores. Although he manaped o slay
their warlard, an Orc shaman defeared Ushoran, and his
followers, the Suwigod, were forced 1o Hee as the Greenskins
demolished Strigos.

The Strigoi sought refuge with the ether bloodlines bur found
nane. The Viampires had steicely segregared themselves, pardy
for their own safery (reasoning thar in small numbers they
would be less likely to cither courr resistance as they had

in Lahmia or atract che arendons of Magash) and partly

out of unwillingness to compeze for the limited resource of
blood. As cach of the trueborn stamped their own personaliny
on those they chose t join them; this segregation became
exaggerated, until the bloodlines became openly hostile
woweards each other. Vashanesh contempruously killed

several of the Serigol who wrned o him for aid, Abhorash’s
Blood ragons hunted them for sport, WNeferatas Lahmians
continued to rn Humans againse them, and Wsarans
Mecrarchs used them in their necromantic experiments.

In desperation, the Strigod began dwelling on the edees of
civilization, in tombs and in graveyards, Normally, Vampires
will nov feed on the bload of those not recently dead, as it
gives little sustenance and rastes of ash. The Strigoi cared
not and fed on the blood and even the Hesh of those long-
deceased, In doing so they became rwisted, bestial mackerics

of their kind.

— VAMPIRES AND EMPIRES —

F;]i_‘,r hundred years afier the fall ol Strigos, 2 Strigoi named
Vorag Bloodywoth attempted o reclaim their lands.
PMaying on his kind's kinship with the Ghouls, be unired

an army of them thae he led againse the Red Cloud tibe of
-obling. Those he did net kill were enslaved and forced 1o
suild a Foreress, which seill exists somewhers sast of the Plain
of Bones: MNexr, he turned his rag-tag army of carrfion-carers
i the Grey Hag ribe. It was in baccle against them thara
missile launched from a bole dyeower pierced his heare and
ended the reign of Vorag Bloodytooth,

Owver the next two thovsand yvears, many Vimpires gave in

to the ancient urge thar was manifest in Lehmia and Stogos
and atempred o found or take their own domains, Meferara
stole Silver Pinnacle from the Drwarts; Luther Harkon carved
the Mampire Coast out of Lustria; Walach Harkon made

Blood Keep his own; the Red Duke nf&quimine cut a swathe
through Bretonnia before being slain and then rerurned from
the grave and made another atcempt; Nourgul the Necrarch
terrorised Esalia in the War of Blood. Almost unnoticed in the
annals of history, Vashanesh tavelled to the land of Sylvania
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that he had first seen as a soldier in the Legion of Setep, and
calling himself “Prince Viadimin” he aided Vinhel in L'I'.Lﬁing
an Undead host ro defeat the Skaven who threatened the land
in the walee of the Black Dicath. Content with this change he
had wnu;gh: in hisrory, be rrumed o hiding for another 700

WS

When he came back. it was under the name Viad von

Carsoein,

THE BEGINNING OF THE
VaMPIRE COUNTS

Ar this point, Sylvania was suffering under the rule of Oro
von Drak. Voo Drak came from a loag line of dark wizards
ated necramancers wha had buile cheir castles on garhering
poins of the mysrical energy thar pervades Sylvania and had
used thar power in rituals of sacrifce He was a madman
who stack pescnts’ heads on pikes for fun, once arvived

at a feast riding a bear, owned a thousand hars, and was
convinced he was the reincarnation of Sigmar—an least,
whilst he was drunk be was. Bandits and bands of viclous
mercenaries harried the people, and their barons treated
them linle beteer,

Count von Drak had no heirs and hated his yvounger brocher
Leopold, next in line for dhe throne, with a buming passion.
He tried to find a hushand for his davshrer Iabdla from
ourside the province, with little luck. Von Dirak fell ill with
suspracious quickness, and whilse he lav on his deachbed,
Viad wom Carstein arrived at Castle Drakenhof and asked
for Isabella’s hand in marrizse. Leopold, furious ar secing

his chance to inherit vanish ar the last possible moment,
E'Imh:s[mi. Yiad hurled him from the casde’s window:
historians call this che First Defenestration of Drakenhof,

Afrer they managed 1o wake the priest, Yiad von Carstein was
murried 1o |sabells there and then, Mad old Von Dk died

moments aftcrwands,

Afrer Viad installed himself as the new ruler of the provinee,
Bernhoff the Burcher, one of the mercenary caprains

wha lived by raiding villages at the head of 4 company of
munderers and scoundrels, beard of the new count and

zaw a chance for Bome and riches. He rode into town and
demanded the counr pay him mibute. Viad faced him alone
in the wwn square, and in frone of 2 crowd of his people, he
cut Bernhoff che Burcher down and then slaughrored every
one of his followers. Viad's popularite was assured.

Here ar last was a counr who dealr with the bandits, lowered
the taxes ro pracrically nothing. enforeed the laws. and never
drunkenly ordered random executions for his amusemen.
He sometimes exzcured his hellious licgemen, accounting
for the Second dhrough Thirreenth Defencstrations of
Prrakenhof, and he drove away many of the pricses, but ll,
hix ptaph_' lewvest bim,

When Isabella fell sick with a wasting illness, he had his
peoples symparhy, Flowers piled up ar the gates, bur the
doctors could nor cure hee: Viad finally sent the dectors awas
saving he would rrear her himself, Thus far, he had respecied
Isabella’s wishes and refrained from passing his curse o her.
buc he way unable w stand by and warch his true love die.
Even the undying ones claim to feel love, and whar had
started 2¢ 2 marriage of convenicnce had blossomed into a
love stronger owen than he had felt for Neferata. Three nighis
afier Viad gave lsabedla the Blood Kiss. she emerged onto the
bardements 1o her people’s wonder and relief, looking pale
but cured.

The people remained quict as the years passed by and Count
vom Carstein rebuilt the esares, even as the Undcead began
appearing more often on the edges of serdements, quialy
sanding 25 if oo guard—sand ¢ven as unexplained deaths
became more frequent. Those who opposed Von Carstein,
claiming the marriage and his claim o nobility were shams,
died mysteriousty. They were eaten by wolves, died of
fright, or “fell” from high windows (some scholars count
the Fourteenth and Fiftcenth Defencstrations of Drakenhof
amongst these, bur it i3 2 mater of heaced debate). More

boval subjects, who shared the count znd countesses” pallid
skin and preference for a nocrurmal lifosovle, replbiced theme

Owver the two centuries of their rule, the Vampires changed
their identities many rimes to hide the fact they never aged.
bt Flr:1:.-:||.li.ng tor b their own lieirs was a ruse thar could
not work forever, The strange deaths and un-aging nobles
cvennually drew Witch Hunrers to investigate, more of them
than had been soen since Grand Theogonis urgen V1 failed
in his call for a3 Crosade against Sylvania. Noae of them
rerurned from the province.
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44 Magash is reborn again,

 Ei- MNorse raiders h-oum:l for T_;ngma, capture an lmperial m::rc.ham ship, unmm.nglv takmg on bmrd the Vampire
Luthor Harkon's Body: When the ship arrives, the crew have all been enslaved or made Undead. Luthor creares

an empire Jn_\‘uulhm'u Lustria, the Viampire Coast,

The Red Diike, nfﬂhhnr&bh:. ]mr:, Ferrarises Aqu.ira.mc He is defeared sm;b.q_ Batle of Ceren
the kings own lance. ! e

1750 hou:gu( the Necrarch razes all the land berween the Irrana Meunains and the Southern Sea in whar the { V}Y
Estalians call the War of Blood, After a month-long siege of Magrita, he enters the remple of Myrmidia to sieal
he Tome of Wisdom. His ashes are later found beside it.

1932 {hg Red Duke risks again. .md lull,s Eh(:‘ Diuke ufﬂqulta‘ina Heis defeired onoe more :md Hx:es into the Furt::.l'. of S
f. halons: None know if he dwells there srill.,

X0 On (_:ehﬂmmsna:.hl (the night G.FEI:LL Day ﬂFM}Ntery] Vhd won ( ‘arstein raises an army oF lhE d;ead and the
Wars of the Vampire Counts begin. He devastates Ostermark, and his armies rampage between Stirland and the
northern border,

2056 Aswing of deaths amongst the nobles of Nuln is blamed on the Undead. crc.aﬂng a "."is\mplre panic. Ihar. re-.sults
in the beheadings of several innocents. (8 [
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M:-mnfm.l *on (.arm:m arr.:cks the I"_mpurc almost captmn :\h&m in the Wmt-:r Tn and is I'-.m.m;l o

reaneat h:l-l:lr o Sybvania.

2522

lh: brurrn uf(}u.:rs. '\1.1nnfn:d von Ca.rs'tclm army hrralu Jm:li:n:m s hun:l: am:l IJ'!n:l'l Teturms o \Llwmu._ :

Note: [ates are given scrording to the Imperial Calendar. Entries are frequently based an saveliable sowrces, such as the
aceounts of necremancers, heretics, adrenturers, and other underivables, especially those pre-dating the fonnding of the
Empire. They are approcimate and provided as a rougl guide pify,

In 2010, Viad decided it was time o reveal his true namire

1o the world and declare war on the squabbling and divided
rulers of the Empire before they united against him; as had
happened in Nehekhara. His army contained nor only a
legion of the dead resurrected by the magic he had learned
that was strengthened by the magic=l bond e had forged
between the land of Sylvania and his bloodline, bur it also
contained his own loval people. The men of Sylvania marched
alongside the Undead all through the Wars of the Vampire
Counts, Those bartles have been recounced elsewhere and will
not be repeated here

THE RETURN OF THE
VaMPIRE COUNTS

Viad, who was Vishanesh, was killed for the final time by the
srand theoponist st the Sicge of Alidorf. Countess
Emmanudle died a1 the Night Siege of

Castle Tempelhof, Konrad von Carstein

tell at the Battle of Grim Moar and

Mannifred ar the Bactle of Hel Fenn.

And so, the Vampire counts passed

out of history for 2 dme.

Almost four hundred years later,

Mannfred recurned due w the foolish

acdons ofa mortal pecromancer. Quierly,

he began o rebuild his Sylvanis. Rumours
spread of pale nobles taking land back from
the Stitlanders who had becn given ivin the
wake of Hel Fenn. It was not until the Storm
of Chaos char the wruth behind these rumonrs,
the lull extent of Mannfred’s returmn, was
muade known.

Several Chaos warbands splintered
from Vardek Crom after his barede wirh che

L .

Dwarks of Karak Kadrin and enzered the Empire through
Sybvania. The dead rose up against them as ifl the very land
itselfwas angered, and they were driven out. Angered by this
trespass and secing the threar posed 1o those destined o be
his catde in the wider Empire, Mannired went mowar sooner
than he had planned. Ar the villase of Sokh, he mised a force
from those alveady killed in baude and added them to his
existing army. This combined foree struck the decigve blow
that brake Archaon’s harde.

Adter the Lord of the End Times had fled, the viceorious
armics of the Empire and the Vampire faced each ocher
silently. Mannfred’s army had been mised before he was fully
prepared. The Imperial 2rmy, though it suffered losscs, was
united as one, and behind him in Sylvania the remaining
furees of Virdek Crom were threatening to sweep down from
the mountains like a dark ridal wave. Faced wich a grand
cheogonist as forceful as the one who dew Viad, and
mindful of the lesson of Ushoran and the fll
of Srrigos, Mannfred wumed his army and
S rerurned to Sylvania to cement his power
there.

# £ The Vampire couns of old may

bezve been monsters, but there are
those amongst the Sybanians today
who remember them fondly, They were
fearsome ver charismatic rulers, possessed
of greatr strength and obvious ineelligence.
Vhd's love for labdls, who was his
confidante and the only one whe could cool
his remper when it flared, is still the subjecr
of ramantic poems written by wistful youths,
Mannfred’s detear of the forces of Chaos
earnied him the respect of many.
In Sylvania. there are those who
would sladly rerurn to the Von
Carstein rule, despire the cost,
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“My kiss shall bring you eternity..and
the greatest of power.”

—Countess LucrrTia

’ I Voo lite of 2 Vampire begins in blood. Despite common

2stmply being bitten or drained by a Mampire
CFreient to naen anyone inta dchild of blood. The
mation only comes from a shared rirual where both
1rink deeply of cach other: Ivis called the Duark Kiss
Slood Kiss by romancics both mormal and immoral,
nothing sa gentle: T isa predarory acr, chroats rarn

open and blood flowing strong and thick down welcome
chroas. And ver it is well named, for ir isalsoan act of
eXTEeme intimuagy, considerad a gift of great affection by
the giver. In most cases, this i also true of the receiver.
Although they may fear the unknown thar les beyond, very
few are taken unwillingly; and none regret the gift once
received.

— THE Broob Kiss —

F I Vo who are given the Kiss do have rezson to be'attaid,

- the experience s as tecrifving as it is exhilararing,
hunting blood of the Viunpire flows into the veing,

= ot the weak, morcal
r gocs, What i

o the Jife and soul | “Ler ws not be foolish here and talk s if ro children. It o
| is painful, extremely so. The flesh tears, the Mood gushes | desires. Some see this desire
Sorth, the pain is like o blow 1o the head, knocking one
Feels one’s very life is droining away, and
o of it has deseribed | wwith that comes panic and terror. But pain and terror
can be weathered and controlled. And whar in this world l tonger being burdened with
werth heving does not come with a price of pain or

Human during this
semation s unknown,

=y Vampire thit | senseless.

ing different. Soe
o pricsts sugpest that |
meer the Crarden of | S‘Hfffffng?"
bt are turnedihack ]
o because they '
somination o his '!
- Soholars and wivardd. |
“imes ralk of them
= berween the realms,
= forever berween this

and-the next.

—Larw ARIFTIER VON CarsTEN |

“Dho not think of them as the dead, nor a5 one of
the living. These are natural stotes, and the Vampire | philosephising, for it asks a
is nothing notural. For him, such distinctions lose
meaning, and his very existence mocks the black gates

that Morr set becween these two realms.” X

Whatever the reuch, every Vampire awakens with a newly forsed
spirit. They remin the thonghes and memorics of the mortal
they once were, bur within thern now is a dark beast, driving

therm to hunt and prey, to revel

in their every twisted vice,
andl to glory in all their dark

=
a5 a separare forae—the Beast
| Wichin—whilst orhers beliewe
it is simply the benefir of o

the weight ofa soul.

| “The nature-of this change
| i much debared by those
| with & mind for such

fundamental question abour

the manre of man.

| Such questions are no douln

—Mnearros Uncen, AGENT OF THE SHROUD | Jouded by the rarefied




selection of those who jein
the ranks of the Vampires,
Although the method of
deciding who will receive

the gift is individual to cach
Vampire, cach will anly
chioose those whe will bring
great glory to their bloodline,

Such a miormal must be beyond ]

exceprional, 2 person of grear
aspect and incredible will.
They also rypically possess
some dark spark, a certain
shaclow in cheir soul thar their
parene-in-darkness can see,
cotled and waiting. Although
some Vampires are less
pﬂ:{jcul:n than others, there
is no society upon the Cld
World mare fiercely exclusive
than the Vampires. Thus the
creation of a Vampire'is never
done lightly or frivelously,
bue soberdy, reverently.
passionately, and with fear of
reparations should the chofee
be unwise—tor the parent is
very often hamed for the sins

of the child.

These whe are chosein are
inevitably drawn from the
admirers and subjecrs chat
every Vamipire soon enough
attracts. The popularicy of

s a4

“Cerrainly there is much that is unchanged af rer
receiving the Dark Kiss: o mortal sesing an
acquaintance turned will sull know his friend’s monner,
mien, and habizs, still see in him o reflacrion of his drives
and his dreams. And yer those dreams would now be as
if seen through a glass darkly: o shadowed ond rwisred
réflection of those manners and hobits, drives withour
any reign or restriction, and dreams darker than any
mortal could suer dream., Bur is that dorkness something
added, or does it lie within the mortal olready, waiting
only for its desperate release? Are we mortals dreaming
we gre Vamgires, or were we Vampires dreaming we
were mortal?!™

~LoRD ARETARCHLUS, NECRARCH PHILOSOPHER.

“If I ever had such a thing as a soul or an essence, I

did not feel it leave me, nor do I sense irs absence now.
Indeed, if I am withour life, [ do not sense thar either.
And ver my senses are alive and overcome with sensation,
as if for oll my life untl now I had bur slumbered in o
dark cave and only this day emerged into the light of the
world. My gyes are now open and my spirit ar last free.
They call this madness, bur I say it #s the only trurh.”

—DokrTon VEERHARN, ExPERIMENTAL PHYSICIAN LATE OF
THE UnivERSTTy 0F NuL

“You come to me with gifts and promises and expect
me to be mwayed By them? You belisve that I cwe you the
Kiss because of your years of service? You are o greater
fool than even I believed, and never shell you join my
kin. We are guests ar the wlrimare masque, ond your
kind s simply not invired.”

— vEEn NEFERATA

ChaptﬁrI{’: Nature ofthel?.lea.sht. ﬁ%j‘ﬂ

| become childrenof the night

that provide another reastn ¢
the Yampires to be so carch
in thetr selection—if it was
oo cominan a gilt, everyons
winlld chamonr for ic, and e
ranks would soon be filled
with the weak and soupid,

A ey Wampires are so
secluded they cannor be
a5 selective as thelr other

brethren: They may give the

hongur to those Ghouwls o
necrimancers in their recimes
who proved themselves
waorthy enough stevwards,
smudenis; or Hentenanis.
Sorme may granc the gift

to apprentices who show
traby exceptional tmlent and
a sufficiently consuming
ohsession with the feld.
Cddiers are more discerning
and have unusoal and
unique prerequisites in their
selections, For example,

the Blood Dragons search
thie warld for thee grewtest
watriors, whatever their clas
or oging. Any that met the
standards—typically thar of
being able 1o defend agains:
their attacks—are taken und=
consideraton.

the Vampire is strong and far-reaching and why noe? They are
everything mortals aspire w be: physical and menial tivans;
rriasters of Jands, avmies, lore aned sorcery; and, freed Trom the
ravages of time, they only increase in stature with cach passing
year, It is the vast number of adherent morrals who wish o

All Marnpires, however, maineain a singular prejudice agains:
non-Humans. It is perhaps not impossible for a Dk, EIE
or Halfling to be made a Vampize, bur it is unheard of for
one of the blooded to break their invererate snobbery rowand

rhese raoey.

— FIRE IN THE BLoop —

he change is quick. Fora few hours, the newborn

Vampire is weakened and disoriented: but this soon
fades. As it dacs, so comes the exhilaration of new Jife
and the ecstasy of Arst-tasted power. Within moments,
the Mampire realises all his e e

TR [
Human limitations are gone;
instead, he is flled with an

“He hod no weapon drawn nor visible. But I saw him
drow and cut down two men before my blade was

ross an armouted oppoient on their backs as easily ag if
they were 1 new born-habe. Their flesh and skin roughens
as if like leacher, their blood refuses to rale any poison or
dizease, and no w'tlhc:l'in:._{. :r!‘agc or infirmity ever comes

pem upen them, They can-see as
well in the dark as any owl

and a5 faras any hawk. The

unholy power and vitality,
his serength and speed
rushing o supernansreal levels
as the new blood courses
||1r(rug]1 ki,

Their strength exceeds the
strongest marn; they can

f

halfway from its scubbard. Four more of my best fell
before I could reach him, and then he knocked my sword
from my honds {ike I was nowght bue a child. 5o I ran. I
never smig anything moue like that, and I was charged 1o
fight men, nor Daemons.”

—DhoRIEL. ARMANSSITN, MERCENARY SERGEANT

can smell like the hunting
hound and outran the wolf
in the chase: Avwill, their
nails will become oy,
anel their teech grow long
and sharp, their jaw strong
enough to snap the neck of
their prey if need be, They

By
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Jdrimate hunter. a wolf in Human form, and the first

thar incredible new sirengrh s more thrilling than
ar first blood
T ‘:‘nl‘:*:" L‘!H new, Tisl; b-q.llih.':';'llll_ﬂ ar moi
L4 i than simple physical changes, The mind s cleansed

ectedd, Where there was doube, chere s now certainoy;

here was weakness, there is now resolution. And
X

= B } ’ ksl sl
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For the hosx time, the Vampire s trulv the master
soul and knows something of what it means 1o be

ind with this sell-mastery also comes the power o

esser creatures; the Vampire is master of himself and

= SUTVCVS

aften

IO

1T "-;'-_-“'_LE';!';"'. lizse themschees im it and
rizsh of cxcess and glorihcation in their new strength
nrrol. Innocents are slanghrered by the score; dvals
hered, old enemies tortured, raboos are broken
ik heresies committed. This behaviour ofien brings
hom and the silver down far. however, so 2 wise
n-darkness szavs close to his spawn 10 make sure
not lose themscives ennircly Eu:n:p::i-_'_ them near ar
ad. they teach them the ways of their new blood and, mor

reantlv, the ways of their new hloodline.

i thar Vampires must dwell in secrer bur rather thar
ire often beter ways of doing things protocols wo be
ed. and dutics w be amended. To foed too widdy or
ldly is oft conssdered inappropriate. Just as the nohlcs

¢ land have a duty to their serfs, even though their lives

. ® ;_--- Chapter IV: Nature of the t

e

are nothing ro them, the shepherd must tend the Hock even
theowy w feeds upon them. Vampires have a duty o warch
over the laser areaturnes that surround them—hraly, w
proicct them so they may provide a steady flow of sustenance
but more importantly to give their Aock something far gresier
thin each other to admire, hlllucl'tl':lig_r, to cauge them 1o know
terrorn, awe, and majesty. Men need kings, they say, burt kings

need Vampines

Secrocy, seclusion, and subdety are uschul, oo, The woll

hunts best iIn mooalight, when his prey cannot see him

coming. Thar said, wholesale camage or ather large
indulgences are not parcicularly taboo and are accepred

as rypical behaviour of the young-blooded. The only
requirement is that it be done with the proper care and
atiiude, as dercrmined by their new blood fine and master
Eack Vampire has his own traditions and will school his got

o follow rhem

Juse as Vampires are extremely careful in the selection of
new blood-kin. so too arc they carcful 1o immerse their
chosen in the waditions and belicts of their bloodline from
the cutser—sometimes cven before the Blood Kiss is given
Many Vampires take those they consider ve be porential
brethren as apprentices, assistants. courtiers, or companions
for many years before they bestowe the Kiss, a5 well as

afrer. This gives them time 1o ensure the quality of cheir
chosen’s character and instruct them in how o act. Thart
this arrangement also provides a stcady supply of blood is a

r:_.}-;:;- sidc effect
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in strength and speed—he mind of the predacor. Boc
only do Vampires have the senses of 2 hunting beass, they

can also-hear, smell, and see blood, wherever it hides: Tna
ercwcled room, a Vampire can hear every hearchear, Feel the
blood pouring through thick jugular veing, and smell cven

the tiniescwound as i i were the aroma of 3 blazing roast o
And with the predators desire also come the predacors skills.
The Vampire is nammally adeps ar moving silentdy and staying
irrvisible. Withour cven thinking about it, he is a nitaral
tracker, an instncrual hunter, and a perféct combarane, ‘The
wolf needs no instriction to know when o spring and
where to drive his fangs de¢p and neither does the Vam pire.
He kills by instinet; without any thought or hesitation and
he adores every mimute of it

The price of course is thar there remaing a need 1o be a
predarot, to feed on the blond of Humans. Thisis the only
need o Vimpireever has;s from the day he receives the Kiss,
he no longer needs sleep, [ood, drink. warmeh, nor even che
air, though Vampires can (and many do) stll ale pleasure
in these things. The Red Thirse, however, is not like any
muartal hunger, [t is a constant awarencss of need, a tide

of desire char rises and falls but is always present, keeping
the predator's instiner never far from rhe mind. Even afrer
drjnking to the fill, the thirse never fully depares, and afrer
long perinds withour feeding, it becomes an undenzable
rarment far beyond any morial addicton o mandrake. or

Fall imger 2 {l't‘['II:r' n“{f”ii]g and ilux‘nuﬂng, and no Fca::[ing_
From then on, however — —

voluminaous, will cver calm
them: Orchers fall oo a i
weakness or malazse thar can | Restraint is for mortals
never be lifred. Alchoush i
seane Vampires continue to. |
seel ways voavoid this need |
tor feedd, most learn early and
well thar the thirst cannot

diszilled formula of War
and should nor be dended.

sustenance in the mogi

atler narcotics. Most who try 1o resist the thirse go mad and

“Let there ever be wine, and blood, and slaughter! '

“Whar is ir, in this Hood, thar so dominates my body,
mind, and soul? Does the Chaos taint upon the Human
race make their blood flow with magic, like some

onef I know none who take
oid Halflings, and there

~— THE RED THIRST —

Aﬂnrhn‘r. equally orsiasic addition accompanics the increase

great founder of the Blood Diragoens, fnally sated his thir
lvrever by drinking the blood afa grear Dragon.

Cenruries of age dull the need also. Experiments and
explorations continue—nat because there'is any value

i the lives of the cactle they need o ingest but beciuse
being bound forever o conseane and regular dependence
on mortals grates upon those who know no orher need.
Feeding rakes timme away from laboratories, campaigns, anc
ather higher pursuics:

The Hluman flavour is unigue (o cach person and even
depends on their recent sctivities: A drunlds blood will be
mildly aleoholic to-a Vampire; disease can pollute both the
tasteand the ¢ffecr morning bload is lighter and sweerer
than thar taken at night, Drinking is always enjoyable,
however, evien for the most abstinent uF‘-.-‘amPth, satishyime
at onee borh cheir grear physical urge and their eevnible
meneal need to prey, devour, and dominace. Plus, even whes
diawn from the lowest of Humans, it tstes good.

Vampires need nor diink every nighr, Newly made Vampis
often da, and rare are these who can go more than a few
weekswithout needing another taste: Those Vampires wh
have hved a fow centuries may only need ro feed a few oo
a vear; and the oldese perhaps only a few times 4 century.
Such rimes refer only 1o when the lack of feeding causes
physical weakness—many feel the desive to feed long befos
this, anel it ehbs and Aows like any morcal predilection. Yo
even when blood is necessary to prevent weakness, the neec
still does nor counrermand reason—the likelihood of o

- themsebves in freney or othe
| depredations only arises
after 2 much longer dendal
There arcways to reduce
the need: the Serizoi have
found long periods of sleep
I in their tombs stave off the
thirst, Onthers simply beas

—IsaRErLLA vior CARSTED

the comsequences of lapses

feasting—the dried-our fle

There are exceprions; there
are always cxceprions in
creatites that remain so
I'.']ﬂ.‘il: Fovad Face s prUIt:‘

to varbation and Chios as
humianicy The Necrarchs
have discovered ways o
feed their fimeless existence
with Whirpsrane or dark
magic, rather than bload,
The Serigoi make do widh
the bleod of the dead, or of
vermin, by necessity. Most
['.'umm.l;iy, Abhorash, the

|
are many grear Riruals which depend on the spilling of | the sluggish movement,

Human bloed. Perhaps it is thar the Winds of Magic let
us buffer the passing of time, and we have simply found
the easiest away for our souls to harness them.”

—LorD ARiSTARCHUS, NECKRARCH MHILOSOFHER

“Halflings arc watery and Mand, Dwarves thicker 1o
the peint of being flor and stagnant. One does not drink
such things unless one absolurely has ro. Elves are like
well-aged clarec—rich bur often overly sweet, a treat best
reserued For special occasions or as a dessert. Personally,
I prefer a Kislevite—of Gospodur descent if possible—
but they are a lirtle strong to serve ot a dinner parey.”

—Lary ARETTE vON CARSTEN

the wealer will—withatr
fear and COmpensie with
restoratives and aids as bess
they can. They will drink
only when they are redy,
they say, racher than be
victims of their body's bestis
desiees.

Whether drinking for need
or pleasure, Vampines vareh
rake more than a pint of

bload, often less. Only ina
blood freney or some grea




Chapter IV: Narture of'the Beast

mare be taken, or if there is some special In the darker parts of Svlvania, cowed martals compere for
s revenge, or @ preference Tor the taste. The best  the honour of being rapped by their Yon Carstein lords,
wre the neck and wrist, but some Vampires have  whilst some Blood Dragons sdll follow Abhorash's stricrures
wes, pethaps favouring cating che eyves whole or  of only feeding upon criminals and villains. Bven amongst
rom rhe thighs. There is also preference in how  these rituals, however, there is much variation. As with
me prefer o take blood from Humans they everything a Vampire does, the habits of feeding are both
wi, others only rake whar is given willingly. bound by familial readition, yer also affecredly individual,

-« other prices to be paid for the gift of the Blood

T —ond the thitst for bleod. For their berrayal, SILm
s all Vampires, and the curse has been passed

thie blood forever more; with their grear strength

Even more than the sun, the Vampire fears silver. The sun is
= preat weaknesses, The curses upon their ever-present bu easily avoided, whereas a silver blade can be
: drawn unseen from the assassin’s scabbard at any moment.
Silver is also the time-honoured weapon of the Vampire
hunter, and cheré is nothing more egregious to the children
of bloed than these few mortals who would dare oy 1o end
the lives of their betrers. Silver bires desp into the Vampire’s
normally resistane flesh. It stings the blood, burns the skin,
and the wounds it leaves are slow o heal. Some Vampires

=any, and they may manitest in many ways and
One Vampire's grear nemesis may be absolutely
anether. though this may not be apparent (to the
- their hunter) until the element is encountered.

~—and to ensure their prey remain ever confused
c=pirss take measures against all possible threars:

are 5o sensitive to the threat of this oretal they can senge it

unseen, as a pricking on their skin or smell in their nogtrils.

“: curses, this is the harshest of all. The sun isan Yampire hunring rradition makes rruqtlc111 ceference to “the
-zt threar and burns with @ tereible intensiog hawrharn and the siltver.” Hawthern is a sturdy hardwead,
~= sensitive o its touch are weakened instantly excellent for crafring stalees like the one that famously killed
costite o its rays, and their un-life is burne away Tearina Kattarin of Kislev centuries ago, bur i has ne special
crv minute they remain exposed. It is an agonising propertics beyond that. It does no more damage than any

cnce and a savage way to die. Almost all Vampires that  geher sharpened stick, which is to say less than a sword. Yer
t their un-life whom were not slain by the sword
simed by the rerrible fury of sunlighe. There are,
* -7, preventitive steps that can be taken,

-od head o toe in cloak and hood, & Vampiee is safe
| 3

oz the risk of losing the cloak is rasher high. Bindingy

~andages are sometimes preferred inscead. Many
—oircs, particulatly the Von Carsteins, have the power
sher storms at will, and a dhick laver of douds seems

4

= sufficient protection. Then there ane logistics; it is no
Len, for example, that Sybvania bas the highest annual
o=l of any province in the Empire. Mounzain shadows
2 thick forests are also favoured domains. It is also not
- unusual for a noble o remain inside during davlighe

rs, especially given the gigantic size of most of Sylvanias
iz<, or the need for covered walkoways and rthick shureers
orotect against all thar rain, Servants can ferch supplies,

+ there are indoor gardens, tennis courcs, and even jousting

== imsidde great halls w entertain both mind and bedy,

= somie cases, Vamipires dent even need to step outside

= hunt, their minions hunting for them or their vicrims
—eerly lining up to give their blood o their masters. It is not

~common, then, for Vampires to become recluses orshut-
~s. addicted o the safery and comfort of their fmiliar walls.
“ount von Sangster Is said 10 have never sct foor ourside his
zrear library for over severs hundred years.




Necrarch scholars believe npon receiving the Blood Kiss. the Vampires soal bernmes an ever-gushing spring of frie D, the soarc:
of dark magic. Whether chis is true or not. the magical nanure of the Vampize 5 usually obwiows w anyone gifted wich Witdhsighs T
those with Witchsight, Vampires are wreathed in Slydsh, the Purple Wind. and dhe aurs of Diiser like long, flowing coars. 1ikewise =
non-magically pifved moeal with Sorth Sense feels unvomforable and inexplicably upser in the presence of such uncahly cream=
There are rumonss of Vampires who can dowd their Aathyric appearance, but most magisters do noe belicve it—or ar least eell

themuelves they do noc

g

the legend lives on, much o the amusement and benchit of
the Vampires.

WITCHBANE AND
DAEMONSROOT

The power of gardic is another myth Vampires find amusing,
expecially due 1o its source. Being epicurcs, a dish soaked

in the stuff is distasteful to many paleties (though those
Varmpires who prey in Bretonnia ofien prefer it). The
Frightened citizens of Sylvania know of other herbs thar do
offer some pratecrion, however. The small white Aowers

of Witchbane and rhe tangled barbs of Dacmonsioo
{(sometimes also called Gravernot by fearlul peasanes
unwilling 1o speak the name of such beasts) offer some small
defence o a bouse thar bears them. The pain is not grear, and
a Viumpire can typically get past such wands if he wishes ron,
I be is seeking an easy feed, however, he will skip houses or
doorways so adomed in favour of a more expedient feasr,

SiGns OF THE GODs

The power of pricsts can create a force against creamures of
magic and the Acthyr, and this also seems 1o have power
over the unnansral Vampires But a symbaol wiclded by an
unbdiever s usdes—it must be accompanicd by faith. The
stranger the faith, the more power the wiclder can have

over the Vampire. | ikewise, only the blessing of 3 true and
faithiful pricst will cawse 2 blade 1o ac1 like silver, and 2 remple
or shrine will only prevent 2 Vampire from entering if it &
given duriful wonhip by a fidhful congregation. Gardens of
Mosr in disrepair are more often havens for Vampires than
fortresses againu them, and many Vampire buntens have
perished with falee refics in

their hands.

“When the huns is loosed, the hounds are held back so
the fox may make ground and the chase hoos length in
ir. Such are our curses 100, for the Gods seek to raise the
maost sport they can from our hunting.”

—Sk, Teerws Kar, Broob Dracon

“The sun and the silver cannor harm us—not if we will
them net te. Not if we rraly believe they will not.™

Even a strong faith is no
guaranree. Vampires are
creatures of incredible
will, the kind of will that
can cause oven the most
devour priest o doubr
his convicton, The older
the Vampire, the stronger
he b5 and the less reliable

are these wands —and some Vampires are, a5 with all the
curses, simply immune. The cxception is when Vampins
arc themschves faithiul or were when they were mornal. For
these unfortunates, the power of the Gods is much harder =
dismiss and has a great bold upon them. The fow cases whe
this haw happened, where 2 monastic Vampire has feared the
wrath of hiz own once-worshipped God, have no doubr goe
birth to the myth of the symbaol’s cllectiveness,

RUNNING WATER

Just as the sun has turned its back on the Vampire, so too haw
the other great givers of lifes the streams and rivers feeding

the lands of the Old World, As such, Vampiees are burnt and
weikened just as they are by ehe sun if they ty o wade or

fure] orver any runating warer mote ehan a yand across, Flying
or leaping over these bodies of water canses no such damage.
not does using any sort of beidlge, from a simple fallen tree o

a great viaduct of stone. Rowing or sailing Is also safe, bur the
risk of disaster is very great. [hose that seek o cross larpe bodse
of water sometimes take w 2 deep stumber in their coffins o
marshal their strenggh and prevent any sccidents on deck. [res
this preczusion thar allowed Luthor Harkon to reach the dises
shoees of Lustria, fir across rhe Grear Western Occan.

THE MIRROR

The vanity of Vampires causes many to consider this curse
to be the most cruel. Thankfully, outside of the gt Hall
of Mirroes in the Imperial Palace in Altdorf or the dressing
rooms of the great theatres, mirrors of any grear size or
quality are still 2 rarity in the Empire. Even noble women
are unlikely to have much more than 3 handhdd looking
ghass—servants are instesd employed o apply make-up, 2
grear portraits are used o

remind one of ane’s beaves

| and stature, Vampircs also
use portrairs this way, but
those wha were not born i
quality have linde sense of
whar they arc missing. Mos:
disturbing for 2 Vampire,
regardless of their broeding
is the lack of reflectdon in

—HKowpap von CARSTEN everyday things such as
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rddles: or polished brass. However,

1 one’s image in such things is so FRE AND THE SWORD *
ssence s often assumed, and che lack of ic 3
thers, Thus. this curse is less uscful for Given how notoriously difficult it is to slay a Vampire, there el *
- than one may think, except for those hawk-  are grear many methods employed by those who would hunt |
- eves never stop darting to shined surfaces Vampires. Common practices include hehcading ane burning #
znd mirror cverywhere, the pares separarely. Others seaff the Vampires orifices with

garlic and Dacmonsroot, cut ofies arms and legs, nail the
parts to a church door, and bury the whole miess in 2 site
where a priest of Morr once voided his bowels. Perhaps che
most commaon method o ensuring a Vampire stays dead is
ton remove its head, seoop out its heart, chop off its limbs, fill

2o have no reflection typically also cast no

om candle, rorch, or the snn. Conversely,
2k in day are very often found to cast both
sion. Vampire scholars believe both these

cain from the sun tuening it back on their

its mouch with garlic, and burn each picce in separate fires ac
least 13 feet apare. ‘Then, one must collecr the ashes and place
thern in a silver uen, which is packed in a chest full of salt and
buried upside dowi. Only then can i hunter feel confident
that his foe is slain.

— THE Lirg IMMORTAL —

the beneht of its light and all others.
is simply the never-ending irony of the
= wodds mest beauriful crearares are denied the
= n= upon themselves, even in simple silhonerre.

‘R‘ —at power comes great ambition. Without it, accomplishment, vanity in every possible form and
mpire's life sinks irrevocably inw ennui and, configuration, indulging the senses to all possible extents
sseruction. The average Vampire lives a life of and levels, and of course rivalry and revenge: The Lahmians
ywer over others and over his eavieonment and the Von Carsteing are rife with internecine conflics;
vim, his strength is instansanesusly acquired from ancient feuds aimed ar nothing short of genocide
o rerained, and magic and knowledge are easily pay recompense for heinous crimes, to ten fresh oaths of
rs, lackeys, anid disciples, both alive and dead, vengeance sworn before breakfast for the most civial of
out any action on his part. Many Vampires perceived insules. Rarely, however, do these conflicts escalare
~eed 1o seek Blood, for there is no end 1o the into outright war against their own kind—rhe immorality
rrals keen for the honour of providing ic. Nor of their mce has created a slight mboo of taking life from I
re makes obeisance w any God or Dacmon, or one of their own, except when they face a direct challenge

ce to any lord or mascer, or follow any moral or
tis cwr Mo e holds him back from action,
e forlbowrs himn afterwards. Whar the WVampire
thin both his poswer and will ro simply take. Morals
h

e freeclom o pursne cheir grear desires,
iy have this freedom, so instead they must
i ercater than mortals could ever conceive.

ampires are rarely content to live a steady life
teeding in safe obscurity and princely comfort,
cast ambitious find themsclves wandering the
ng out fresh challenges and new sensations. Few
the urge to conquer, none the urge to rule. For

mpically means holding dominion over lands and
=d using the larer to ever extend the former. Others
congquest bur with subdety and seduction,
vz with secret manipulaton. Vampires may
ares arpund them and plan their conquests of

hilst some, such as the Blood Diragons and the
care little for the conguest of people or lands,
nsread to conquer abstrace goals. The Dragons
- perfection of knightly skills and disciplines, whilse

rehis seels to master necromancy and the power over
= dearh thar ic offers.

- are other commion obsessions and distractions:
cat.art, scholarship, grear discovery or grand




—_—

Chapter I'V: Nature ofthe Beast

= 1

V amMprires aND HUMANITY

Many have wondered iF the Vanypires' need o feed on Humans makes them irredeemable monsters and undeniable enemie
of all humanity, Ceould a Mampire ever truly care for a Human, despire his predatory natare? Certainly Vampires are frecof
any fetrer of moraliey; they serve their desires only and know no constraine upon their actions, so the question of good or et
15 meaningless to them: They see nathing good or noblein acting for the protection of 2 man or mankind, just as they see
nothing wrong or evil in mising the dead or drinking blood, Many Vampires do look favourably upon martals, though, and
ey bome to enjoy their company and theic ways: even desiring te protect them, However, just as a shepherd may know b
shicep well, the Vampires are incapable of seeing their preg as anything spproaching their level, A Vampire may indeed care ¢
his flock, burin the end, the sheep s still juse a sheep, andbieven the most charirahle shepherd will mor shed a rear when ic s
rime for the roasting...

unbess you're from Averland.

ROMANCE

The |cg¢nd:~' of Viad and Lsabella and Genevieve and Oswald are not entirely romantic creations, Or perbaps itis beteer to s
Vampires are typically extremely romantic and dramatic creatures, so it is unavoidable thae their everyday deeds create poes
plays, and operas. A Vampire never does anvihing by halves, So when they do fall in-lave. it is not unknown far it to be wits
a mortal, despite their superiority over them, The inevirable conclusion of these affairs is with the mortal heing given the K

Fer whiar lover could do more for his parantour than give her erernity® And whit lover could refuse the chance 1o be more lis
her beloved? Similarly grear friends or close Bamily may be made Vampires as well, for to deny them power and immorralis

wonld beselfish and cruel.

trom a singulir enemy (or a disobedicne servant). Besides,
death is such a shorr vicrory, wheteas a grear humiliztion
can cause pain for centuries. This rule also holds true for
any upstare mortals who dare to inconvenience & Vampire’s

move. Whether seeking bloody conguest or mastery of

mare abstract domain, the vast designs of the Vampire are

lirtle shorr of perfect—in their impossible conceprion, the
meticulous consrruction, and in their daseling execution.

un-life—dexth is 2 small revenge when they could visic
agonies upon their wives, b
their children, their friends |

Perhaps the other reasomn o
the plans of 2 Vampire are
grandiose and irrevocable -
that noteven deathy, the gre
leveller of mortal dreams, &

anel their Fiends Bunilies,

“Ir seems to me that lif'e is like o fast-flowing stream, f
miistresses, cobblers, bakers, | and the mortals upon the world are like sticks and leaves
butchers, candlestick makers, | caught helpless in its grip, dragized on through life,
pets, servants, cousing rwice | 08¢ and into death. Bur we, the children of blood, have
] stepped bevond the river, rooted outside of its urging
| flow, standing as stones whilst life and time pass by
| Thus we see all things come and go, empires rise ond
|
|
{

stop themo A Vampire's fless

may be entircly destroyved =
his ashes cast 1o the wind.

but the Blood Eiss Armby o=

their spiric to this world. b=

removed, and groups af

hired adventurers. all for the
next len genelations.

full, all things once strong become weak. All things, of

Wherher it i epic revenge course, save ourselves. ™ will never depart to Morr:

or grandiose vanity they | — MANNFRED VON CARSTEIN
seck, a Vampise’s courtly i — = = [
life provides plenty of

resting garden, and as such
there is always some mag:
that will restore them 1o

oppormunites to plang plor, and scheme about how they
will achieve their aims. This is why many legends imply
thiat Varmpises are seers, able to predicr the tide of batde o
the plans of theie opporient because they have foresec all

ends, The truch is thar 3 plin formed and analysed overa
century has few, if any, Haws and accoiins for svery counter

physical form. All thar is requited is someone with the w
bring them back. ‘This is why, ultimately, the only currenc
wortls anything roa Vampire is dominion over the world

and the [oyalyy ol subjeces. Te die is an inconvenience; o &
forgotren s the only true dearh 4 Vampire knows—and the
only thing he truby fears.
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“And in the eaw I beheld a grear mountain, and in
caves beneath it 1 saw ssomm great wellsprings, spewing
Jorth tainted bHlood. And I saw the Hood flow down the
mountain into seven grear rivers. Two flowed 1o the
south, and five flowed ro the north, into the lands of the
Empire and down inro en endless see. And the men who
drank of the river become as beasts, and the cartle died,
and the earth turned 1o ash, and across the land chere was
nought bur sorrow and lomenring.”

—From THE Visions oF Sam EHRLICH, SIGMARITE FRIAR

H the Vampires of the Old Warld are descendants of the

First Children, the five edginal Yampires who drank the
Elixir of Life: Neferara, Vashanesh, Wsoran, Ushoran, and
Abhorash. Each passed on their strengths and beliels vo thele
children-in-darkness, in their blood and in their teachings,
and they in turn passed it 1o cheir own ger. In the chousands
of years that followed. the bloodlines have mingled. been
polluted. and bred countlcss varasions on the pure forms of
the original scions. Whilst some scholars of Vampirism claim

— THE BLoobp Dracons: KnaGeTs ETERNAL —

» be 3 Blood Dragon is o seck perfect mastery of the an

of combar. All else is secondary. The other bloodline
carc for other things, Tirde things. such as conquess, power,
of mastery of magic. The Dregons are beyond such perty
concerma. They belicve not in 2 nanon or a leader bur solely
in the purity of their quest. They seck to become the ultimare
wWarmiors, to transcend even the pre-eminent nature of the
Vampire and become something like Gods. And if thar path
requires the sdaughrer of 2 hundred, or a thouand, or a
million, then so be ic. Blades
must be tested, after all

HisTory

lhe Blood Diragons began [
with duty. Abhorash was not |
just the greatest warrior in
old Mehekhara but also the
greatest servant to Queen Neferata. When be discovered
she had become a Vampire, ke was horeified, but he was ber

| “If there be Gods, then they must smile o see their
gifrs so well used. [f there are not, then I am surely the
closest thing to them. Life and death are mine to deal,
1o those whom [ consider worthy of each.”

—LaDY SIGISMUNDA, GUARDIAN OF THE FERLANGEN Pass

L s

thae there are five distiner species, or families, there are a grear
many snore varieties thar rranscend such convenient limics.
Those who have seen one Vampire cannot therefore think to
know them all. Yer there is one thing thar unives themy; they
are all, withour exception, the deadliest of foes.

This chaprer presents a survey of sample Vampire breeds,
arranged according 1o their famous bloodlines and commen
maotivations.

bondsman. and her will was his. For hor desire, he soughs
out victims w0 sate her hunger. For ber protocrion. he soughs
out criminals and encmies, so the people would not rise up
agaimst their lords: And for her fvour, he too drank of the
Elixir 2nd jofmed hiz mistress across dearh’s divide

But Abhorach was not just a servant o his queen bur o

an idex- the honour of the Lahmian throne. the nobility of
those who sar upon ir, and their sacred dury o their loyal
citizens. In the name of
Lahmia, Abhorash resisted the
hunger as long as he could,

but eventually he conld not
hold back his dark desires.
When he finally succumbed,
his thirst was so grear he
| slaughtered rwelve men.
The next diay, and every vear
afterwards on thar day, he lit ewelve candles in the remple
remember the lives he had taken. From then on, he fed only
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Chapter V: The Bloodlines

OT1HER BLOODLINES

History records rwe other members of the Fisse Children: Maatmeses, the very fat and very corrupt chief justice and Harakhue,

the brilliant and sinister courr vizier. After the betrayal of Magash, however, they were not heard of aguin. Most believe they
were killed by Nagash, bue it is also possible they journeyed elsewhere and creared their own lines: Marco Polare’s writings of
Cathay include legends af immortal eunuch sorcerers char drink the souls of men, and there are tales from che jungles of Ind
and the Southlands abour mad priests whe tear out men's hearts to feed to their dark Gods. Perhaps these are the children of
Maatmeses and Harakhie; perhaps one day they may pay a visit to their cousins,

upon the criminals of his city and, even then, sparingly. He
also devoted himsclf obsessively 1o mastering his gift with
swordplay, believing the discipline of the warrior was the way
1o discipline his new desires

Abhorash drew up a grear charer for the Vampire Lords of
Lahmia, so they might follow his example and honour theis
noble duties, whatever their needs. But the Fira Children
mocked and ignored his chareer, particulariy the pompous
Ushoran, and resumed their lust and decadence. Abhorash
knew whar this would cost them, but be could not be disloval

o his masters

Abhorash’s predicrions proved correcr. and the violent and
decadent ways of Lahmia did not go unnoticed by the rest of
the kingdom of Khemri, Neferam's nephew. Alcadizaar could
not abide the threat the city presenied to his power, amd the
bloodlust of its rulers gave him sl the ammunition he necded
to destrov them. He raised 2 gigantic army from acroes the
kingdom and bore down upon Lahmis. There was but one
man who could um them back—Abhorash, now the lesder

of the ciry's armibcs, and dubbed the Lord of Blood.

For months, Abhorash and his men held the much larser
force ar bay. Thousands of the arackers were shiughtered, vt
it was not enough. Slowly, the army of Akadrzaar whittded
down Abhorash’s men, broke down the walls, and poured
into the Gy, looting. burning, and killing. Ar the Grear
Temple of Neferata, Abhorash fought on alone, and none
could best him. But around him, the invaders had alrady
won. His city was in flames, his people burchered, and he
had let it happen whilss defending 2 queen no longer worthy
of that ritle, for she had failed m provect her people and

had already fled in fear. Wich this realisation, Abhorash caa
away all loyalty to his quecn, her house, and her line. Seeing
also the unending suffering and devastation crcated by the
armies of Alcadizmarn, Abhorash also cast away all his love for
humanity, swearing to destroy them as they had destroved his
city. Gathering only his armour and weapons and his trusted
licutenants, Ive Jeft the clty 1o bs fare. From then on, he lic
the cwelve candles w remind him humanity deserved their
extinction, for they were nothing less than animals, and he
was a fool ro have ever grieved for them.

I'le travelled nordwards, searching the Old World for

a sign 1o give meaning o his existence. Passing through
the Badlands, he and his followers ler loose the predarory
instincts they had so long ried o lkeepin check upon the

T

Greenskins thar lived there. Such was Abhorash’s skill that
1o this day the Orc shamans still cell the legends of the

decimation wroupht upon them by the “army” of throar-

rippers. Andient tribes of Humans also have legends of this
fime. as do the Dwarfs, which speak of the five figures who
left noching bur death in their wake. Bur these and all odher
feacrines did noching to sate Abhorash's rage oc his lack ol
parpose. That his animalistic drives siill held masiery over
him made him fursous. for it made him no berer than the

lords he bad cpumud or the Humazn vermin that surroundad

him. He could never be a true warrior while the hunger

comrolled kam.

Afrer many years. Abhorash and his followers came to a
mountain whose pinnacle was wreathed in flames. Alone and
fusious for new destruction. Abhorash dimbed o the top o
discover a blood-red Dragon of immense size. Lepend has it
that as the bandle berween them raged. the mounmins shaak,
and great storms split stones asunder. For a day and 2 nighs
they fought, onail fmally, the grear Vampire struck down the
cider wyrm. and a5 his foe lay dying. he pounced upon it and

drank decp.

Then Abhorash ker out a oy of tiumph, for his scanch was
OVEL .EF. rl.'ir.' I!‘l:;l_Jl LTT;I.:_:LI-F % 1h‘.1:u|d. hq_' i'!.ili .'u||1b..| siirvedse ol
his bestial yearnings, and with fis ending, his fear of the sun
faded a5 well. He was now the ultimare creature, possessing
4l the sirength and power of 2 Vampire and none of i
weaknesses. He had amnined perfection, and in that, he had

found something new 16 believe in—himself

Abhorash urged bis disciples to follow his example and

hone their martial skills until they became the ultimare
warriors, and in doing so ranscend Vampirism and all other
limiations of the weak, moral world. His followers swore o
do 50, and they took the name the Blood Dragons,

SocETY AND QUTLOOK

Soon after Abhorash underwent his transformarion, he
disappeared, leaving his men with no particular idea how w
follow his cxample. S0 it was Abhorash’s favourite leutenant,
Walach Harkon, who gave the Blood Diragons a strucoure

to their ;:0:-1]. Soon after Abhorash's disappearance, Walach
came upon a small fortress in the Grey Mountains, northwest
of Nuln. Known as Blood Keep, it was home o the Ordo
Dreaconis, an ancient and respected arder ab Sigmarice lnights

44
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whose banner was a black drake on a red ficld. To Walach
there could be no clearer sign. Thar very nishe he enrered
Blood Keep and challenged cach knight o kill him. In the

moming. all those he considerned weak were dead and raised

i g f .
ilst the stronegest and most sdaliul had been

3 Wights, wi

given the Blood Kis. These rebom knichs pledped their

]

mimees: o Walach, their new | master, and the Knights

o the Blood Dragons were born

n the knishdy lifc vo sair the Vampires'
scst. The devotion to a higher canse gave focus to their

I ; }
training and testing. However. they valued no lives ave o

bhorash’s

own. had no borders o protect. and were full of A
dednin far Mumanity. 59 i was oot :::_—::__: belore their kn f
wavs were rife with i 'uj.l Vil L ;T!d CROESE. -.|.-.".|:'.' fed POy all
vho reavelled in the mounmins, withour cane for Abhorash's
old srarutes, and thev ended each hunt wich a banguet of

Dk

Soon enough, the cormupdon of the Ordo Draconis was

discovered by the Witch Hunter Gunther Van Hal. He rallied
four entire templar orders, and rogether, they besicged Bload
Keep. For three vears the siege raged hefore the walls were
finally breached, the Vampires slaughtered, and the fortress
smmashed o rubble, The Empire believed the darkness had
passed, Bur many of the Vampires survived the destruetion of
the keep and took its spirit and ideas wich them our into the

world, Same walked the warld alone, whilst others formed

their own orders and carried on che tradiions of Walach—ai

their own variation upon them.

As a result, the Blood Dragons are the most irregular and
haphazard of all the bloodlines. It is made up of individuals
or small groups, each with their own versions of the code of
the Dragons, each having little or no conmor with the others,
and what contact they have is often hostile. If it were not for
their iron discipline, the Drasons would have descended into

. toe, they are held in check

internal conflice long 2g0
b Abhorashs parting promise that he would be warching

them,
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-y are indelible. All the Drzpons swear by Abhorash’s credo
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art of mortal combat. This sinele soal dominares their every

thought and action. a fact thar causes the other bloodlines o

think the Diragons terribly dull and seele-minded. Howeves

thar they have litde desire o conquer of o rule does ot mean
o<, Should the nead anise, they can

they cannet Jdo these th

raise armics and rain down dark m

o a5 well 25 any ol their

bretheen,

And their singular pursuit makes them po less an enemy of
humaniry. The Blood Diragons are perhaps the most disdaining
of all the bloodlines because they see a prear porenrial in
Human abilities, a porential that goes wasted again and

agrain, foer in weakness and stupidite. For other Dragons,
Husman existence s not even worch their consideration—it

is nor unusual for a Blood Dragon o slaughrer an entine
village simply to test the new edge on his blade or ride down




a hundred men 10 practice 2 new echnigue. To the Blood
Dragons, every Human in the world can be broken down into
WO categornics: a worthy opponent o a training dummy. The
only time a Dragon mighs show mery & if he encountercd

an opponent who has grear potential ro one day be a worthy
opponent; it may be betrer ro ler such a mormal become
somcthing interciting rather than snuff him our with the rest
of the vermin_

Despite their aloof nanure and singular obscssion, cven the
Dragons sometimes attract followers. If 2 Blood Dragon
finds fame with his particular approach w the quest ora
devastating new combar style, others may Hock to imitare
and learn. 5o it is thar now orders spring up or rake root in
already existing orders or orzanisstions. The infamous Red
Dhuke of Aquitaine was such a creature, beginning s a lone
knight bur ending up with un entire army ar his command,
boch mortal and immortal, 25 wond of his martial skill spread
across Bretonnia. The Knights of Trrina were 2 moral onder
of Estalian knights unsil their grand master concluded

that the rechniques of Abhorash far oursripped those of
Myrmidia and brought his whole unit into the darkness to
join him, And there are many more such groups, small and
large.

The rest are lone hunters, renegades and vagabond knighes
who roam the Old World alone and unaided, Sometimes
they are found guarding remore bridges or fords, testing all
who would cross in mortal combar, Ochers live an austere
existence in high mountain fortresses or secret caves, perhaps
rraining those who have the tenacity 1o seek them out or
perhaps jusc killing them for food. Alrernately, they may hide
amongst Humans, mixing with the noble classes or slipping
amongst the ranks of knighty or menastic orders. A Blood
Diragon will be anyone as long as it allows him 1o practice his
swordplay and feed when needed. In the blood-soaked ficlds
and streers of the Old World, the Blood Dragons can hide
casily, and afrer the sinister Lahmians, are the most difficul
of all the bloodlines o uncover

as follows:

maost certainly involves a vast amount of killing,

strength and in solirude perhaps find moments of peace from
the rage burning in his hearr. Such moments arc rare, though,
for the Blood Dragon i by nature a creatire of turmodl; raled
by base desires ver deiven to rise above them. It ls-an caduring
testament 1o the incredible wall of the Blood Diagons thar so

lew of them soccumb to insanity

weaknciics, howewer,
Withoun the support of their tellow Diragons or armies of the
Undead. a larer body of men cin sometimes overcome one of
them if the Humans sre conning and plan well. The [Draeons
are pot stuped_ however. and the worst—and las—misalke 2
morial cip make s to mderestimete what Blood Drasons can
and zrc willing w do

FEEDING AND BREEDING

ﬂwnm., 15 discipline

his brethren withour te

It & their solsrion that & their sole

ws him o go longer periods dhan
ng. bot all excepe his vanished
leader must siall partike of blood 1o sunvive. Howeyer, the
Dragons aic 5o siccped in death thas this b not something
they find difficult. They are well named, for the Blood
v spilled blood, and afer
a Blood Dmgon has struck, fow are Ieft alive o care thar
he drinks the blood of b viens ore passing on. The
Dragons have limle fear of cxposure anyway, for there are 5o
few who can challeng Let the warch, or the soldizrs;
or-the Vampire hunters come—the

b |

Diragons are rarely far from fresh

Blood Diragon can alw.'l:.-'s
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Unlike 2l Ih othier bloodlines. Divagons nypically fnd 'the
practice of fe TR, ¢ soppiers 1o be decadent
and pervetie. the kind of thimp thar leads 10 takdng oo

ml.]tl'l"‘ld.“__ = 1 leec £ o e

ung wrong with

momctiiariy rclishing the grengsh thar bood provides, bux
Mot fejoc amthing meee as Sescrring them from their qaest.
Blood Drzgoss will shio = wer thermcives to the level of
the "-*‘..-'::__'-. 1L wmo foegd T Iw Srac

v 3§ Tafer n afr above animals,
Isolarion is ot just 3 pracrical ssue. Many Blood Dragons Toes pows= Dy g shovr o,
belicve it Is nécosary o uly follow the example of E p—— o Therrbos $ilosd
Abhorash. In isolation, che knight can discover his true
e . 1 il = _
THe BLoob Dracox Oats
The original oath, apparenrdy dicrared by Abhorash o his followers afies fis barrle wome = o =~ and smplic, rouding

“Let your blade be your only truth, let death be your only answer, znd ks yome gues e Sor soupte bus 20 become

miore than what you are.”
“This cath Is still sworn by most Blood Dragons when they receive the Kie s mowniog o= :amon of
interpretation, and ivis even broken ourright by some. Many Blood Do trssmmmie & w0 = words {thosc
from Breton typically Bvour the lance instead), and each one has his ows ey s Bmg means for
them. It ilso offers no specific admonishing of drinking blood, nor 200 emans =—F ¢ Homan rae, so the vel
for these goals also varies. All Blood Dragons agree, however, on lesmog deses e o o heir hinal goal, it

et |

i —. Wi ...



il

Chapter V: The Bloodlines L [/

NiGHT RIDE

The moonlight hir his skin like ice water, fresh from a winter roin barrel. He remembered, dimly, that there had been a
time when the sun’s first rays or down had felt similerly invigoreting, bur thar was a long time ago, and besides, he'd been
alive—or something ke ir.

As he galloped through the forest, he ran the word over his rongue again. Alive It was worse than a joke. It was a orud
deceprion, @ bawd’s trick, es if the Gods and their popinjay priests were shysers on the streers of Altdorf—to call thar living
and, worse, to presume 1o coll this a death. He felt the strength in his muscles as ke stood high in the stirrups, srength beyond
anything he bod ever had, even in bis firse Hush of mankood. He rased the cool night, savoured the wind in his hair, the
smell of the horse’s flank, the rantelising reng of battle to come. He felr more elive now than he cver could have imagined.
There was a time, he remembered again, when he had longed 1o ride inwo bartle, 1o lose himself in the slaughter, free from ail
concerns bur thar immediare srugsle of kill or be killed. But as he now was, it seemed most every moment was like thar. Foen
without a present challenge of arms, he felt rich with glory, and the thunder of hoooss and drums hammered in his heart even
when the battles were long passed.

Dead, they might coll dim, Dasmon 1o, or abomination, bur truly, he wes bryond such distincrions. Alive or dead, he wos a
knight. A true and pure crearure of battle, with a blood of steel and o soul—if he bad ever had such e thing once, he knew ke
did now—of martial fire. He was @ sword made flesh, a master of combar, a storm of destruction and defeat. And there was
bartle ahead, and he rode hard 10 meer i1, o smile spreading fast across his lips and death coming fast in his wake.

—l e T — 3 fEn T E—

Drragons often seek our the blood of creatares that may continue to stand slongside the Vampire as the cenruries

be greater than men, in the hope of gerting some element

of what Abhorash gained from the Dragon, For some this
involves earing nobles, or grear heroes, or the anclent Elves,
Orhers reavel far o drink the blood of geear crearures such as
Grriffons, YWyverns, or Giants. Meloch the Giant Killer is said
to-sare his thirse for & century—and grow ever stronger—with
each Giane he kills.

The Blood Dragons do nor view their need to feed as an

afflicrion bur rather a passing need, like the need 1o sharpen

pass. Qecasionally, 2 Blood Dragon falls in love and gives

his beloved the Kiss, so they will not pare, Should the orhers
of his line discover that a Dragon has abandoned his quesc
our of love or other worldly concerns, they remove the
fallen knight from their arder. However, due to their careful

selection processes and their diligent sell-regulation, thisis a
FAre OCCUTIENCE.

Indeed, the Blood Diragons are the most discerning of all the
bloodlinegs in whom they choase to make their get and are by

a sword or water a horse: Just as they would not trust a

knight who does not care for his weapons. they will also no
grant the Blood Kiss 1o onc who could not be trusted with

the responsibility of feeding appropriasely. However, whar is
considered appropriawe varies greatly: some believe whilse they
thirsz, Alling their cup is their loadly duc, whilsr others see the
smallest sip a shameful renimder of their continuir - frilure
MNote. haraever. the Lamer Vpes b e ;'rl'll!if'!’!'. with reaping
mortal lives like so much whear, only with drinking their blood
afterwands. The former is a sign of strength, the berer a sign of

weaknos

Far more important than their aninde 1o feeding s 2
prospective child-of -darkness’ dedication to the art of war
Ihe Dragons seck out only the most exceptional of warriorns
to receive the Kis. They mmst be bodh incrediblv skilled and
extremely dedicated to their craft, those who make even their
fellow warriors uncomfortable or weary with their endless
absession. Beyond that, however, there are no condidons

the art of war makes no disdncgion on n:ﬁmn.a]:n_m. creed, or
gender. To measure the tue calibre of 2 likely candidate, they
aften face them down in monal combat, Thase who survive
are taken on as a squire and student, and if they continue o

show promise, they will be brought into un-life.

There are cxceprions, Trusted servants or long-time

R_'I]I,;I'I}?;_Ilfil,ll'l.‘i Are Sometimes gi‘ﬂ‘.‘[] TJ'H.‘ T{i&‘i. 50 tl“_'}' I'I'Iil:l,’




far the most sparing, To become a Blood Dirgon is to take
up the most sacred honour and the most demanding pursuir,
Let the other bloodlines fill the world wich their imperfect,
inbred children. The Blood Diragons have no need for such
endless families, nor any lesser hrethren 1o be their servants.
‘They need nothing burt themselves; and so they rake nothing
buet the very best

DESIGNS AND STRATAGEMS

Many Blood Dragons live a relatively remote, hermetic life,

but there is one demand they all muste acknowledge, the need
for pppenents. [raining can only do so much; ultimarely, the
only way to acquire true mascery of the marrial arws is w face

another warrior in maral combat

Blood Keep was perfectly lacared for the Vampire knighes
within, @2 it was situated on a mountain pass remote enough
1o escape grear attention but busy enough 1o provide a ready
supply of bodyguards and mercenaries to bavle. Since i
fall, other Diragons have sought our similar locations, but
there are 2 limited amount of passes, fords, and bridges

even in an Enipire as large as Sigmar’s. The alwernarive is to
join or evertake a knightly order or group of soldiers. Tn

the ideal cise, the order will be remiote from its command
structure, 50 the Vampires can go decades withour being
discovered, '|1'|t:}' may even take arders from their officers
and attend the bacdes and manoeuyres demanded of them,
Whe can say how many of the Empire’s grear vicrories were
won enly because the Blood Diragons were secretly amaongst
the: troops?

Orher Vampires hide amongse ranls of mortal soldicrs. This is
easier than it sounds, for soldices are insular grpes and lnow

a good Aghrer when they see one. If ane of their number has
fought well wich them, they would be loath o complain if he
occasionally rakes a prisoner for his own uses. [n these war-
torn times, there are many mortal seldiers who do much the

same, or worse, without any censure.

Of course, should the Vampires be discovered and marked for
destruction, the Blood Dragons welcome yet another chance
ter test their skills. For individuals, chis is just another sword
fight, but for the more established societies or orders, this

can be all-our war. Defending their domain represents che
majority of the few times that the Blood Dragons acoually
ride out to war. The other vccasions are typically due to a
nced o revenge an insult or to remind mortals of their place
in the waorld.

Though they excel in many forms of wartare, their obsession
with marrial perfection and personal glory on the batdcheld
izoften at the expense of the command of their army. They
arg also often lacking in necromanric powers, and even those
who are so gifted seldom harness those abilities beyond
summoning troaps, They eschew the dark ares, juse as dchey
eschew punpovder, considering them the weapans of cowards
and fools. The Blood Dragons |

he rested: che srrengch of stee

eve i what is solid and can

. the power of muscle, and the




courage of the heart. And time and again, they have proven
this is all they need 0 win the day. and annihilaie their
enemics.

NoTasLE BLoOD DRAGONS

The following arc amonsst the most powerful 2nd well-
known of the Blood Dragons

ABHORASH, LORD OF BLoOD

“The most Jegendary of all Blood Dragons wis and is cheir first
master, the Diragon Slayer, the Scourge of the Greenskins,

the Blade Tmmaonreal, the Lord of Blood, Abhorash the Grear,
Abhorash the Wanderer, Abhorash the Master. Bur his locarion
is unknown. Some say he windered noreh, deep into the
Clhaes Whstes, or ease into the lind of the Gians o scel o
even grearer conquests. Others say he followed the pach of
Sigmar and became a God: others say he still walks amongst
their rnks in the disguise of a young thrall, warching for the
most worthy amonest them. Seill others think of the tales of
other Dragon slayers, like Gilles de Breton and Lond Amara
of Hoeth, and wonder how many faces their master might
wear in a life 2= long as his. Wharever the case. none have seen
or spoken 1o him in cenruries, and his location and his plans
POITERIN MOYSICTIONs,

Waraci HARKON,
GraND MasTer OF BLoop Keep

Second only to Abhorash in fame is the grear Walach Harkon,
It was he who gave the Blood Dragons their sruciure as a
knightly order. tuming Abhorash’s ideas into a realiny. Hadkon
does nor share his master’s picty, however—he docs nox,

for example, feed only on caminals—but he docs share his
devotion (o perfection and believes the vows of knighthood
are the best way to achieve it Many believe Harkon takes this
too Ear, as he insists on mimicking every aspecr of knightly
ceremony, including, since the death of his grear love Aurora,
absolute chastity. Harkon hears no argument, however,

and considers anyone who does nor follow his taditons o
the letrer to be undisciplined swine, better culled with the
Humans than allowed 10 further insult the purity of the
order.

Harkon was also greatly insulted by the momals who removed
him from his glorous Blood Keep. His goal, now dhar he has
returned, is 1o muke bath the upstart morrals and his fellow
Vampires recogniss once again the singular superiority of
Blood Keep 2nd its knighrs. Walach has sent word o all the
Blood Dragons that those who consider thensabves worthy
should join him in rebuilding the keep and in his now vision
for the order. This & not just to reinstaze the keop bur 1o use
it as the conure for his campaign for total cxrermination of
the Human race. With the main body of Empire troops sill
in the west after the Storm of Chaos, there would be linde

to stop an army of Yampires from the east, and if Harkon
gathers his strengeh guickly, he could very easily male his
dream a rﬂiit}r

s e

Walach Harkon

Blood Dragon Vampire Lord, ec-Count, ex-Thrall, ex-
Knight, ex-Squire

A W SB TB M | Mag | TP P
5 28 7 8 s 4 3 0

Skills: Academic Knowledge (Genealogy/Heraldry «20%,
History +10%, Strategy! Tactics +20% ), Animal Care,
Charm +10%, Command + 1 0%, Common Knowledge
(Bresonnia « 2006, the Empire), Concealment, Diodge
Blow +20%, Evaluare, Follow Trail, Cyossip +10%, Heal,
Intimidate =10%, Magical Sense, Perception +10%,
Read MWrne, Ride +20%, Scale Sheer Surface, Search,
Secrer Language {Battle Tongue), Silent Move, Speak
Language (Breton +10%, Classical, Reikspicl +20%.
Tilean), Torurx

Talents: Dark Masic, Disarm, Etiqueree, Lighming Parry,
Lighming Reflexes, Menacing, Public Speaking. Quick
Drraw, Schemer, Scasoned Travelles. Sixth Sense. Specialis
Weapon Groop (Cavalry, Hail, ‘Two-handed). Sorike
Mighry Blow, Surike 1o Injure, Strike o Stun

Traies: Blood Gifh (Blademaster, Blood Diain, Namursl
Necromancer, Pass for Human, Plercing Sorike.
Quickblood, Scent Blood, Unhallowed Soul, Vampires'
Cune), Frightening, Keen Senses, Narural Weapons
(Claws, Fangs), Hig’m Vision. Uindead, Lh\.xtopl:uhl.: Blows

Armour (Heavy}: Full Plare (Head 5, Arms 5. Body 5. Legs 5)

Weapons: Greitsword

Trappings: Mightmare with Saddle and Harness, Blood Keep
anel all its Knigls

THe Rep DUkE,
SCOURGE OF AQUITAINE

In 1454 (or 476 in the Bretonnian calendar) a knight clad

in blood-red armour began a campaign of conquest across
the western provinces of Bretonnia, There were many
theorics on his identity, bur none ever saw his face. His farme
grew however, both 25 a brutal killer and an unmanched
sworduman, and = many Bretons joined his colours for the
utter 25 cursed his mame for the former. His tampege was
unly stoppad when be was sdsin by the Bretonnizn King, also
known a3 the Duke of Aquitaine, at the Banle of Ceren Field.
Almos five hundred years later, the Red Duke rode our of
his grave. He quickly cast a bloody shadow over Aquitaine,
burning villages and slaughtering thousands, fighting his way
to its curment doke and I;l]:lin; his murderous revenge upon
him. Once again, the knights of Breronnia rallied o drive
back this menace, bur this time he was norslain, He and his
remaining men fed ro the Forest of Chalons where they still
prey upon travellers and plan their nexc arcack. As it is now
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over five hundred years since his firse rerurn, it seems likely he
will not sorike soon, if ar all.

Why the duke i driven 1o destroy the Bretons is not known,
bur again there are many stocics. Some say be is 2 knight
who was greatly wronged and faliely disinherited long ago
Some say he is the dark counrerpart vo the Green Knighe,

the great swordsman of the Fey, and he exists 1o text the
arms and hearts of the grail knights. Wharever the truth,
many questing knights take the quest of secking him out
and ending his evil once and for all. Those few who find him
fiever retumm.

The Red Duke

Blood Dragon Count, ex-Thrall, ex-Questing knigh, ex-
Knighe of the Realm, ex-Knight Errans

ws | BS 5 T Ag Imt | WP | Fel

B85% | 38% | 75% | 80% | 73% | 50% | 67% | 62%
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Skills: Academic Knowledge (Genealogy/Heraldry +10%,
Hisory, Redigion, Soravegyi Tactics +20%), Animal Care,
Animal Training, Charm +10%, Command =109, Commeon
Knowdeder (Bectonnia +20%, the Empire}, Dodge Blow
+20%, Evaluate, Gossip, Immw.im:. Magical Sense, Ouedoor
Survival, Perception « 20%, Ride +20%, Scale Sheer Surface,
Search, Secrer Language (Battde Tongue) +10%, Shadowing,
Speak Langvage (Breton + 10%, Clisical, Reikspiel +10%),
“Torture

Talents: Acure Hearing, Disarm, Etiqucrte, Lightning
Parry, Luck, Seasoned Traveller, Specialist Weapon Group
(Cavalry, Two-handed), Serike Mighty Blow, Serike ro
[njure, Suike o Swun, Sudy, Very Resilient, Yery Strong,
Virtue of Audacity, Virtue of Chivalry, Warrior Barn

Traits: Blood Gift (Blademaster, Blood Drain, Curse of the
Revenant, Furious Charge, Natural Necromancer, Pass for
Human, Unhallowed Soul, Vampires’ Curse), Frightening,
Keen Senses, Natural Weapons ((Claws, Fangs), Night
Vision, Undead

Armour (Heavy): Full Plate (Head 5, Arme 5, Body 5, Legs 5)

Weapons: Lance, Sword

Trappiags: Nightmare with Saddle and Hamess, Shicld,
Black Iron Helm that hides all but his boming red eves

SR Tiser1Us KAEL

5ir Kael was once 2 member of the Knights of the White
Woll, devoring his life w the service of Ulric and o
mastering his passions for the sword and for che hunt
When he realised his morral body would never be able 1o
march che abilities of the giunt stranger who had bested
him at the ford, he made a very easy choice. Since then,
Kael has followed in the footsteps of Abhorash, wandering

the Empirc and seeking grear martial challenges and epic
hunts 1o vest his mertle. He sees linle point fighting men
when nature can provide so many far more brugal and
terrible killers. Unuil he is ready to face 3 Drazon, he woas
himself against Wiverns, Griffons, Trolls and orther dark
things of the forens and mountains. Kael is no friend w
Humans, bur the only thing be truly values is the glory
and thall of the hunr. He may therefore be mesciful if the
Humans can kead him vo a cruly grear challenge, such as a
Dragon Ogre or 2 Giang, Un the other hand, he is equally
likely to use mortals as bait or as bearers to draw our such a
beast. Lacking the presence of such a beasy, he instead will
give them 2 nighc's heas) stare and begin hunting them on
the morrow.

Sir Tiberius Kacl

Blood Dragon Thrall, ex-Knight, ex-Squire

WS BS s 1 Int | WP | Fel
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Skifls: Aczdemic Knowledge (Genealogy/Heraldry, Stravegy!

Tactics), Animal Care, Animal Training, Charm. Common
Knowledge (the Empire). Dodge Blow, Gossip, Perception.
Ride. Seoret Language (Bactle Tongue), Speak Language
(Classical, Reikspiel +10%;)

Talents: Esiqucne, Resistance to Poison, Speciliss Weapon
Group (Cavalry, Flail, Two-handed), Soike Mighty Blow,
Warrior Bomn

Traits: Blood Gift (Blood Dirain, Natural Necromancer, Pass
for Human, Terrible Blows, Vampines' Curse), Frighrening,
Keen Senses, Nataral Weapons {Claws, Fangs), Night
Vision, TTndead

Armour {Heavy): Full Mare (Head 5, Arms 5, Body 5, Leps 5)

Weapons: Lance, Shield, Sword

'['rappings: Claws and Scales of great Beasts, Collection of
Peles, Diestrier with

ADVENTURE HOOKS
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Ihe history of the Knights of Bretonnia indudes much that may be the influence of Blood Diagor

15 of other Vampires. In

1813, Duke Meaovech of Mousillan was coensured by the king for his cruclo in keeping criminals =I!I!'I.E]L|.1 in his g T,

The duke responded by challenging the king ro single combat. Merovech won, rore our the king's throar and drank his blood
from a gobler. Homrified, the other lords waged war on Mousillon and annexed much of its land. Four hundred years Tater,
Duke Maldred. lord of what remained, daimed o have found the Grail of the Lady and had all his knights drink from the
wine that owed from the heavy silver cup. The grail was proved false, and Maldred was roured and Mousillon prohibited from
having a lord ever again, But the cup’s liquid appeared to give Maldred's knighes an unholy strength, and few Vampire hunters
belivve in coincidences.

Orcher knighes also alk of being visiced by the Lady of the Like in their dreams, only this Lady is clad in dark robes and offers
a grail full of blood-red wine, explaining thar she muse prepare the knights for the blood they soon will be called upon to spill
in her name. Mos do por drink. Most, bur nor alk

procure the items for him for 2 cut of his payment. However in his keep, he has wasted away, bevoming a shadow of his

as the Characiers make ready to find whatever tormer self. The Plaver Characvers leam of this creamure,

e, i L= armoirers who have boen 1;1‘.".!19\_{-:". e one Dired _|.I.-|_|' :1:.-[‘.r‘.1'. (5] Elii'ﬁl,:-'_'f niE vaults, MAKE (O pot Tins ]. ndt.‘h!
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refuse 1o ler their peer have all the coin and slory, and so each  ereature to rest. Whar they don't know is thar a few Bload

scts oul 1o make 3 suit of his own in the hope= of stealing the Dirzeons have the same idea, excepr they want o prove
contrzct. Rival adventuring groups are hirad 1o scquine the their strength by pirting i againg this famous Vampire

¥ T P 1 1 s i R AT SRl Lol e ir
rare marcrials, and the PCs must r2oe 1o oollect the poods lest Thud, what seemed To De 3 fIther Camy [asl feveaed misell [o
1 3 i § i y r 1 1 1 i i
they tail their emplover and Jose out on whar should promis be one fraughtwith penl as the PLs must not only contend
to be a lucrative rewanrd with the ancient Vampire but also 2 number of Blood

" Dirzgons who have no intention of allowing such a grear
K'mn—ﬂtm:ﬂ = and powerful Vampire succumb to the fumbled efforts of

loals. His defear must come ar their hands, they believe, and

A vnce great Vampire withdrew from the wordd, overcome

i ] Il kill anvone secking to steal their glory
as he was by the grear sadiess, and in the time he has spent they’ll kill anyone secking to ste SR
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Lahmians may not have the brute strength of some
of the other bloollines, but they more than make up for
this lack m cunning. deviousness, and their masiery of others,
The Lahmims are secret string-pullers of the world, invisibly
exerting unielbable control over history, Their immortal plos
are difficult for shori-lived Humans o soe, and some thar
WOTE St in motion in antiquity have yer o come 1o fruition.

HisTorRY

In ancient Nehekhara, women were forbidden from entering
the pricsthood and, therefore, forbidden from learning magic.
This changed in the city of Lahmia under the rule of Queen
Neferara, who created a sisterhood that enabled women o
learn what was previously forbldden 1o them. Many were
artracted to this sisterhood, even coming from the other

cities to [earn-at Meferara's feer. By forbidding women from
learning magic, the pricsts of Nehekhara uliimazely drove
many of them to learning the darkest magic, the necromancy
of Nagash. From the most promising of these pupils. Neferata
chase those who would become her progeny, Vampires of
uncarthly beauty and arcane learning.

loyal 1o Neferara schemed againg those who went roguc in
a conflict that took place in the shadows and was rarcly seen
by mortzl men.

Eventmally, the wisdom of Neferara was proven rght. The
Vampirc Tzzrina was cast down by a society of Kislevites,
and she became a symbol for the danger of displaying the
Vampircs” power hefore the world was ready 1o kneel before
it. However, a fracture remained, and rogue Labmians wha
are nor of the sistethood persist o this day. Knowing lirde
aof their heritage, they act independently, refuse o panake
in the intrizues of Neferara, and bow to no one.

e sisterhood remain hidden, garhering power and
invisibly twisting events ro their own ends. They have been
present at many of history’s most important junceures, bue
nope can sav how much influence they had over evenis.
Lady Lenore, the Mistress of Mousillon, was present ar
that city’s downfall, bur none can be sure whether she
masterminded or merely observed the affair Similarky.
Counress Cheveaux is known 1o have walked the sireets
of Montheim shorily after ins cunsing, and the Vampiress
Serutat had the car of many in Araby’s court at the time of
the Crusades: Historians who

When Lahmia fell. only o J r these find
ofoi st astiiboed | |
== S “B:h:ﬂmgﬂﬂmungmmd:dbﬂuﬂ in them only their downfall,
BRSO SR those £real wOmLn s m and many cunous scholars
i o, i have come w0 curious ends
fled from the forces of [ —NereraTa, Q UER of THE Laruass Rrvestigaing dhings best lek
Alcadizzar and then T S &

from Nl.gasll when he

tried 1o coerce them into being his soldiers and slaves.
Rejecring Nagash and the other bloodlines, Neferata and
her daughrers-in-darkness travelled 1o the Old World. As
strange hermit-women and the exotic consorts of chiefrains,
the sisterhood gave propheric advice as they gathered power
and influence amongst the primirive rribes dhey fownd there,

“They first exercived this power in an artack of the kingdom

of Strigos, which had fallen under the rule of Neferau's
heather. Afver the fall of Strigos, the Lahmians exercised
their power a second time, mising an army o take Silver
Pinnacle from the Dwarfs and make it their own.

From Silver Pinnacle, Neferara coordinared the Lahmians and
their manipulations. As Human civilisudon duneed. s 1o
did they, growing from consorts and hermits 1o ecoentric
nobles and seduciive spics. Remaining in her sronghold,
Neferara o changed, growing cold and idlke. As she fell
into the malaise that claims many ancienr Vampires, her
control of her agents waned. Their loyaloy was rested. and
me, like Lady d'Acques of Bretonnia, defied her rules
to make get of who they would. Others, like d'Acques’
granddaughter-in-darkness Kattarin, the Vampire Tzarina
of Kislev, deficd Neferata by secking power, preferring to
rule the Humans now rather than ar some ill-defined and
distane time when their queen deemed it right. Tor a time,
Lahmians squabbled and lougly amongst themselves, Theose

unknown,

PrLoTs AND MACHINATIONS

The ultimare aim of the Lahmian Sisterhood is the ultimate
alm of Meferaca herself: a oiumphant renurn o the cley of
Lahmia, where she may rule as the queen of a new Cult
of Bload that worships only her. This has not proven casy
to achieve. Lahmia, indeed the entite Land of the Dead,
is controlled by the Tomb Kings. Still, the sisterhood
sponsors cxpeditions to the Land of the Dead 1o barde
these dread-loeds or to recover items beloaging o them.
The tomb robbers, crusaders, and explorers who make up
these expeditions are unaware of the rrue motives of the
mystcrious women who act as their parrons.

It would not be cnough 1o regain Lahmia dhroush force of
zrms if it were sull 2 city of ruing. Lahmia must be regained
as it was at its height, complete with a population of willing
and worshipful slaves. To this end. the siscrhood has
devotees amongst the nobiliny, dduded pawns and lovers
who will one day, when their dominion is complete, lead
their people south.

Addirionally, those people must be willing blood-cattle,
unable to fight back. To this end, the Lahmians manipulite
religious conflicts, stirring up the age-old enmity between
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the cults of Sigmar and Ulric, Ulric and Fanald, Ranald ingluding lower-ranked sisters and morals who help them
and Shallya, and so on. Simultaneously, they encourage maintain the illusion of noble normalicy: Immediarely
humanistic ideas, helping agitators spread che word char beneath them are the inter-nuncios who, racher than living
the Goods are deceivers who have grown weak and old in their own mansions and posing as eccentric ladies as the
and should be disemned. Their h{:pc is po creare g world nuncios do, live in the houscholds of others as luy:l! wives
in which the Gods are abandoned, and without holy and daughrers, gathering information and manipulating
protection, their prey dare not resist. those around them through subtle means.

The Labmians have also protected mankind by Hiding in plain sight amongst the nobilicy is an casier task
strengthening them against other threats, Tv would achiove than it may seem. Noble women arve expected to behave
nothing to rule humanity only to warch them fall before in a highly codificd way; and those who follow the laws
the forces of Chaos, Nor weould it do o have the Obd World {'ﬁlxi.'ii.(ltlr.'ffl'.'. are allowed their cccentricities. Amangst the
fall to the Von Carsteing, whase control of the nobilicy of things proper ladies do not do is go our hunting, rour the
ﬂ}'h‘:!r]i;l anicd F}l‘.TiH(l.'it' AtEEMPLs t0 Wage War on the Empire L CaRate inspect the Sllrrotlllditlg villages, or o Lo

have been thorns in Meferaras side. war. They remain at home, keeping house
angl maintaining their complexion, When
they doleave the house, it is for social
cvents like gala balls or opening
evenings at the thearre. The

Meferata has grown ro hate all of the other bloodlines
over the vears for cheir failure to hold
Lahmia, their hetrayal when they
allowred Vashanesh o lead them

: majority of these evenrs happen
rathier than her, arid the sin A PP

e ; j P o rake place at night.
of existing and daring o rival *

her. Amongst her goals is the
downfall and enslavernent of the
ather bloodlines. 1t was doe 1o

As staying up late is a privilege
of the ruling class whe do
not need to rise carly for
a hard day'’s weork, ir is
considered pr:rﬁ‘c:ﬂ)' normal,

Meferata char the primitive tribes
attacked Strigos, Nourgul found his
passage into the emple of Myrmidia
where his doom waired unguarded, and
the Tsarevich Pavel Sociery strives
agains the infilrration of the Von

even fashionable, for the wealthy o

stay up until the early hours. Only

peasants eal before dusk—high

society dines as late as midoighrt.
(O occasions when they are
required 1o go oue by day, a

H & lady-like parasol can prevent
|

Carsteing to this day.

SocIETY

T il ’
Uniquely amongsr the

a Lahmian from visibly

smaoking in the sun should
bloodlines, the Lahmians live she be forced o step
alongside humanity, not in distant

towers, castles, ar cryprs, but inthe

downy From her
covered litter or
mansions and palaces of high sociery, as coach.
befits thieir station. They move invisibly
amongst-their viciims, performing

a dance char has many rules and
camplicared steps.

Sunlight 15 nor
the anly thing a
h s
sister needs o avaid, Haly
symbols and mirrors can
both reveal a Vampire's
crue sell Although

At the rop of Lahmian sociery is
Meferara, ‘Though she rarely leaves
thie Silver Pinnacle, she remains some Lahmians are lucky
enough to be immune o
heliness, chis is ot orue of

the enrite bBlocdline: Part of

in touch with her sisterhood
through a network of mortal
messengers and magical
scrving. Her most Fvoured
servants are siven the title

the craining sisters :mdc:rgn in
the Silver Pinnacle iz a partial
desensitisation o holincss,

s the instince 1o Hinch in is
presence is overtidden. They

nuncio; they are her
envays, secret diplomars
charged with shaping
history. They usually Ay fmever overcome
mzintain houscholds
of loval servants,

their susceptibilicy
complerely, however,
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and must spend their time judiciously avoiding and
minimising exposute o the temples, shrines, and priests
common in the Old World. No Lahmian wanes ro he
accidentally exposed by o clumay priest wearing a holy
pendante who leans in a lictle oo close.

The hand mirrors carvied by some are dises of polished

steel that distortany image that they are not held exoremely
close to and are an unreliable method of Vampire detection.
Real mirrors are too expensive for common folk, bur in the
homes of the wealthy where the sisters dwell, wall mirrors
are a status symbol. Another aspece of Neferata's training

is the subtle avoidance of such mirrors, ducking 1o smooth
a wrinkle in one’s skires ac the right moment or distracring
the attention of observers. Sometimes, @ sister Ay TCsOIT o
the clumsy method of “sccidentally” breaking a mirror thar
threatens to expose her,

In addirion to the sisterhood are Neferaea's handmaidens, the
Deathless Court of the Silver Pinoacle: There they learn the
ways of the Lahmians, practising their wiles on the foolish
mortils wha visit the Pinnacle hoping to rrade with that
communirty of isolared, rich strangers, discover the stores of
knowledge they are reputed ro hide, or gave upon the most
beautiful woman in the Old Wordd. The handmaidens also
vie for Neferata’s atcention, practising their manipulations
on ¢iach other in the Deathless Court's sociery in miniagure
where they may betray whilst smiling sweetly.

Thete arealso Lahmians in the wider world who are not loyval
members of the sisterhood bur regue agents who do not

bow to Meferara, Some use their abilicies for their own ends,
rejecting Neferara’s dream of Lahmia reborn, Others disobey
theie queen for gentler reasons; as the example of Neferara
and Vashanesh and even Viad and Tsabellz shows, the heares
of Vampires are vilnerable to more than merely sharpened
stakes, Even the Undead may know something akin vo love.
More than ence, 2 Lahmian has grown oo fond of her mortal
target and sither refused o end his lite when che arder came
or made him her ger contrary o the wishes of Meferara. These
rogues are shunned by their sisters, somerimes even hunred
down and destroyed. though Neferaeas loyal danghters find

lirtle pleasure in disposing of their wayward kin,

FEEDING AND BREEDING

To avoid arcracting unwanced arention, Lalimians tend
to feed on willing vietims. Some are men who belicve
they are engaged in passionare affairs, not realising every
torrid memory they have is 2 suggestion left behind by a
sared Vampire. Others are knowing participants, only too
willing to hare their necks in-revurn for Favours the powerful
sisterhood is able to grant. These acolyres of the Lahmians
may perform other services for their miseress; love-seruck
and loval, they do everything fraom carrying her litter 1o
grarding her whilse she sleeps. Fach dreams of becoming
her crernal paramour, but only the rarest of them ever do,
The Lahmians can be fickle, and when they tire of their

playthings maost feel no regres sbour ending them,




Lahumians try not o drain their victims dry 100 often, but
whin it happens. as it does on occasion, they are never so
gauche a5 to leave a bloodless corpse lying in the strect. Such
things invite all manner of questions and investigations that
can be difficult 1o cover up and may cven imvolve having thoe

dreadful, scruffy warchmen stomping around the parlour.

There is a distinction between members of the Lahmian
bloodline and full members of dhe Lahmian Siscrhood.
Young women with the desirzable anmibutes—allure being onc
of them—are “mmvited”™ to join the bloodline and sent 1o the
Silver Pinnacle where they 3ot 25 handmaidens 1o Neferan.
Here they train in vanous are, magical and manipularive, a1
the feer of their queen. Those who excel are made members
of the sisterhood and sent into the world to further Neferatan
aims, but there arc those who do not join the sisterhood and
remain ar the Silver Pinnacle serving their queen, passing on
their knowledge to the younghbloods, and if they are rruly
favoured by Neferam. tending w her many cans.

Some Lahmians bypass this period of rraining and make
the leap directly from moreal life into the sisterhood.
Usually, these are women in positions of power useful to
the Lahmians already, such as widows with conrrol over
their lare husband’s estates or young ladies abour to enter
into prestigious marriages. They are promaoted directly into
the sisterhood and trained by their mothers-in-darkness in
the field so that they may keep cheir former identivies and
maintain the illusion of moraliny,

Rarer still are those males who impress them enough o be
invited into the bloodline. It has been known to happen
thar an exceptional man joins the Lahmians, bur although
they join the bloodline, they are never allowed full access
to the inner circle of the Silver Pinnacle and, of course, are
never considered members of the sisterhood.

NOTABLE LAHMIANS

The following arc amongst the most powerful and well-
known of the Lahmians.

Lapy KHEMALLA

One of the oldest Lahmians, 1ady Khemalh, survived her city's
fall a1 Neferata's side. Through the ages she has taken many
names and identities. She has been Lady Lenore, the Vampire
Misrress of Mowsillon. Kamrina the Bloody, the Countess
Karmilla, Mirkalls von Leicheberg, Eleanos la Vioisine, and
doubtleis many others. As 2 nuncio of the ssrerhood, she travels
the world doing Neferata’s will Her specialry & the elimination
of Vampires of the other bloodlines who would threaten the
Lahmians’ grasp on power. To keep herself accupied over the
vears berween hunts, Khemalls wses her beaury o anracr men
of intellectual and artistic genius whose conversation belps her
pass the nights unril she tires of them. Khemalla has one of

the world’s most valuable collections of arrwork, containing
paintings produced by long-dead masters from da Venzio
Dari, and every single painting is a porreait of her,

e et e
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CHELSEA JoL

Lahmian Sister posed as a servant o infilerate the household
of the Thurzo family. The eagle-eyed lady of the house,
Erzebet Thurzo, spotied her new servant behaving strangely
and discovered her true nature. Belicving a Vampire's blood
will keep her young and beautiful, Erzcber has had Chelsea
locked up in the tower and hemmed in by holy symbeols,
petiodically daining her blood 10 bathe in. Word of this
has reached the sisterhood, and Erzeber will swiftly be
punished.

NEFERATA, Q UEEN
OF MYSTERIES AND SHADOWS

Neferara, chen Neferatem, was the daughrer of King
Lahmizzach of Nehekhara, and as a gitl, she expressed a wish
to join the Mormary Culr. Her father laughed at her and
expliined that women could not join the priesthood and,
indeed, could never learn magic. Instead, she was destined o
rule the city of Lahmia when she came of age.

Under the malign influence of High Priest Wsoran, one
of Nagash's spies, she used this position ro save some

of the Great Necromancer's works from the pyres and
studicd them herself. With these works and Wioran's
aid, she distilled the Elixir of Life, and they became the
first Vampires. They cast che priests out of Lahmia and
replaced chem with their own cult dedicated o Nagash,
based around the Temple of Blood. Not all the peaple
of Lahmia appreciated this. After all, it was Lahmia that
first rebelled against Nagash, When the people rose up
against Neferatem, she emerged at the head of her court of
Vampires to destroy the rebels umerly.

Nelerata ruled Lahmia alone for many decades, until a
relative of hers called Vashanesh, who was also of Nagash's
blood, brought news that General Setep had ousted her
family from the throne of Bhemri. Vashancsh had been

a commuander in Sereps armmy and knew much of mcrics
Neferata gave him the Elixir of Life and made him her king,
misch 1o Abhorash’s jralous dismay. Bur even with Vashanesh,
Lahmia could not stand against all of Nehckhara when the
holy war finally came. The Temple of Blood burncd, and
Neferata and her court fied 1o Nagashizzar

Nagash madc the Vampires his soldiers, under the
command of Vashanesh. Now it was Neferara’s tum o

be jealous of him. Her years of worship were repaid with
nothing. Magash mzde her his vassal and commanded her
o arrack his encmics like a dog. The anger rowands men she
had felt as 2 youth forbidden from joining the priesthood
resurfaced. When Vashanesh fell and Nagash's control was
broken, she fled 1o the norch, determined o never again
take orders from a man.

Maving amongse the primitive men of the Hedgling naticons of
the Old World, she planted her spies, her network of sisters-in-
ilarkness who have secretly influenced the Humans since the




carlies: dovs. Raising an army of the dead. she rook the Silver
Pinmacle from the Dhwarks in a singde night, an act thar carned
her the tide “Queen of Exil” in the Book of Gruders.

IHer home is built in the stvle of Lahmia, lrtered with abjects
saved from its fall. She has 3 new court compased of the
Lndead, foolish monals under her spell, and her cars. Here
she lives 2 life of hedonium and ploming. Hidden behind
scven veils, she pulls the strings that will one dav pant her in
control of an army of Vampires 1o take back the Land of the
Diead and enchrone her as i queen.

Neferara still looks like the beauriful young woman she was
when she ruled Lahmia, though her sunles exisrence has
given her pure white skin, and her eyes have urned yellow,
Long black tresses frame an exquisice face tha is sull capable
ol inspiring worship, though it is incapable of expressing pity,

GENEVIEVE DIEUDONNE

A rogue Lahmian, Genevieve is the daughrer-in-darkness
of Chandasnac who was in turn made a Vampire by Lady
Melissa d'Acques withour the permission of Neferata. In
life, Genevieve was a Beeronnian child of court before she
was turmed ax the age of sisteen. For over six cennuries, she
has mavelled the wordd a5 an outlaw, a slave, 2 student. a
bodyguand, an adventurer. and many other thimgs. Most
nodtable was her boicl role as unlikely horo when she was
instremental m saving Karl Franz from an assssunanion
attermnpt. She was grudgingly allowed o take up public
residence in Altdod with her momnal lover, dhe famied
plavwright Dieref Sierck. Unsurprisingly, this did nor

impress many of the locals, including the pricsts of Morr,

bur arrempes 1o have her un-life ended, ranging from
political nmachinations to a mob’ public lynching, filed. The
sisterhood secretly protect her; despice her statos as 2 thied-
gencrtion rogue with no place amongst the oo Lahmians,
she & valued for her ability 1o influence the minds of mortals
into softening wowards Vampires, so they will be all the more
pliant and willing skives when Neferata makes them hers

AnTiOCHUS BLAND

In life, Antiochus Bland was a zcalous pricst of Morr who
politicked his way to the rank of Temple Facher of Aledorf.
He used his position to begin a popular campaign against
the Undead of the cliy—Aledort is rumoured to contain a
small buc thriving communicy of Vampires, perhaps because
its population is large cnough, and compressed enough, w
hide them, Bland used these rumours tostir the Adedord
mob into a frenzy thar reached irs srrange conclusion when
he was turned by a Vampire of the Lahmian bloadline,
effectively defusing hix war against the undying ones before
it could truly begin.

Bland = still remple father. but he conmols the Marrian
monastery through his puppet Farher Knock, who handles
most of the dradgery involved with mainaming the site.
Bland dofacrs himself in 2 scoure cell in the cemple, where
he speaks 1o his minion through 2 window in the door—and
where his minion defivers the beasis on which the Vampire
feads. Knock serves Bland becuse he believes only Morr has
the right 1o strike down one of his own prissts, so he refuses
to slay the Undead remple farher Thus far, he has maintained
the secrex, but b fears Iif word spreads 1o the rest of the
monks, the entire complex would collapse from infighring.

And what of Bland himselff His self-loathing consumes
him: he bathes and blesses his unclean new body all night
long, and he burned himsell on haly symbols before they
were taken from him. Facher Knock insures char Bland

has animals to feed on (though Bland Feeds only when his
hunger conquers his disgust) and observes him through a
peephole, making notes for his treatise on the Undead and
how they pose litile real threat 1o the living. Knock believes
that the people’s lear of Vampire s mosdy unfounded and
thar the cult has wasted oo much time and moncy hunting
exaggerated legends when it should be concentrating on i
role helpine the bereaved and burying the dead

Antiochus Bland
Lzhmian Theall, ex-Priest of Mo, cx-Inirkase
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Skills: Acadernic Knowdedge {the Ars, Genealogy/Heraldry,
Hisrory, Mecromaney, Philesophy, Theology), Channelling,
Charm + 10%, Command, Commen Knowledge (the
Empire, Tilea), Concealment, Dadge Blow, Bvaluate, Gossip
+20%, Hagele, Heal, Intimidace, Magical Sense, Perceprion
P 10%%, Performer (Actor, Storpreller), ReadMrire, Hide,
Search, Silent Move, Speak Arcane Language fi"n.-{ag,i-;kj,
Speak Language (Classical, Reikspiel, Tilean), Trade
tEmbalmer)

Talents: Dark Magic, Etiquerte, Lighming Reflexes, Master
Orator, Menacing, Petty Magic (Divine). Pablic Speaking,
Cuick Drawy Resistance o Poison, Schemer, Strike o
Sun, Suave

Traits: Blood Gift {Bloed Dirain, Defy the Dawn,
Dlgmination, Mamral Necromancer, Pass for Human,
Vampires' Curse), Frightening, Keen Senses, Narural
Weapons (Claws, Fangs), Night Vision, Undead

Mage: Blansd mo longer has gocess v dris divine spedls Whether
Moy bas sivhelnmen his pavonage or Blands o sedfSelisgus
prevents bim from manipalating the Winde i ap t yos.

Insanities: Heart of Despair

Armour: MNone

Weapons: Claws, Fangs

Trappings: 'raver Book, Religious Symbal of More, Robes,

Writing it

BaroONESs HELENA voN CULPER

Amongsr the Emperor’s advisors in the Council of Stare is the
Chamberlain of the Seal. Whilst the chamberlzin performs
the diplomaric duty of managing foreign relations. he is also
the unofficial master of the Emperor’s spies and assassins, For
this reason, the pesition of chamberlusin s one the Lahmians
have long sought control over,

The previous Chamberlain, Cteo von Bitternach, known as
the Iron Graf for his pragmarism and strengeh of will, was
immune te the Lahmiang' charms and plovs for the duration
of his service, first 1o Luitpold, then to Karl Franz. When
old age finally claimed Birternach, strings were pulled, and

2 more pliant replacement was found, Baron Amadeus
Mencken is an apprehensive and uncertain man who was
easily convinced of a need to clean house when he rook aver
the position, and he appointed Baroness Helena von Culper
as 2 Master of the Komission of the Imperial Archives, one of
the Empires chief information-gathering agencies.

Baroness von Culper has used this position ro collect uscful
conbdence 1hae is then passed on o ather members of the
sisterhood o allow them o better manipulate their targets.
One of her aims is to verify the existence of a rumoured
nerwork of magister-spies wha are so secret that even the

Emperor is not kept aware of their acrivities. 3o far, she has
found ne evidence proving or disproving their existence.

These spries who report 1o the Alrdorf townhouse in which
the baroness dwells are impressed by her cover. She appears
to be an independent and striking widow whio spends most
of her time acting as an aunt and chaperone to the young

socialites of the city, and few would suspecr her of being a
master of deeper intrigues.

BaronessHelenavon Culpey

Lahmian Counr, ex-Thrall, ex-Spy, ex-Courtier, cx-INoble

Main Profile

WS | BS 5 T Ag | Int | WP | Fel
G5% | 48% | 62% | 63% | 67% | 60% | B4% | OG6%

Secondary Profile

A w 5B Th i Mag | 1P FP
3 21 f [ I 1 i ﬂ

Skifls: Academic Knnw]cdgt: (cthe Arcs, Gr.n&:i]ngy."Hrr:!]{]r:,',
History, Mecromancy, Philosephy), Blather, Channelling,
Charm +20%, Command, Common Knowledge
(Bretonniz, Dwarls, the Empire +10%), Concealment,
Disguise +10%; Dﬂdgﬂ" Blowe, Faaluare +200%, Follow Trail,
Gossip +20%, Haggle, Intimidate, Lip Reading, Magical
Sense, Perceprion +10%, Performer (Acton, Dancer,
Musician), Pick Lock, Prepare Poison, Read MNvite, Ride,
Seale Sheer Surface, Search, Secret I.ﬂngu;tgﬂ: {Thieves’
Tongue), Shadewing + 10%%0, Silent Move, Sleight of
Hand, Speak Arcane Language {Mag'[cl-;.}, Sprajr. Language
(Breton, Classical, Reikspiel +10%), Toriure

Talents: Acchyric Acunement, Coolheaded, Dark Magic,
[Dcalmaker, Edquerte, Flee!, Linguistics, Marksman, Peroy
Magic [Arcane), Public Speaking, Quick Draw, Saviy,
Schemer, Specialiss Weapon Group (Fencing, Parrying],
Suave

Traits: Blood Gift (Acthyric Cipher, Blood Dirain, Diefy
the D, Domination, Familiar Farme—Car, Natural
Mecromancer, Pass for Human, Unballowed Soul,
Vampires' Curse), Frightening, Feen Senses, Natural
Weapons (Claws, Fangs), Might Vision, Undead

Armour: MNone

Weapons: Claws, Fangs, Main Gauche, Ragier

Trappings: Disguise Kir, Nobles Garh, 4 Homing Pigeons,
Riding Horge with Saddle and Harness, Jewellery worch
300 gr, Maner Vouse in Alrdorf, Neowork of 10 Spics,
Waler, 100 gv

LAIRS OF THE LAHMIANS

Caves, cryprs, and dusty keeps are nor worthy of Neferatas
brood, who will settle un!}' for thie finest uf-]odgings, such s
these.

SILVER PmNACLE

Mear Karak Ungor, ar the highest poine of the World's Edge
Mountains, is a former stronghold where Dwarfs once mined
for sibver and precious gems. After the mine was empricd of
silver but long before the Dwarfs were prepared to leave ir, i
was taken from them by Boree in 2 single night. A legion of
Undead surged through the runnels, brucally driving our the
Drwearfs.

——




With the Dwarfs gone, Neferara rebuile Silver Pinnacle,
rransforming it from 3 funcrional sronghold
o a mirror of her palace in Lahmia. In

the innermost chambers, which ace lir by
torches, she has rebuile the splendour of
thar ancient city. The scents of burning
incense and perfumed oils fill the air. The
walls are covered in hieroglyphics picked

out with gemstonss and gold. Saues with
Lapis lazuli eyes stare down 21 beguriful
Vampire handmaidens wearing the
clothes of Nehekhara. Purebred cats

of ancient breeds walk where they

will and have Free reign of the palace,
Here, Neferata idly pulls che strings

thar change history, whilst she drinks
the blood of beauriful youths and

listens 1o the music her Undead children
make.

Surrounding the courr is a nerwork of trapped

passages and Undead guards covered from head 1o toe in
black. Only these morrals of the queen’s choosing are allowed
past them. Certin guileless Knighes of Bretonnian and

greedy merchants with exotic goods who have heard legends

are given audience with the queen. As the heart of the count
i her chamber, where she conduos business from behind
seven silken veils. Those who visit the Silver Pinnacle are nos
informed of the true narure of whar they sec there; and those
who are allowed o leave have spread exaggerated tales of the
banquets they are permitted 10 atrend (ar which only they
seem to have an appetite) and of the wonders they have seen,
encouraging others to visit the Silver Pinnacle and. perhaps,
never leave.

SONNENTAL

In the northern Border Princes, in the shadow of the haunied
Geistenmund Hills, lies the rown of Sonnental. Originally
founded by Tmperial exiles, Sonnental now has a darker
heritage. The town’s walls are guarded by the Undead, not
only to keep the marauders und Greenskins our, bur also

tor keep the inhabicants in. The Lahmian Sisterhood sules
Sonnental—a mintature model of how the diry of Lahmia
will look when its long-lost danghners finally return.

By day, the people of Sonnenral go about their dreary lives.
The prefrmred servants of the Lahmians are allowed out of
town to work the farms; always under the watchful guard

of the Yampires' Undead servants—Zombies and Wighes
taken from the barrows in the hills. These servants also ravel
further afield, kidnapping rravellers and rthose who will noc
be missed, dragging them back v Sonnental 1o replenish the
town's ever-dwindling population.

By night, the people huddle in their homes as beauriful
figures clothed in the clegant costumes the people slave o
create walk the streews, selecring those they wish to leed on.

of the beautiful palace hidden in the mounrains approach and

lThose who cooperate with the Vampises may win immunity

for themsclves and cheir bouseholds, cither by informing on

those who atrempt 10 cscape or organise
uprisings, or by cralting especially arnate
picces of fnery for their mistresses to wear,

New arrivals 1o Sonnenral are surprised by how
cowed the citizenry are. Partly, this situation
is caused by the Lahmbins preternamiral abilicy
1o dominarc those around them, bur dhore is
maore 1o it than magic. In the war-tom and
unstable Border Princes, Sonncnial is a
rare outpost of relative safery, at least
ter threacs from wichout, Compared
to the tavening hordes wandering the
countryside, the Vampires are ar least a
threar that can be bargained with. Most
of the rownspeople concentrate an finding
ways 1o make themschves uscful ro dheir dark
mistresses rather than oying w defear them—
and those whao do plot against them are publicly made
examples of, their drained and murilated corpses gibbeted in
the town square for all 1o see,

ADVENTURE HOOKS

All of the following adventure hools are excellent starring
points for designing advenrures thar prominently feanare
Lahmians.

Sisters of Mercy

Jusr ougside Aledorf is 2 Shallyan rerrear; a laundry thar gives
a home to wayward young ladies and eaens money for the
cult’s good works. The PCs are hired to find a missing girl
and discover her there, bur not everything is a5 it secmns ar the
retreat. The girls are overworked, misteeared, and kepr locked
up. and the mother-healer is a brural misires who belieres
her wards must be cleansed of corruption and deviancy. If
word gers out, it will be bad for the Shallyans, who will find
their good name tarnished, agitarors speaking out against
them, and their donations dropping sharply. This is exactly
what the Lahmians want. The mother-healer is one of their
own with a resistance o holiness who aims o ruin the
Shallyans of Alrdorf, whose wemples would otherwise provide
refuge to the citizens when the Lihmisne seire conrol.

The Tomb of Doom '

A velled widow shows the adventurers 2 map that was amongst
thee items she inherited from her husband: Ie derails a tomb in
the Land of the Dead, filled wich treasure. She oflers o fund

a journey there, asking only for a share of the profics. After a
dangerous journcy through the desere, facing the elements, the
Uindead, and devilech aps, dhey renm widh the irezsore only o
find char the widow is a Lshmian who is unwilling 1o serie for
her share and wishes 10 mke the et of the waluable ansfacs by |
foree, |
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Whr.-n their great library was burned o the ground by
fearful mortals, many Neerarchs remained o burn

with it. so strong was their devodion o knowledge. The
Mecrarchs are the most learned of Vampines, more skilled

at sorcery than with the blade. These deills have come at a
price, however. The appearance of the Necrarchs has grown so
hideous and unnatural ther an ordinary man cannot bear 10
look upon them. and many run screaming ar the sight

HisTORY

Of all the trucborn Vampires, only Woran, founder of the
MNecrarch bloodline and so-called “Farher of Vampines,” was
truly loyal 1o Nagash. Neferata worshipped Magash for a
time bur felt betrayed by his choice of Vashanesh over her to
lead the Vampires, and the others chose to ally with Nagash
only out of convenience. So it was that when Nagash fell,
W'saran was the only rruchorm ac his side o lay claim to the
CGiren Mecromancer’s works.
With these, amd a select group
of Nagash's acolytes, Wioran
Hed from the Land of the Dead
to continue working rowards J
Nagish's dream in safety. ]

Wisoran began work on

the Grimoire Necronium,
which contained not only a
distillation of Nagash's magic
bur also a series of prophecies showing Wsoran's vision of
the future: a world of botes populated only by the dead

and ruled by his bloodline. These was one Haw with this
dream of an empire of corpses—the lack of sources of

blood. Thus, Wisoran scarched for ways o relieve himsell

of the red thira. Powerful necromantic magic made him
less dependent on fecding than other Vampires, so he could
go for months or years withour blood. There was a price,
however. His reliance on pure dark magic, rather than blood
alone, to give him power caused his visage w grow hideous
and CoTpss -fike

When W oran granied the Blood Kiss 1o his aging acolyres
ehiz curse was passed 1o them s well. By drawing on the
power of True Dhar 1o a far grearer degree than other
Vampires, their forms grow as twisted 2¢ their master's. Over
time, their minds twisted along with their bodies, and many
sank into madness. One soch unforrunare was Melkhior,

grearest of Wsoran's apprentices, who slew and are his master.

Fearing for their unlives after this coup. the Necraschs
separated. Each suffered paranoid delusions, and although
they all worked towanls the same end, none of them trusted
each other. ‘They settled in all the narions of the Old World,
andd the paranoid mnnngs thar passed for communications
between them slowly grew silent.

“Forever there shell be cold under the sun,
Rivers will run dry and the forests wither,
The stars shall grow dim, flicker and die, j
And dearh shall reign from forever to forever.” \

—Fnom THE Brack CURSE OF THE NECRARCHS |

Esalia was the chosen land of Nourgul, who had been with
Whoran and Nagash in their carlicn dayvs. Even then, he
drcamed of conquess and had observed Nagash's 1echniques
and tactics dosclv. In 1750 he followed through on his plans.
raised an army of the dead 1ens of thousands strong, and
waged war on the pery kingdoms of Estalia, Wherever he
conqucrcd, he gathered grimoire and ancfacts, from the
peiticst winkers w the mosz potent tomes. His ultimate aim
was to possess the Tome of Wisdom, which was kept in the
city of Magritea. Nourgul's army Lid sicge o the ciry for a
month, at the end of which the defenders fell scrangely silent
Victorious, Nourgul flew into the city on his steed, a giganric

/ampire Bar. and cnwred the temple of Myrmidia where the
Tome of Wisdom was housed. It was in that remple, boside
the book he so prized, that his burng ashes were found. No
one has over cxplainad this wrn of events.

Far to the north, in the Forcst of Shadows, Melkhior the
Ancient pursucd the Necrarchs’ dream in a much more
subdued fashion. Now
hopelessly mad, he saw
lirtle but his bizarre visions.
occasionally going on a
mepage amongst his servants
o avoieh the tedium, One of
these servants, the Necrarch

| Zacharlas, sought to repeat

" Melkhior's defeat of Wsoran

and fought Melkhior in

a magical duel. Melkhior was the vicoor, bur years later
Lacharias rerurned, somehow vastly more powerful than he
had been, and had his revenge on Melkhior.

Such is the Necanch way. They are masters of necromancy,
alchemy, and all of the natural philosophies but are hampered
by the depth of their madness and distruse,

PROPHECIES AND
MACHINATIONS

Ever since Wsoran had his grand vison of 2 funure made of
bones and desd fech, his Mecrarchs have placed great store

in prophecy and fite_ Thev spend much time antempring

to divine the fmare, pecring through the mists of time and
reconding their visions. Melkhior the Ancient painted his
visions onto canvases of Acsh, some of which il sereamed ar
his touch, but most prefee 1o record such things in tomes fike
the Grimoire Necroniam.

To bring about the face seen in these prophecies, the
Necrarchs conduet their rescarch inro the living and the
Undead so thar they may mare fully understand how one is
made into the other in preparation for the day when all of
the living become their eternal servants. At Geheimnisnachs,
when both moons are full, the Necrarchs cast dark spells to
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hlight the land, sucking the life our of an area and bringing

plans closer. one patch of scorched carth at 2 time

SOCIETY

[ preferred dwellings of Necrarchs are forbidding towers in
the wilderness. There are several reasons for this. The vantge
point of a tall rower gives greater aceess oo Azvr the Blue
Wind of Magic, which the Necrarchs observe to cain insights
into the furtare. A tower is casily defensible, and siven their

relarive fack of a necd for blood. the Mecrarchs peefer to shy

mway from civilisaton. Most of all, whether they admirt i or
not, dwelling at the base of the heavens brings the Necrarchs
OF all the

Vampires, Necrarchs are the most intercsted in the Undead

choser to what thoy sce themschoes 23 Caods

as replacements for the living, which they soe 25 the weak
and Hawed crearions of weak and Hawed Gods. Their T
are shared with improved forms of life, ther own monsirous
necromantic creatons. These patchwirk creamres are created
from Hesh and Inanimate objecrs melded with darck sorceries

and Forced into o ewitching semblance of life,

As well as such necromantic experimenting, Mecrarchs seek
o master 2 varicety of namral p[‘:ilu-.uph:{ 5 LL'pcnd'lr;i‘-'_ 0n
their indinations. A Necrarch may be a master of asmoooomy
alchemy, engineening, of any of the swienoes 38 3 maner of

course. They are also mastens of sclf-knowleder. MNoomrchs know

the srenerhs and weakineses of thar own kind b than am
anil perhaps, this & another reason for their solaoon. Betraval

is a constant threat o the Nocrarchs, They jealously hoand

knowledee from each other; their children-in-dadknes are often
their apprentices—and it is in the natune of apprentices o seck
1o surpass their masters even if it means thelt and muorder, This
division is whar has prevenred chem from conguering a narion
of their own. At from Noursul’s march across Estalia, most

iF

Mecrarchs refmin from shoet-term empire-bullding, preferring
to dream of a funure free of the living and slowly build ther
own mimemzre kingdoms of the Undead and the ouncast
Mecrarchs. Murangs and other

freaks find acceprance thar they could never bod amongst

Chutcasts ane drawn b

Humans. These dregs of socery serve as lab assistancs,
occasional food sources, experimental subjecrs, and

potcnrial apprentices. They also venrure our for supplies and

protect their masters during davlight hours, as well as invite

Mecrarchs acress threshalds,

FEEDING AND BREEDING

Mecrarchs fed the need 1o drink blood only arely. They

Mmay &0 hor moanths or even vears withoue e W hen Y ‘!n

fevd. it = often on the ourcass they surround themaelves
1

with. However, this is not always the case. Some Mecrardhs

prefer o ghur themsedves when they fead, bringing along theis

CTVANTS 10 h{il* them zain access o the abodes of dhe bving.
wherein they slay entire familics in mad bloodlust befon
returning 1o their towers 1o pass away the next lew years in

quier study before they must feed again,




“/ Chapter V: The Bloodlines

Mecrarchs make a poine of studying their own thirst for
blood. Reducing the frequency with which they feed is nor
enough; they seck to ultimarely free themselves of the chirse
complercly. Thus far, only Zacharias the Everliving has

Founed the secret 1o this, Other Mecrarchs have experimented
with murning themselves into mobile nexuses of darde magic,
replacing the need for blood with a need for Warpstone, or
recremting the Elixir of Life to Nagashs original recipe, bug all
have failed. Many have failed catascrophically, becoming even
more warped than they already are. They become bloared
abominatiens thar cannor walk, bestizl crearures worse than
the Striged, wwful things lilke Chaes Spawn with impossible
torms too bizaree o hold together

Mecrarchs typically chioose their mest gifted apprenvices ro
receive the Blood Kiss: Iris eare for 2 Necrarch o find ene
they feel safe in granting this power to, as it may be tarned
against them This is why they are the least numerous of che
Ioemdlines. Newly turned MNecrarchs do noet gain their cvisted
appearance immediately, but it does not take long, Within a
month they have been reduced ro skeleal lgures of nightmare,
T these early days of their existence, they hunger for blood as
miuch i a novmal Vampive, drinking large quantities to power
the second translormation from mionster to abominacion, This
harrowing sxperience often shatrers whar licle sanity they have

lefr.

Dhuring this time, they also develop the powerful Wirchsighe
of the Necrarchs, They see the spiries of the dead as clearly as
if they were solid, and the Winds of Magic appear more real
than the sky or the trees, Conversely, the real world appears
insubstantial and barely there, This causes the Mecrarchs

to become disconnecred from the world, As the endless
years pass, they begin treating their surroundings as torally
irrelevant.

Traditionally, Necrarchs take a Nehekharan name upon
joining their ranks, leaving their old name behind along with
their old life. This custom is shared by those necromancers
who dedicate themselves to Nagash.

_.._:___,\_'_,__\(:—'—_

NOTABLE NECRARCHS

‘The following are amongst the muosi lmwa:rflul and well
keniowen of the Mecrarchs,

DinToMaz

The madhouse of Lembrooke was built by the Physician’
Guild, not to grant succour o the insane, as the pricstesses
of Shallya do in their hospices, butas a home for the soudy of
the deranged in a secludad location where only the beasts and
trees would be able to hear the sereams. Lembrooke was run
by docrors Feder and Teer, whe were ar the forefront of their
field, using such forwserd-thinking techniques as trepanarion
1o ler the roublesome Dacmons out through holes in the
skull, thyroid rerooval, heared brands, and mild poisoning.

Orwver the years, a handful of their subjeers escaped into the
sutrounding councryside, bus this was enly 1o be expecred.
The point of building Lembrooke far from civilisarion was
precisely so that these incidents wouldn'T canse trouble with
the neighbours, One of those escapees, whe suffered from a
case of Feder's Vexatious Forgetlulness so badly thar he only
answered cothe name of “Nummersichen” because v was
written on the door of his cell, wandered in the wilderness
until chance crossed his path with tharof the Necraich
Dintomae. Dintomaz sought help with experiments of his
oivr: 2nd foand Nummersichen to be 3 useful servant. When
Dingomaz discerned from his servanc’s amblings thar there
was an entire building full of potentially useful servanis—and
subjects—nearby, he was intrigued,

For one night the screams of the physicians joined the
scrcams of the parients as Dintomaz made it known char
Lembrooke belonged o him and thar ies inhalitants would
gerve him, whether living or dead.

A grander experiment takes place in those darle balls now.
In life, Dinromaz had been 2 decromancer obsessed with
contacting the dead, in Undeath he is 2 maseer of controlling

CROSSING THRESHOLDS

For reasons unknown, the Necrarchs have a weakness rare amongse the other bloodlines: they are unable to enter buildings
that have been made homes by the living unless they are invited, Some say Nagash cursed them this way, Intending o use the
Mecrarchs as lictde more than assistansg in his rescarch, he wished to keep them from the distractions of humanity, Others say
the Mecrarchs” harred of life i so strong that they are repelled by the places where it is songesr.

An uninvited Necearch encounters a physical barrier ac such a threshold char only an intense application of mental strength
will allow bim o crass. The Necrareh muay spend a full action and make a Very Hard (-30%:) Will Power Test to force himself
rhrough this barrier. Whether he passes or fails, the attempt causes 2410 Wounds. Given the risk, most Necrarchs prefer to
gain invitation by smuggling ene of their cronics into the dwelling or controlling the mind of an inhabitant,

‘The definition of a building that has been made a home by che living is purposefully left vague to suit the purposes of your
games. You could decide char specifically only homes are included, and public buildings like temples and taverns do not give
sancruary. If you decide only homes that have been buile from the ground up form such barriers, chen, in your campaign,
Mecrarchs will be able to enter caves thar have bren made into homes, including Diwartholds or the caves of Parravon,




spirits. By placing the ghosts under his command inside the
addled minds of lunatics, he has gained 3 small army of the
livine he can control a5 csily as any Zombic. The Lembrooke
lumatics suffer none of the usial weaknesses of the Undead and
can exsily travel amongst the living, gathering more subjecrs for
Dintomaz and preparing for the day when they cast down the
society that cast them ot

Louis CYPHER

A Bretonnian Necrarch, Louis Cypher sought to increase his
magical abilities by absorbing the stored power of the ancient
standing stones thae are scarered over the Old World. Witch
each stone he uprooted. his power grew, as did his legion

of the damned. Some say those stones were erected by the
Elves before their war with the Dwarks, and Louis Cypher
evidently belicved this because he took his army aboard 2 fleet
of ghostly ships and miled o the land of Ulthuan. He has no
been heard of since, and whether he was eradicared by the
Hich Elves or if he fights them sill for the magic locked into

ther ncrwork of standing stoncs. none can say.

MELKHIOR THE ANCIENT

Medllchior was the hiree Necrarch created by Wsoran. In his
toweer in the Forest of Shadows, he conrinued W soran’
work on the Grimoire Necronium, his visions of thie farire
growing more disturbed gver the cencuries as his sanicy
cracked furtherand hurther. Eventually, his visions grew

so vivid they could not be depicted in prose, and he began
painting on canvases of skin_His dungeons were hlled

with the living for him to rorment. He often turmned his

mad attentions on his loval servants as well, unidl Zacharias
challenged him and, eventually, defeared him. Melkhior was
not desroyed., however, but slumbers whils: regaining his
srrengrh so that he can return o revenge himsclf upon his

wayward student

Mapame KALFON

Ihe forested Dukedom of Parravon borders on the lands of
the Fay, who steal away children gifred with magical ralenc.
Mudame Kalfon's parents, seeing the dishes mysteriously leap
into the air and then sharrer when their baby daughrer was
in tears, soughe to hide her and her obvious gift from the Fay
by abandoning her in the mountains, cheir peasant heads
full of nonscnse firviales abour kindly hermics who roak in

toundlings. In a way, the fairyale came true.

Helotse Kalfon was taken in and given her name by a band
of Mutanx livine in the Grey Mounezins. A peacetul group,
they treaved her well despite her bk of deformitics and the

rhi

straner thinex that happened whenever she threw 3 tanomom.
: = PPc

Eventually, these Mutants came 1o the aniention of the
MNecrarch Chigaru, who was investigaring the ruins of an
infamous cactle from his base in the mounrains. Chigaru ook
the outcases in and provided sheleer and food in retumn for
loyal service. Secing the potendal in Heloise and believing
her youth would make her easy to conerol, he made her

his get, thongh she was only rwelve years old. This did nor
do much For her sanity, Meither did watching as Chigaru
used the techniques he had learned from a grimoire looted
from the castle o further musare her surrogare Bumily into
yet more twisted formas until their bodics broke from the
arain. Helotse spitefully pushed her father-in-darkness from
the tower for revenge, and the hated man fell onto a spike,
impaling him so that he was apped belpless until the firs

rays of the sun scoured his presence from existence

laking the mame “Madame Kalfon™ 1o mzke her scem moee
grown-up, the diminurtive Necrarch ook over Chigara’s vower
and made s wondrous wys her own. Over the years, she has
mastered the techniques of creating new life with a childlike
glec, pulling beings apare and puming them back wgerher in
unuswal combinations as she would with any dall, Chigan's
tower is now full of the precocions girls playthings and friends.

Madame Kalfon knows why her parents abandoned her and
nrurses a special grudge owards the Fay for stealing children
like her away. Looking down from her tower towards the
Wildwood at the exstern end of Adhel Loren she saw 2 means
of satiating her necd for revenge and her constant curiosiny:
Madame Kalfon captured 2 swarm of dhe Fay nature spiris

called Spita:s nd hqt.m wsing them in her experiments

Although they were spirits, they were noc Ghosts and could
not be conmolled by the usual necomantic rechniques. The
spirits had physical forms, bur shorty afier they died. these
forms dissolved, making it impossible o reanimate them
She experimented obsessively until she siruck the right
combination of preserving chemicals and limb-replacement




.:.I é

BaTseiTE i

The Barspite is a flying Spite thar has had its gossamier
wings replaced with more durable bar wings, as well 2%
ther cosmetic improvements. [rs hands and legs are
animal claws, and some of its flech hac been replaced
with leathery bar-skin to create a ngpad pesiry solid
enough to hold together the semi-solid substance Spites
are composed of. Now the Barspice flits around Madame
Kalfon's tower at night. squeaking its beauriful music o

warn ber of anyvone’s approach.

— Barspire Statistics —

Main Profilc

Mag

2 (%) i i i

Skills: Concealment +10%, Dod.gu: Bl
Talents: Flicr, Natural Weapons, T\:ighl’ Vision, Undead
Special Rules:

» Mindless: The Batspire is an animared corpse with no
mind of its owrn. 1t has no Intelligence, Will Power,
ar Fellowship, and it can never ake or fail reses based
an these characrerisrics,

Armour: MNone
Weapon: Claws
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to create something solid enough o be reanimared. And
so another form of life was conquered and added 10 her

mntaint op mcn .'Igf‘.'lf.

Madame Kalfon

Necrarch Journeyman Wizard. ex-Apprentice Wizard, ex-

“Theall

Main Prohlc

WS | BS 5 T Ag It | WP | Rl
i0% | 38% | 63% | 6% | 65% | 499% | 560% | 25%
A w SB | TB M | Mag | IP FP
1 21 ] G G 2 5 0

Skills: Academic Know ledge (Astronomy, Genealogy
Heraldry, History. Magic +10%, Necromancy +109%),
Channelling + 10%, Charm, Command, Common
Knowledge (Bretonnia « 10%, Elves, the Empire),
Concealment, Dodge Blow, Evaluare, Gossip, Intimidare.

Magical Sense. Perception, Prepare Poison, ReadWrite
+ 1 0%, Ride, Search, Shadowing, Silent Move, Sleight ol
Haed, Speak Arcane Languaze (Magick) +10%, Speak
Language (Breton, Classical, Eltharin, Reikspiel), Torture

Chapter V: The Bloodlines

SPIDERSPITE

Madame Kalfon's carly experiments with the Spites viclded
many failures. One of the carlics muccesses came from
abandoning her amempts 1o restore the Spites” ability 1o

Hy and instead melding them ro the bodics of spiders. She
areared this minimrure horror with the torso of 2 dead faeric
mountcd on the body of a furry, black spider Envenomed
mandibles mar i facc. The Spidenspite scurrics around
her tower, gerring underfoos and being a nuisance. Visitors
who are oot Immuone o s venomous bites wall find i

mene than 2 nuisance, however

— Spiderspirte Statistics —

Main Profile

WS BS 5 T Ag Int | WP | Fel

185 %% 2% 1096 | 46% —
| A W SB | TB M | Mag | IT Fr
| 1 i 2 | ¥t l L} 0

Skills: Concealment + 10%, Silent Move + 105
\ Talents: Natural Weapons, Night Vision, Undead
[ Special Rules:

| = Mindless: The Spiderspite is an animared corpse

with rio mind of its own, It has no Intelligence, Will

| Power, or Fellowship, and can never take or fail rests
| " .

| based on these characteristics.

| = Veromons Birer An arrack thar infices ar least 1

Wound deals 2 addirional Wounds unless the ranget
1' succesds ata Toughness Tesu
= Wall Cliwbing: The Spidenspite can clamber up and
down walls with its sticky fect, just like 2 normal
Spidﬁ‘::. I can climb walls ar its normal movement mare.
Armoar: MNone
Wespons: Bire

Taleats: Acute Hearing, Acthyric Anunement, Dark Lose
(Necromancy), Dark Magic, Fast Hands, Lesser Magic
(Dispel. Magic Lock}, Moditation, Perry Magic (Ancanc)

Traits: Blood Gift (Blood Dirain, Blood-sared. Corrupred
Innocence, Deathsighe, Narural Necromancer, Vampires”
Cursel., Keen Senses, MNarural "-Im{mm (Claws, F.prl_\,_"l. %
Nighr Vision, Terrifying, Undead

Armour: None

Weapons: Claws. Fangs

Trappings: Grimoire, Toys, Writing Kit

Z.ACHARIAS THE EVERLIVING

As a mortal, Zacharias was an apprentice of Dieter Helsnichr,
a necromancer expelled from Middenheim who launched
attacls on thar city from a forrress in the Forest of Shadows.
Whilst Helsnicht busied himself with tactics and raising




armies, Zacharizs ook note of his sommoundings. He saw they

were not the first o work powerful necromancy in the fores
He saw strange flows in the Winds of Magic, which led him
all the way to the tower of Mcllchior the Necrarch,

For weeks, Zacharias observed the tower and ies puards,
plotting o brealk in theaugh the cryprar the tower's base

tar steal the Vampire’s grimoires. He magically blinded the
Undead guardians to his presence bur was captured by
Melkhior’s living servants before he had even made ir inside.
ZLacharias was brought before the Vampine, who saw the grear

pocntial inside him and granted him the Blood Kiss.

The newly created Necrarch was horsihod by the changes his
body underwent and swore to take revenge on his farther-in-
darkness. Knowing he was 100 weak w confroat the ancient
Vampire, he bided his time and studied like a good pupil.
Every night, Melkhior would warn Zacharias he rired of his
new apprentice and would lj|{.(:|:.' kill him by dawn, bur every
night the pupil surprised the maseer witch his dedication and
f__tl'nwiﬂj.: PWET,

Melkhior was mad. even by the stndards of Necrarchs, and
wotlld periodically fall into rages and slaushter his living
servants, bathing in dheir blood. facharia avoided his mosees
during these mnmumns, finally secing hix chance to steal away
the books he had never been allowsd o sce—the books of
Magach—whilst Mdkhior stalked his daves through the wower
Unfortunately for him. Melkhior was oor as unaware as he
scemed. The two fought a magical duel that almost destroyed
them both and ended in victory for the elder Vampire, his
disciple flecing into the wilds, nursing his wounds,

For 3 year, Melkhior's mindons pursued Zachanias chious)

the Middle Mountains, from cave 1o cave and nitghr o nd

Lacharias fad on wild animals wherever he could, bur the
Constant munning ex hawsred him. Finding a well-kidden niche
insicle a large, dark cavern, he hid inside it and rested for over

l&n YCars.

Ihe cave was the lome of an ancient Dragon who returned
from o period spent hunting in the lands to dhe case whilse
Zacharias slept. When the Viompire awoke, his thirst was
rremendeos. and he fell on che Diragon like a newborn on

his mother's rear. {ver the course of 2 month he drained the
| '|-|-_.1:_:ur| 1.!!‘ of cvery L:i:"|'|1,"I of blood. In de AR 0, he drscovered
the SCCTCT ?.‘T;."'L ii '1:'\1".' kl‘.l'm n u.:'.IJI._'- T "'.I‘\E'n winh .::‘h‘i Ir:l.s. EJ-..:_-I -d
Dragon kin_ Zachanas became free of the thing for blood and
was filled with unholy powe RJ_.I"P'I‘E: the Diragon 1o serw

as his moumr, he few back 1o the hidden 1ovwer and nearly
demolished i, finally achicving his revenge on Melkhior

Facharias now rules the Forest of Shadows from a rebuilt
keep, studying the books so long denieed to him and planning,
an eternity as Lacharias che Everliving,

Necrarch Lood, ex-Counr, ex-Theall, ex-Journeyman Wizard,

ex-Apprentice Wizard

Main Profile

5 28 7 7 4] i 5 il

Skills: Academic Know ledge (Astronomy »10%, Genealogy/
Heruldry. Hisory + 108, Magic +20%%, Necromancy
+ 10%0), Channelling +10%. Charm, Command, Common
Knowledee (the Empirc + 10%, Nehekhara - 20%),
Concealment « 108, 1'&1-1:_:,: Blow « 10%, Bvahme, Gossip
Heal, Intimidare + 208, Magical Sense + 208, Percepeion
+ 109, Prepare Poison, Read "Write + 20%, Ride, Scale Sheer
Surface, Seanch +20%, Secrer Language (Guild Tonguel,
Shadowing, Silent Move +10%, Sleight of Hand, Speak
Ascane Language (High Nehelharan, Magick «10%), Speak
Language (Brevon, Classical «20%, Reiksplel +10%, Tilean),
Torrure + 1095

Talents: Acthyric Artunement, Alley Car, Dark Lore
{Nagashl, Dark Magic, Fast Hands, Lesver Magic {dispel,
lock), Marksman, Meditaton, Menacing, Petry Magic
{Arcane), Public Speaking, Quick Diraw, Savvy, Schemer,
Stxth Sense, Strike o Injore. Tunned Rat, Uns :Jimi';_
Warnor Bom

Traits: Blood Gift (Blood Dirain, Blood-sated I}:‘.‘IT}IS-I:_::EWI.
Master of the Black Ars, Natural Necromancer, Summon
Ancients, Vampires' Curse, Walking Dieath, Wellspring
of Dhar), Keen Senses, Natural Weapons (Claws, Fangs)
Might Vision, Terrifying, Undead




Insanities: The Beast Within, Knives of Memory

Armour: None

Weapons: Claws, Fangs, S1afl of Kaphamon

Trappings: Army of Undead. Books of Magash, Circler of
Rathek, Jewellery and Finery, Lair, Library of Academic
Books on Necromancy, Scrolls of Sembhitep, 12 trussed
Servants, and 2,000 =

LAIRS OF THE NECRARCHS

The towers of Necrarchs are often acarcd magically, though
some are pre-cxisting towers thor have been taken over (some
of these towers were built by the Flves before their war with
the Drwarfs), and others werne areated by Undead labourers
They vary in appearance, depending on the manner of dhir
creation, as well as the whim of their owners, but a typical
tower will resemble the one described here.

Compt
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Below ground level is 2 storcroom for corpses. Some are given
proud rombs, such as favoured scrvants and the Necrarch's
former master (beorayed by his apprentice, naturallyl. Other
cadavers are stacked in heaps, awaiting reanimation or dissection,

Servanr’s Chambers

The ground Aoor Is given over 1o the living area of the
Negrarch'’s moral sssistant. A visitor would not see anything
T x]tm.‘k'mg, in these ordinary rooms, except for the
deformed assistant himself. The door is kept secure with the
magit lock spell (see WERP page 148).

Library

The Necrarch’s collection of scrolls and books are kepe here,
orginised in a manner that would confuse anyone sane.
Finding a specific book requires 2 Very Hard (—30%) Search
Test, the difficulry of the test drops by one degree for each
Insanity the secker possesses.

Lab

This & home 1w the Necraschs collecsion of spedl, potion, and
ritual ingredienis, 25 well as sevcral works in progress. Anyvone
who examines this colleciion must pass 2 Will Power Test or
gain an Insanity Point.

Cells

Subjects for use in experiments are kepr locked in here,
secured with more masic locks (see WERP page 148). There
is always one prisoner kept for the Necrarch’s consumprion
on thase rare occasions when he focks a need to feed. It s
part of the assistant’s job to muck our these cages and feed
the prisoncrs

Observation Platform

A powerful telescope is mounted here for che Necrarch's use.
There is also a ]ighl,u'll'lg rod, which is connected to a slah
downsiairs in the lab, though its exact purpose is not clear,

e r—

STAFF OF KAPHAMON

A gnarled and ancient staff holding a gem thar pulses with
k purple lighz
Academic Knowledge: Magic
‘ Powers As 2 full-round action, the bearer may activare the
staff. If he succeeds ar 2 Will Power Tesr, several dark,
hand-shaped blobs of Shyish pulse from the gem and
] bnch rowards his foc, These are 2 number of magic
missiles equal to the bearer’s Magic Characteristic; each
causes 3 Damage 4 hir and ha a rnge of 48 yards (24
squarcs).
|  History: Kaphamon was a wizand of Araby, and not much
! is known of him save that be was a master of the death
I mzgic that was reated by the people of that laind asa
| namural aspect of life. Kaphamon's staff wat unearthed from
' benearh the deseri sands by wandering nomads, and it
| changed hands many times before it fell into the posscssion
i of one who understood its power,

CIRCLET OF RATHEK

The Circlet of Rathek holds a jewel that was sacred 1o the lost
! Gods of Nehekhara,

Academic Knowledge: Magic

Powers: This circlet grants 4 Armour oinrs on all locations
T [T5 Wweaner,

History: The Circler of Rathek was plucked from a dead
priest.of the Mortuary Cult by High Priest Wioran, from
whom it was taken by his apprentice Melkhior, who in
turn lost it to Zachariss. Despite its protective power, all
those who have worn it have been betrayed. perhaps a
final revenge from the lost Gods of the Land of the Dead.
As a holy symbeol, ir is never worn by those Vampires

! wheo do nos have the power of Unhallowed Soul isee page

109},

All of the following adventure hooks are excellent srarving
poines for designing adventures that fearure Necrarchs
promincnthy

Madarne Kalfon’s Plashoue
Having learmed of a2 porent magic item that once belonged
to Kalfon's father-in-darkness, the 'Cs seek out and enter
her foul rower. Indide, they discover 3 macabre place adomed
with rwisted corruptions bred from the discased mind of

2 naughry child. Zombies shuffle about, dressed in party
costumes, whilst toys fashioned from roning flesh liter the
floors, Kalfon is fully aware of the I'Cs and works from the
shadows, pitting them against countless hotrors in some sick
game in which the consequence of losing is death,
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Anharit warched from the shadows a5 the man wosked, shovelling dirt our of the grave. He was hasd to focus on—thwough
her Vampire's eyes, the graveyand was filled with much more interesting
‘Wind, lIying low 1o the ground like fog, occasionally reaching upwards with tendrils like grasping fingers.

e e e e

Y 1

thines. The ground was thick with Styish, the Porple
Ore payedzround |

the digging man, who stopped for 2 momem s if he sensed something amiss. He tumed and locked over the rim of the hole,
qmugmﬁtﬂ:hmhymﬂhdmmﬂcuﬂghmbyhmdmn He looked directly at the pool of darkness

Anturrit stood in bur saw

and soon rerurned 1o his labour.

As well as the fog of Shyish, the spirits of the dead wandered through the graveyard, lost and confused. Some wailed over their
tombstones whilst others stumbled abour repeating the same actions over and over, grasping at things and wondering why they
could not touch them, unaware they were dead. Amongst them was the spirit of the butcher whose grave was in the midst of
having its sanctity dm:u:bed playing over his murderous motions, stabbing ar nonexistent figures again and

T}ﬂ:msulwda:ﬂtgrﬂ:mbbcrhtwoud His pace
Without

again.
sped up as he frantically cleared the dirt from around the cof fin’s lid.
» he worked it open and reached into the coffing he avoided looking at the corpse’s face as he grabbed its hand

audmhn:ltltmgdfmf’ug:r Triumphanely, hhlduphu;rm,amﬂ:sp]mughsﬁlthyfm

He started at the sound: A dry, leathery shapping as Anhurit slowl

y clapped her hands, standing at the edoe of the hole.

meﬂnﬂhﬁHpﬁn&ymﬂranufﬁtmﬁ'mmmbmnmkngnmnfuyngmmmm

Termified, the grave robber backed away, undingmﬂ:mrpuu&mﬂcﬂmthﬁrudufﬂrgntﬁﬂumm:mp ‘

“Yes,” she said 1o him. “A Vampire.”

Losing interest in him, she reached down and took the body”s hand. With 2 sawing motion, as casily s slicing a loaf of bread, |
ﬁrmﬁnﬂmﬁh&wnﬂﬂmnpudﬂ:mMIhuhﬂhﬂ.Hﬁrgqhhni,ﬁmmYu, J

they would suit her purposes nicely.

The grave robber soiled himself, and Anbwurit remembered he v there.
quickly,” she said. *Therefore, you may live. K“P;:‘rm good work."

*You dig
She waved one of the severed hands at him as if 1 say goodbye
would do very nicely indeed.”

then leapt out of the grave and walked away. “Yes, they

il

On Gehcimnisnache, a werriblc blight spreads over the
countryside, killing the animals and planes of 4 previously
fertile region. “The PCs investigare and discover 2 Mecrarchs
tower ar the centre of the desolare, poisoncd wasteland.
They also discover 2 group of Wood Elves whose fores was
masically blighted. Unbeknownst to the Elves or the PCs,
one of these arboreal people has forged 2 wile pact with the
Necrarch, cxchanging secrers with the Vampise in exchange
for his protection aver the kand. The Elf is = disturbed

that he cannot sec the effects of the Vampire's presence on
his sacred land. The PCx, with the help of the Wood Elves,

£

confront the Vampire in his lair in the hopes of putting the
ereature to rest and righting the narural order of the land in

the arca.

Ultimarely, the PCs should sucoeed in their effors,
emboldened by their good deed. Mondhs larer, though,
reports from travellers in the arma reach the Characrers’

gars. [t turns our that this land has become vtrerly barren, 2
poisonous waste filled with malevolence and evil. Curious,
the Characrers return 10 the site, only 1o find that all but one
of the Elves has been driven away. The one who remained has
claimed the 1ower and now works 1o resurrect the Nocrarch
and restore the unholy pact the two had made.

— THE STRIGOI: BEASTS IN SHADOW —

he Vampires of the other bloadlines play at being

mortal and wear the robes of losds, knights, and princes,
but underneath, the Vampire is purcly a beast. There are
thosc who lose themselves so much in their pretence that
they forget this. The Serigoi have not forgoeten and do not
pretend. They embyrace the best within them, 1aking all the

of the great city of Lahmia. [t was not enough they had drunk
the Elixir of Life and became immorral. They stll had o find
mere ways to feel superior over others, 1o exclude dtheir equals
from their linde cule. v was this childshnes of the queen thar
led her oo prevent her younger beother, Prince Ushoran, Lord
of Masques, Celebeations, and Festivities from drinking dhe

strength and fury the animal can give them. Thar serengrh i Elixir and joining the Truc Blooded—her petty nead 1o keep
terrible o behold, and thar fury knows no end. svmchody our of her dite cadre. In order 10 teach her a lesson,
Bt = and daim only what he was due,
I—I]S'I‘ORY | Ushoran swole her precious Elixir
“For now, we ﬂ"?f and we dream. Bur and entered oo thar same state of
Every society needs a whipping boy. one day we will rise, and we will make our | grear un-lifc without her help. I
dreams real again"
It was not enough for Neferama and [ ; : ! OF course, this incensed the
her brethren 1o simply be the lords —Unzes THE UNRELENTING | queen, and she spent the following
D L TR T8 1T LU T e e — i T‘. e ———— e e ]




cenruries seething at the insult and planning her revenge. She
would gether chance, but not until long after the Vampires
had betrayed Nagash and scattered 1o the wind.

Just as Ushoran cared not for the exclusivity of the Vampire
cult, he also did ner share their fear of Nagash, Whilse the
other Firse Children ran far away o the north and hid from
the world, the courageous Ushoran sought out 2 place to
build a new kingdom where he could make manifest the
dream of Lahmia—buzt free from pery squabbling and

foolish politics. His dreams were realised when he came

upon the valley nszrigc—s and its capiral of Mourkain, where
Kadon already ruled as pricst-king and had raught the people
to worship Nagash as a God. 1o was a simple marcer to replace
Kadon with himsell and 1o replace their worsship of Magash
with worship of his Vampire line. Kadon had been a cruel
and vacillating king; Ushoran brought

hiz people order and prospericy,
and they welcomed him
forit. He even restored
Abharash’s principle

of the Vampires I
only feeding upon l,-'/l
criminals and | |
CoEmY captives;

50 Once again, the

people would have

nothing o fear

framm their imenortal masters.

Soon, the kingdom of Stripos was vast and powerlul. Ushoran
then sent word o his four other brethren, welcoming them
tor his new Vampire state, where they would be free to fied
and live hoxuriously, just as they had back in Nehekhara,

safe from the hand of Magash, To Neferara, this seemed vet
another insule, Her interloper brother would dare w presume
his empire grearer than her own (though it certainly was)

or thar he might ever rule over her. As well, the queen

sawe at last her change 1o ger her revenge. She slaughrered
Usharan’s messenger and at once spread rumours to the
other bloodlines, assuring them thae Ushoran either meant
to enslave them all, or worse, sell them out to the reborn
Magash.

Akter two bundred years of living with cheir guilt over
abandening their master and their fear of his revenge, the
Vampires had grown bicter and insular, Each bloodline
blamed the others for their berrayal and scarering bur was
prevented from acting on this because of the mboo agains
harming their own kind. When Neferata gave them a targed
and @ reason to break this pact, the pent-up fury of the other
bloodiines exploded in an orgy of violence. They sent moreal
armies and Vampine assassing ro chat kingdom ro destroy the
interloper once and for all,

The Human armies sent against Ushoran’s kingdom were a
rabhle, but they came from all sides and with an unceasing
dedication fuelled by MNeterata's ger. Strigos was beset, and in
rurning back the tide, the prince was distrected ac a critical
time, allowing his kingdom to be ravaged by an immense tide




= — e i

Chapter V: The Bloodlines 4/ o9 = —_

B S e

of Greenskins, no doubs also instigarad by Neferara's agents.
The prince rushed back 1o defend his capital. and the batde
raged a1 those ganes for days on end. Smigos was beginning o
i the tide when the Ore shaman broke through Lishorans
wards and slew the grear prince with 2 werrble magical blasi

Even thix grear loss would not have ended Serigos, for the
prince’s sacrifice had won thie bartle, and loyal agents of
Ushoran remained. But with cheir forces weakened and dheir
barders broken, they turned oo theie brechren in darkness for
assistance and found them, instead, dosing in like jackals.
The other First Children were himgry for blood and sill in
desperate need of 2 whipping boy.

The Blood Diragons clled them dishonourable and hunsed
thermn like animals. The Lahmisns continued o tum Homan
armics agains them and laughed 25 they were driven like
common mortak inm hiding, Many of the surviving thralls
of Ushoran ran, pursued 1o the frozen north where they
sought out Vashanesh, Ushoran's favoured brother. Bu
Vashanesh declared he had no time for cowards or weaklings,
and he tore out their chroas. Orhers uened w the hermeric
Necrarchs, hoping those lonely few would share their hiding
places, bur the Necrarchs also rejected them, fearful of being
targeted for a similar destruction by the odher bloodlines. The
Sirigoi became so rerrified of exposure and exterminarion
that they were forced 1o live in dark. secrer places, far from
Humans and civilimtion, and they fed only on indigens and
hormiits, lepers and Ghouls, or most usually, vermin and the
already dead. In 2 century, the grear kinedom of Strigos was
no more, and s once great princes mumed 1o yelping dogs,

hiding in the shadows and !.Ic:ling SCTapS.

Four hundred years later, the shame of this grew oo much 1o
bear for Vorzg Bloodyiooth, lever called The Ghoul King, and
he gathered an army of Ghouls and ser abour rebuoilding the
losx kingdom. He did crearc a new capital deep in the Plain of
Bones., but his rage was then direcred at che Greenskins rathes
than his fellow Vampires. Onee again, fighting thar endless
angry tde proved deadly, botch ro him and 1o his dreams, and
his empire fell as Strigos before i

Yer the efforts of Vorag the Ghoul King remain an inspiration
to the Serigoi. They still dream of ebuilding their grear
Vampire empire. and they have learnt much from the
mistakes of Vorag. They also decam of taking revense on their
brechren for their conturies of debasement and the betraval
that caused i1 2ll. The other bloodlines’ folly is that thoy think
the Strizoi are 2 spent force because they are sl hiding or in
dumber. Bur in the shadows, ambition burns all the brighter,
and in slumber comes renewed strength, With their guards
down, the ather bloadlines will have no defence when the
Strigoi rise again—and rise again they most surely will,

SociETY AND OQOUTLOOK

The scarrered nature of the Sirigoi means any sort of formal
sacicry does not exist, bur cach individual still remembers
the time and ways of Mourkain, and a sense of wradition and
hisyory unires their costoms. The Serigod remember whar i
was like 1o be Jonds and kings, and they continue 1o acx as
such even though they are cumendy berween reigns.

Their shadow courts and kinsly ways are, of course,
somewhar changed by the social and physical conditions
in which they And themselves, warped into grotesque
and ofren patheric parodies of whar they once were, Thels
courtiers and servanes are now mindless Wighes and mad
Spiries: their palaces are undu:rgmund CIYPIS OF swamp-
claimed gravevards. Their people are noching bor fleh-
ridden, bestial Ghouls. Yer, they mke their reign seriously,
demanding sbsolute loyaltor and proper deference from
their subjects, in return offering dheir dutiful governance
a6 lord prosecior and keeper of the law and bringing swift
reparations on those who enter unwelcome. Some are more

lax in cheir duties than others, of course.

Just as the ways of the Strigoi are rooted in the past so,

toe, arc their minds and memorics. Many Strigoi have lost
the strengeh to keep fighting for their recurn to power and
instead have 5|ip];1c4.i into a grand reverie aof their past glories,
They relive old battles and celefrarions, wear their old rrdes,
and obey long forgotten laws of noblesse oblige. For some,
the despair has driven them completely into madness, and
they can no longer cven tell what s of the present of the
past—rhey may wear sackcloth and belicve it o be thar
lordly robes or converse with fricnds loag since dead. For I

others, the only escape is in dreams, and they shoep almos:

constantly. dreaming of betier davs past or still 10 come. '

Then there are thase whose madness takes 3 more overt and
dangerous form. Yudas the Shadow King became the terror
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DEADFALL

The trap had been very clever. The bridge had looked solid because it was solid—it was the rocks on the opposite side o
had been tunnelled into, so that they crumbled away as soon as there was cnough weighe past the halfway point. One me= dee
wouldn’t trigger ir; it was designed 10 carch whole trains of travellers and smash them into picers 35 they Fell 1o the rocks 2
hundred feet below, borses and all. Fine pickings for the man-eating Ogres who had no doube spent much of their time ans mam
of their brainpower creating the map.

The figurr conkd smrll the Ogres now, and as his hrad cleared, be could hear their heavy footsteps, each one rwics e
size of a normal man, in heighe and girth. Each of the three held 2 lons, moch-binoded dub, hefting the trunk-like chee= =
a single hand. They were grinning; bloody saliva dripped down their fangs in anticipation of their feast. He waited unell shey
st in momentary surprise 1o see just one man caught in their trap, and then be surprised them again. He stood up.

was only when he reached his full beight that he realised his right hand was missing, the stump of the elbow hanging Sack
and greasy in the air. He bad 2 moment 1o curse the decades it would take him to grow it back before the Ogres overcars thes
ise and charped the hooded figure.

ishly, they came ar him individually. The first came fast, bellowing and driving his great club down with terrible fome.
The Vampire didn’t wy 1o block it but stepped inside the are and leapr upwards. His claws tore into the Ogre’s neck, but be
htwm‘thnimmm:ﬂﬂlgbthtﬁ:k.ﬂuhythﬂ.hmﬂ-ﬁr,ﬁshgshﬁﬂdﬁi&lﬁdmuﬂ:dﬂgmmﬁ,mﬁ
the raloned fect grasped tishtly omo the still-descending wrist. The club slarmmed into the ground, and the mied o il &=
upq,:h.Thuwanﬁnh:.fwd:g;?cf&:?unﬁn'sfmmlﬂmhm,uﬂth%t’shdyu‘.lmd withour the ==
following it. At that point, with all the ire"s strength, he drove his remaining hand up against the man-cater’s jaw and was
rewarded when the shoulder joint complerely from the neck. The Ogre bellowed in more shock than fear and sat dowm,
nursing his uscless arm.

The other two now knew they were facing no man and moved to surround him. He sprang towards the onc on his righr,
sailing above a height even an Ogre could swing a club and came down with all three of his taloned limbs aimed ar the grear
beast’s face. Bones as sharp as blades drove deep into eyes, and fleshless fingers followed them down. Onee again, his victim
toppled over, the weight of the great Vampire snapping his neck as he fell, though, in truth, he was already dead.

Iast man-cater kept his back ro the rock wall and put his head down low. He brought his arms forward, his huge fists
clenching and unclenching with rage, his guard up, his club ready to hold off' the coming charge. Bur the creature did not charge
and, instead, fled into the darkness of the cliff”s shadow and the half-dawn Light. The Ogre blinked, holding its stance, his
nostrils flicking up, left and right, secking the thing that moved like no man he had ever seen. It was fast, yes, bur he would
smell it before it would be on him, and he could smash it our of the air.

With his back hard against the stone, be took too long to turn around when he heard the noise above him. There was only a
clarter of pebbles, and then a rock almost as large as his own huge Form smashed his face into liquid.

Fifty feet up the sheer cliff face, the beast pulled its claws out of the stone and swung onto a ledge. His fall down had
shattered his arm and broken several of his ribs; a rock that large from this height would certainly eripple the Ogre. The
Greenskins or the birds would do the rest and finish what others remained. Prudence suggested he go back down and do the job
hirnself, however, and he would. Just as soon as he found his hand.

— ———

of Wissenland when he saw in cach young maid the face of  couniless soldiers of the Von Carsteins or the marmal prowess
his faithless wife. Urzen the Unrclenting seill drcama of his of the Blood Dizgons, the Strigoi are still jusz as fearsome.

:r!::;;:d::.i: nd,:f:ﬁ";;h'f“i: f;”::lt‘:.:f:':i:,'i"'“" Ushoran could nor match the leadership of Vashanesh or the
the ml;uiim crpr‘:'.mm can do 15:.:;-|:hinE but obey his every ol %mﬂl RS St SN ST, B Sl
corimiand = : power ful. ihﬂﬂﬂgﬁ his blood, his thralls have inherited

: his mighr and added to it their Vampiric nature, cach one
Not all of the Strigoi are lost in their reveries but, insread, rippling with cord-like muscles and unholy srength. Even
use their memorics of whar they once had and their hunger a Blood Dizgon knows to fear the strength of the Strigof;
for revenge as sparks 1o action and fud for their grear plans. if they should cver make 2 mistake and let chose powerful

For others. the hunger becomes a cold, termible resolve. hands ger around their neck, their life would be ended in
hardened over the conturics into-a will unmatched by any a moment. The Strigoi ke great pride in their incredible
other creature. And wharever their mental state, all of the strength and coasider it a sign of their tue place amongst
Strigoi are dangerous. Like il Vampires, they take their right Vamgpire kind —the strongest should be ar the rop. And there
to feed upon and dominate all lesser bings as a birthright, are et mare gifts unique to the Strigol—but they come with
and they take just as much offence as thir brethren when # terrible price.

anything upsets this natural order, A century-sleeping Stripgoi
muay seem like an casy arget for the tomb robber or Vampire
hunter, but they can awaken in an instant, and their rage at
the intrusion will be assuredly rerrible, Whilst they lack the

The lifestyle that forced them into the dark corners of the
world has also driven them decper and deeper into their own
dark nitures. The more they dwell in the shadows and the
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and beasts. All pretence of thar humanity has fallen sway

er and the pure cssence of the i
predator; shaping their Hesh to beer hune, and fead |
Their bodies curve and bend. dheir claws become harder |'
and Jur[k:r than stecl, their Bmgs grow longer and far more !
deadly. The most distorred fall onee all fours, their legs and
spine ewisted, and spikes protrude from their bacls. Their |
cirs become puinrnl like a bars. and thelr motiths extend out | '
like thar of some sore of duemonic wolf. As time passes, they
no longer resemble anything remorely Human; instead . they l
r LE 1

INe Crenmres Oof sOoimne Sohormesd

mway [rom il

v of abao

the vague men pie power and the limitles rage

at having lost ir. Ye y are sl not mindles beass: all
Vampires are princely crearures and no amount of pliysical
devolution can change that. Even as they rave and froth and
howl, they rule over their courts, however deranged, and
maintain a sense of noble pride, however owisted, Unto the

last, o Strigot is noching if not loedly

FEEDING AND BREEDING i

Iie Suripoi are shunned by all ocher Vampires, and the
Lahmuans have their agenes in almost every town and Gy
mcel when |

, and those drained 1o

Humans arc not good at keepine secrets, particularly

v have been selectad 1o e 2 Vam

death quickly come 10 the notice of Witch Hunvers: Thas, it l
is extremely diffhiculr for the Strigoi to foed upon the living or
dwell amongst them for any lengthy period. The sole exception
to this is the rravelling people of old Striges. Withour a
kingdom, the last remnanrs of Ushoran’s people were lelt 1o
wander the Old World, feared and hared by all others for theds
Vampire-tainted past. Isolated and shunned from Human
communitics, the predations of the Strigoi Vampires upon

tolk remain unnoticed, and. of course, there

e people who rush o welcome ther
once and furore kines. A wise Stmeol docs nnt stay loone with

for they sz Wicch Hunrers, 25 well

thewe people. however

npirc agents, for they know the dark reputation of these

folk is often bassd on muth

In the main, the Strigoi resort to feeding upon the dead
instead of the |ivi11g. a habir which hastens their descent
into insanicy and sl appearance. The dead, unlike the
living, artract no ateention if disturbed, and their blood, if
the eorpse was killed within the year, can provide sustenance

enough for survival. The taste is cold and bitter, however,

s0 the Stngpog e a5 possible and ke no oy In it
R and odher vermin add variooy but ooly offer the choice
. g : R S i
between the binter and rhe ingipid. The luckics ones hawe

|

lcarmod [0 suppress Thicil :“.r.d.]ﬂ‘;: OV siCCping, ‘."'ICI'IL'.:"

CXCITION, OT SO QATKCT [MOWACT.

Unlike their other Vampire brethren, the Strigoi arc not

soctal creatures. For safery reasons alone, it is berrer chas

they neither meer nor communicase with iy aof their
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THE UNTERNEHMUNG

When Caprain Schluter of the pood ship Unternehmung tock on two of the River Strigany as erew, he paid no heed ro the
ridieulous rumpurs of superstitious sailors. The Strigany proved to be hard working and knew their way around a boat as if

they were born to ir. All this nonsense about being

in leagie with the powers of darkness was clearly rot. Then the food spoiled.

Every last morscl on board went bad, weeks out from land. His crew’s bellies started grumbling, and so did they. Muriny was
inevitable, and the Strigany, having proven sound fellows, were its ringleaders.

The first order of business was to round up the captain and those crewmembers still loyal to him and lock them in the brig.
The second order of business was to haul them back out of the brig and cook them up 1o replace the spoiled supplies. The
Unternehmung sailed for weeks with no sight of land, and more and more of the prisoners were eaten. But each time another
scapegoat was chosen o go in the pot, the crew only seemed to get hungrier. The hunger was Iike a living thing, gnawing at

thelr bellies and whispering dark thoughts inte their brains.

When Nanosh of the Strigoi finally climbed out of his coffin of grave dirt stowed in the hold and showed himself, his
servants had done their work. Every surviving member of the Unternehmung™s crew was a ravening Ghoul, ready to serve their
new captain eagerly if it meant fresh meat. Now, Nancsh and the Unternehmung erew sail through seas of blocd, launching
night-time raids on ships and coastal towns, dragging screaming meat back onto their ship for future meals. Even the pirates of

Sartesa fear the Unternehroumg and her Ghoulish creve.

bloodline. Most find the memaories it brings back too
painful. Nor da the Strigoi grant the Blood Kiss to anyone,
except in the most exceprional of cases. Apain, the risk of
exposure is much grearer afeer such g deed, and the ides of
cursing anyone to live as they do is beyond even the vast
cruehty of their dark souls. Bue it is snobbery as much as
mercy that stays them from breeding; when Strigos does rise
once again, the kingdom shall be inherited only by those
wheo deserve 1o do so—those who were so cruelly deprived
of it 5o many years ago. Someone who dees not remember
that event would only be 2ble to join their number chrough
incredible diligence and deference o the Strigos line.

DESIGNS AND STRATAGEMS

"The Serigoi do nor wait idly for their past glories to return,
Lwven those lost in reveric or insanity ache to return o power
and dominarion. Snarching moments of dominion over
mindless Ghouls or some terrified Strigany is no sabstitace
for true kingship, as if water for wine, But how can they
bring back the grear kingdom of Strigos whilst they remain so
desperare and despised?

The answer fiey in the sxample of Vorag the Ghoul King,
He was the first of their line to rise up after che massacre
and attempt to take back whar was once theirs. Alchough
his plans failed, his methods were sound-—he ook strength
froms the powers of the Strigoi and applied them far from
the realms of the other Vampires—deep in the Badlands.
The other bloodlines, as much as the Stigod, cling tghtly o
their lordship over Humans. They care far less abour areas
where Humans cannot or will not go. Thus, the Swrigoi have
survived in graveyards, ruing, and dark torests, and ir is why
Vorags efforts in the south went unnoticed and were not
prevented. IF their kingdom iz to rise again, then it will do
so in places that are similarly lost or forgorten.

Every ruined castle or abandoned graveyard can be a Strigoi
stronghold. Every festering bog or desolate wasteland can

s e ——

be their standing ground. Where the linds are hidden by
Fog, or thick woods, or high mountsing, the Strigoi ake

root and begin, once again, to build their armies and dream
of reclaiming their thrones. & whole country, however,
would have to be esablished somewhere quite far from the
Empire and its Muman agents. The Badlands present the hese
alternative currently—mostly empry of both Humans and
other Vampires and only partly threatened by Greensking or
Ohares. The fact it was ance the Land of Strigos is also not lost
on the Strigei kings. Further nerth and almost as lacking in
popularion are the Border Princes, and these lonely, anarchic
lands are also ferdile ground for the ambitious Strigoi.

Yorag also showed the strength thar can be gained from

an army of Ghouls, and these crearures are always the foor
soldiers and servanes of the Strigoi. Starvation is a constan
threat across the Old World: one poor harvest, narueal
disaster, or lost trade caravan can Jeave an entire village with
nothing to car bur the grass and leaves around them. Soldiers
and sailors, too, are often lost miles from supplies and
surrounded by the dead. Eating the flesh of men in order o
survive is-far more common than anyene would cver guess,
bur once done, this sin forever mings the soul, driving the
Human to become a hideous, bestial monster. In this, the
Strigoi see much of themselves, so many Swrigoi are protective
and compassionate towards their hideous servants. Others
simply see them as a patural force, like the rats and bats and
cockroaches thar naturally fock to these creatures of decay—
useful bur due ne more concern than any other beast.

Whatever their master's approach, the Ghouls seem driven

by their nature wo worship the Serigof fervently and without
question, some mavel dozens of miles w seck our their masters,
searching through the most hidden of places, or some even feel
& call in their blood that leads them unerringly to their goal.
Rare is the Strigoi Vampire wha has no Ghouls in his court,
and all of them welcome such followers, for they provide the
greatest gift of all: a chance for the Vampire to feed on the
living as opposed 1o the dry, birter blood of the dead. Ghoul




blood & sour compared ro that of 2 full Human, but it sa

grean step up from the blood of the dead

It is casy to dismiss the Ghoul kings as mad masters of
equally mad minions, but the Ghouls provide the Strigai
with both a constant supply of fresh blood and a ready army
at hand, Whar is more. Ghouls fighr with the freney of
Troll slayers, rerrifying their opponents far more than even

& Zombic, and the fzer thelir hearts seill beat makes them
immune &0 all the weaknesses of necromancy. Should the

Serigoi’s magic ever fail, the Ghouls will Aight on

There are many others who serve rthe Sorizoi. of course.
Like all Vampires, they are Namral Necromancers, and

their crypts are full of the dead. able to be summoned op

to | their resting place. They heve a grear fondness
for Specres. again secing much of themselves in a creature
s0 fired by an inconsolable need for revenge. Wights, oo,
miake very suitable atrendanis; the Strigoi approve of the
Wighn!' sense of history and propricry, as well as their

unyielding determination o serve their lege lords.

[he Serigoi's most powerful weapon of all. however,

is simply themselves. They have no need of magic or

swordplay, or armics. or political subterfuge

. S S i
enourh to crush 3ll who challenge them. They are prmnnc,

muscle-bound monsters, their Hesh romed 1o 2 thickness

almost impossible ro pierce or destrow, and their arms

stromg enough 1o rip an Ogre i £ Yer despite their sec,
they can move [aster than the cve can see, climb over any
surface at incredible speeds, and use cheir bat or rat forms
o avercome all defences. And they arc fired with a hatred

purer than anything ever known and a pulsating desire

to destroy. They are crearures of nighrmare, their hideous
nature not hidden behind any Human pretence. To soc one
is to gaze upon the ruc image of death in all s remible
glory. Ofven, che Strigoi have no need of their sorengrh,

fur their appearance alone has stopped the hears of many
strong, brave men. Especially as their appearance is often a
surprise, for chey sleep w0 long thar martals and immorals
alike forgee them, or think them no longer a chrear. This is a
mistake they rarely live long enough o regree.

‘This is the way of the Strigoi; they are forced ro dwell in the
shadows, prevented from lording over mortal men, bur they
have kepe their pride and their fury: They take what they

know they are due and crush these who make the misake of

thinking them weak. And althoush they sty hidden, they

refuse 1o be cowed by fear of the other bloodlines. Lax them
come, say the Strigoi. Let them come into the shadows, into
our world, where we rule. Lot them see what strensth we

have found in darkness. Let them discover thar this so-called

dying race has strength enough co kill them all. :
And ler them know thar like Ushoran the Fiest, we are
princes, kings, emperors and Gods, We are nobady's

whipping bov.
k ]

NOTABLE STRIGOI

Ihe following arc amongst the most powerful and well
known of the Smigol. Both Urzen and Gashnag have
convinced other Strigoi 10 rally wo their banners, bt in
general, thoss of Ushoran's blood remain isolated from the
other bloodlines, as well as the world, and the large-scale
organised actions of these rwo are definitely the exceprion

to the rule. But chere are others'on the hune, Yudas the
Shadow King continues to prey upon voung girls as he has
bor centuries, rerrifyving all of Wissenland with his unrelenting
harvest. The Vampire known only as the Bease of the Farlic

Hills claims 3 caravan on the Dwarf Road once 3 month

2 his toll. And whilst Prince Rametep spends mosr of his
rime shecping under Miragliano beide his huge collection of
treasured mesic itcms, none of the grave robbens who disturb

his Lair ever leave zoain

GasHNAG, THE Brack PRINCE

Ihere is mare than one Strigoi Vampire ruling a small
kingdom in the Border Princes, but the mose famons of
these s Caashnag. A child-in-darkness of Vorag, Gashnag

is determined not to make the same mistakes of his sire.

He rose 1o notor iety slowly, and he has borrowed from the
Lahmians the gilts of subde manipulation. Resisting his
brethren's ezste for being worshipped as a God, he has instead
recast himself as a romantic hero. He has paid bards 2nd
storytellers to spread rumours thar he & under a temble curse
that causes him ro appear beastly and savage but thar he was
(5 1--'!1".;!1;3}' -I'I.H'Ii_‘{'dcr!u: 1 !I':.d-(": :_'huc -uir.'.niur: '!:'“:' E;'.g..'-\.
Prince, he appears on his bardements only at night and secs
no one bur his dosest advisors. ever-stoking the mystigue that
surrounds him:
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Gashnag also saves all his violence for the enemies of his

tiny kingdom, and the only time he does appear in public,
his hideous form is hidden beneach a huge and heavy cloak

as he swiftly rides to mete our justice or defend the borders,
When a gang of Ogres from the Black Mountins bq:g.m
ratiding villages under his protecrion, Gashnag immediately
rode into the mountains alene He remumed the next nighe
with a dozen heads an a spike, which he planted in the village
square, 30 his people would know they were safe again. The
combination of dedicared seourity and romantic allusions has
caused the province o swell in populstion in recent yoars. If
this continues, The Black Prince may very well succeed where
his sire failed and rerom the Sorigoi vo a great power once
again—and one far closer o the Empire.

Gashnag, The Black Prince

Serigod Thrall, ex-Soldier

ws | BS | § | T | Ag | Tat | WP | Fel

48% | 46% | 61% ] 629 | 7196 | 43% | 519 | 24%
A|lw|sB| 1B Mag | 1P | FP
3 | 23] ¢ 6 6 0 2 0

Skills: Animal Care, Command, Common Knowledpe (Borde
Princes, the Empirel, Concealment, Dodge Blow +10%,
Gamble, Gossip, Intimidare, Magical Sense, Petceprion
+ 10%, Ride, Search, Speak Language [Ruilc:.spiq‘L Tilen).
Torture

Talents: Excellent Vision, Frenzy, Lishining Reflexes, Quick
Diraw, Rover, Specialist Weapon Group (Two-handed),
Serike Mighry Blow, Swrike wo Injure, Strike to Stun

Traits: Blood Gilt (Blood Drain, Iron Sinews, Monstrous Mass,
Narural Necromances, Vimpires” Corse), Frghtening, Keen
Sensex, Narural Weapons (Claws. Fangs), Night Vision,
Undead

Armour (Heavy): Full Plase (Head 5, Arms 5, Body 5, Legs 5)

Weapons: Chiws, Fings, Goestweapon (Greatswond)

Trappings: Air of Mystery, Grear Cloak with Hood, Gloves,
Mask. Destrier with Saddle and Hamess, Rod Rose

URrzeN THE UNRELENTING

Others have takien 2 more taditional approach bur with 2 less
traditional aim in mind. Urzen die Unrelenting has followed
Vorag's cample by amassing 2 great army of Ghoubs, camped
around his ruined fortress decp inside the Forest of Shadows
His agents are spreading throughour the graveyards of the
Empire, conscripting the Ghouls and commanding the
Zombies ro follow them back 1o his grear staging ground.
Each day, his army grows more massive, and Ureen, ever the
general, drills them relentlessly cach evening,

Urzen Isn' lﬁu]lding his army o take over the Empire,
however, but to artack the Silver Pinnacle and ger his revenge
on Queen Neferar herself. Urzen was Ushoran’s military
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advisor, and he has spent more than thiee chowsend years
dreaming of his redressing the wrongs done to his master
The only thing thar might hinder this is if the Lahmians
discover his plans and send Human agenes againse him
before he can bring the full numbers of his troops to bear.
To that end. Urzen has instructed his martal servants wo do
everything they can w help Vampire hunters—guiding them
to Vampire Lirs, providing them with the locarion of grear
magic weapons, informing them of an individual Vampires
wraknesses—whilst mking care thar his hand in things s
never discovered and dhat the hunters trger only Lahmians,

Urzen the Unelenting

Serigoi Count, cx-Theall, ex-Outlaw

Main Profile

ws | BS | S | T | Ag | 1o | WP | R
63% | 40% | 58% | 69% | 79% | 50% | 60% | 279%:
A|lw | |ssB|TB| M |[Mg| 1P | FP
i | 5] s 6 | 6 | o 5 0

Skills: Academic Knowledge (History, Surategy! Tactics),
Command +10%, Commuon Knowledge (Border Princes,
the Empire +10%), Concealment «10%, nmi}{u Blow
+10%, Evaluate, Follow Trail, {;ua..-ujp + 109, Intimidate,
Magical Sense, Perceprion +1 0%, Ride, Scale Sheer
Surface, Search, Secrer Language (Thieves' Tongue], Ser
Trap, Silent Move +10%, Speak Lanpuage (Reikspiel,
Tilean), Torture

Talents: Coolheaded, Frenzy, Lightning Rellexes, Menacing,
Rover, Scasoned Traveller, Sixth Sense, Strike Mighty
Blow

Traits: Blood Gift {(Bat Form, Blood Dirain, [ron Sinews,
Monstrous Mass, Natural Mecromancer, Wolf Form,
Vampires Curse), Frighrening. Keen Senses, Narural
Weapons (Claws, Fangs}), Night Vision, Undead

Special Rules:

= Rendimg (leens Urren's Namiral Weapons have the
Impace Cruabiry

Armour (Heavy): Sleeved Chain Shire. Chain Leggings,
Brexsrplare, Helmer {Head 2, Arms 2, Body 5, Legs 2)

Weapons: (Claws. Fangs, Shicld, Sword

Trappings: Army of Ghouols. Nightmarc

ADVENTURE HOOKS

All of the following adventure hooks are excellent saning
points for desienine adventures thar feature Strigoi
prominently.

The Thirteenth Man

Legend has it thar the Beast of dhe Firlic Hills devours
all wravellers in a party, unless chere are thirteen men in
the group. The Characters are hired to join the ranks of
4 travelling merchant company, so they can make up this




number. OF caurse, this is just superstiton, and the Beas
artacks anyway, using his Ghouls first ro drive the maddened
horses deep into his domain, The ciravan members end up
far from the road and unsure of their posicon—and aware
thar somerhing is hunting them. The Beast picks them

off one by one, striking from shove and then Aying away,
enjoying their terror as their numbers are whictled down.

Will anyone survive 1o see the merning again?

Urzen’s Hounds

The adventurers receive an anonymous tip thara member of
the town council is aciually 2 Lahmian in disguise. Through
a grear deal of careful undercover investigation, they discover
whicl one it is and summeon the Wich Huneers. OF course,
the tip came From Urzen, keen to discover under which face
his old enemy was hiding. and one of his ghostly agents
follows che Characters and repores the discovery immediately.
The Lahmian knows who sent them, however, and bargains
for their help, showing all the good she has dane for the
row, deseribing the monstrous nature of Urzen and his
plan 1o conguer the world—a plan only she can stop, When
the Gheul king's agents come te fAnish the job, will the
Characters protect the beaudiful lady who seems =0 innocent,

or will they ler vengeance cake its course?

Ihiﬂlﬂﬁﬂﬂm&M

When an isolared communicy in Averland falls under a

series of brucal attacks from @ band of Greenskins, the

Player Characters are hired to help protect che town, Whilst

patrolling, the PCs learn from refugees char ather villages

have been similarly attacked. It seems the entire reglon lies

beneath the shadow of the Ores. -l]ling.ﬁ rake a wurn for the

strange when a d}*ing man ricles into the town, b{:uring an

object wrapped in filthy cloth, With his dying breath; he begs |
the PCs o destroy the item lest "He” come for icand doom

them:all,

It eurns ouc thae this man was a foolish romb rebber who
happened to plunder the wrong vaulr in the Border Princes.
He had inadvertently enrered a Strigoi lair, bur before he
realised his erron he had already removed a few rreasures,
That nighe, when the Vampire awwoke, he was enraged and
immediately scoured the area insearch of the thief. In doing
g0, he disturbed a tribe of Greenskins, who in theic fear fled
the Vampire's wrath, Dislodged from their normal sealking
grounds, the Greenskins have drifted into the Empire and
now wreak havor: The anly way they can be stopped iz o
rerurn the stolen object o the Yampire and hopefully enlist
his help in turning back the green tide.

— THE Von CarsTEmNs: PRNCES oF DARKNESS —

liey say history is made by grear men and women.

That is certainly true for the Vampires, but none have
written that history so boeldly or so thick widh blood as che
Von Carsteins. They are crearures of enermous passion and
unbridled ambition, and their most reivial desires shape the
destinies of entire nations. They are the greatest of all the
bloodlines—and the grearest enemy of humankind. Fear
them or fall.

HisTory J'“

Lahmizzrarwas che King of
Lahmia who led che first
revolution against Magash.

Lahmizzar had a son,

———

Lahmizzash, who fnally —
drove Magash from the land.
Lahmizzash had a daughrer, and she was Neferarem whe
became Neferats, the beautitul deach. After the death of
Meferarern’s mother, Luhmizeash marctied another, 2 bheauty
known as MNefarazi, who was descended from the line of

the grear Nagash. The son of Lahmizzash and Mefarazi vwas
Walakhazar, and his son was Lahleashaz, who was che rufer of
Khemri undl he lost his throne o the asurper General Setep.
And there the ling was thoughr ended, for Screp killed all
who dwelled in the palace.

Bur Lahkashaz had ason with one of his concubines: a eall and
powerful lad called Vashanesh, He possessed all the nobility of

Lahmiizzar and all the steategic genius of Lahmizzash, and his

“I fell in love with him the moment I mer him. There
was something about him—his eves, the way he carried
himself, as if ke were something more than Human—
cven when he was still mortal.” |

blood carfied the cormmand of Neferara and the strength and
resilience rJJANuga_siL_ Weshanesh escaped the purges nf.\jctup,
disguising himself for 2 dme as a loval soldier, and journeved
instead to Lahmia, He knew Setep's rebellion was supported
because the people of Khemri could not abide cheir king
ignoting the decadence {and rumours of black sorcery) of the
lords of Takimia. He was determined to find the eruth behind
the TUTNours ﬂd §ﬂr.‘§1 for allies agains the USUTPET.

When Vashanesh arrived

at the court of Meferata, he
demanded a private audicnce
with the queen. Ushoran the
Prinee of Masques stepped

—Q uEEN NEFERATA, O Vastaness | forward and mocked his

arrogance, but Vashanesh
simply ignored him and
stepped around him. Abhorash, the grear warrior, stepped

forwarnd and pur his blade to Vashaneshs throat, but Vashanesh
did noteven finch. With his cyes stll fixed on Neferara, he
pushed Abhorash’s blade away: With 2 wave of her hand, she
clismissec all her court, even W soran, her most trusted advisor.
In private discussion, Vashanesh told her all he knew of Seweps
planz, and she confessed ro the outh abour her court, She
promized o shield Vashanesh from Serep if he would discipline

her coure and her soldiers, the two of them ruling s king and h
queen. That very day they were married, and thar same nighe
Vashanesh drank deep of the Elixir of Life.

But even with Vashanesh's grear wisdom and command, the
seeds of tyranny laid by General Serep had run deep and




THE OrIGIN OF THE NAME

Mortal and Vampire scholarg alike can find no explanation for the choice of the name Yon Carseetn. ‘There is not nor has
there ever been a village, town, or provinee in the Old World named Carstein, so the name could not have originared in che
natural way. Nor are there any records of the name existing before the coming of Vlad. It seems the name was coined by the

prince himself. It obviously had a powerful meaning ro him, but any chance of ever knonwing thit meaning went with Vlad’s

desteuction.

FIve BROTHERS

Wilhclmina von Garrick, Magister Vigilant of the Amethyst Order, has discovered the true extenr of Mannfred’s new plans

for the Empire and knows they are far from ready to resist him. They need time to rebuild their defences and study the ways

of resisting necromancy. And the best way to ensure they have that time is to use the Von Carsteins” tendencies against them,
Wilhelmina intends 1o raise the other four of Wlad’s ger ro life. lknowing they will fall into squabbling amongst each ather and
delay Mannfreds plans. She understands the risks wo her soul but believes thar juse as the prieses of Sigmar studied the works of
Magash to hold back Mannfred, the risk is worth ie given the danger. There are some within her onder who are looking to find
some adveniturers w stop her wichout an official incident—but she makes a persuasive argument, aned many adventurers might

decide instead to join her in her lengthy quese instead.

wide, and evenmally the new pretender, Aleadizaar, broughe
forth an immense army from every provinee and city of

Mehekbara. Despite all their power and shill, the cicy could
not hold against such & force, and it was broughe to ruin, it

Wampire rulers forced o fee,

Eventually, the seven First Children arvived ar Nagashizzar,

as Magash had foreseen. He immediarely saw thar Vashanesh
was the greatest of them all and thar Vashanesh saw the grea
needd to control his blood kin lest they destroy themselves. So,
much to the bitterness of the others, Nagash presented a ring
to Vashanesh, a ring which promised him instant resurrection
for every death he suffered, as well as the power to control his
Fellow Vampires. In return, Nagash demanded the lovaloe of
all the Yampires, or he would curse them forever.

Of course, it was a rap. and the ring forced Vashanesh o do
Magash's bidding, and through him, all his brethren became
slaves of the necromancer. And though MNagash provided the
Wampirds with new powers and insighr to crush Alcadizaar, i
soon became obvious that he cared nothing for their bardes
or aims. Vashanesh cursed the name of Magash and refused
o be stubjugared vo anather’s will any longer. He devised a
plan to break the hold upon him. Upon the bardefield. he
challenged Alcadizaar w a duel. The Khemri king was easily
outmatched by the Vampire, bur Vashanesh deopped his
guard deliberately, and his Opponent cut off his head. With
his death, the magical hold was broken, and the Vampires
fled the lands of Nehekhara ar once, Nagash’s curse followed
them, but they were free.

OF Vashanesh, there was no sign. Yet, he did not die, and
centuries later he was discovered by the Strigoi in his remiote
torceess in Kislew—then he vanishes from records again.
Legends of the time of Sigmar suggest he may have aided the
God-king in his destruction af MNagash, and there are other
tales, but noching is confirmed. Certainly there were no signs
of the decisive actions that so characrerised this grear man in
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his rime in Lahmia, And cventually, all rrace of Vashanesh
disappears.

Then, two thousand years after the betrayal of Magash, a
figure appeared in Svivania, calling himself Prince Vladimir
von Carstein, and he claimed 1o be the heir of Vashanesh.

For some, the pretence wis obvious: this was undeniably

Vashanesh wearing borrowed robes. Others swore thar there

EER=
the Vashanesh they laew. For his part, Prince Vladimir never

was something different, something greatly changed from




Far away from Sylvania, scholars of the Reiklind have only ever scen the name written down. and there is some confusion
amongst them about the exact pronunciasion. For the family iself, there is no confusion whatsoever: the a is shor as in "an”,
the ¢ ix slighdy rolled, the s has 2 hint of the Kislevian zh. and the last syllable thymes with “wine.” This is 2 marer of deep
family pride. and it is nor unknown for Von Carsteing to flay the 1ongues of those who make the last syllable rhyme with

THE FAMiLY NaMe

el

Note that there are nobles of the name Von Camstein who are not Vampires (scc Chapter VI: Native Seoil for more on them),
and likewise, there are Vampires of the bloodline who have not kept the name. This may be because they belong to another
great Sylvanian family, or have married into one, or perhaps bocause they are not yer considered worthy of wearing this most
famous of names. awaiting some great achievement or decd of renown. However, the Vampire is still considered part of the
Von Carstcin bloodline and, whatever their name, must remember where their allegiance truly lics.

e

spoke of his past nor did he ever use any other name. If he
ever was Vashanesh, he was no longer.

Prince Viadimir’s first actions were m help Vanhel master
necromancy. They mised 2 giant army of the dead 1o tum
back the Skaven menace: Viad then vanished from histwry
again. Ie appears sporadically in the records of that blighred
pravince over the following centuries, but it was not

until that fateful night of 1797 that he once again roak a
commanding role in the fates of nacions. With his marriape
to Isabella, he pucinto action a plan thar would drive the Old
World into a hundred and owenty years of devastating war—a
war that would claim the lives of countless Old Worlders,
destroy the strengrh of the Empire; and which would oaly

be won through terrible sacrifice and amaxing luck. The rles
of these wars have been 1old many times in other places and
need not be repeated here

Eventually, Viad was shain and his dreams followed close
behind. All of his get wers destroved in succession, either by
each ather or by the brave warmioss of the Empire: Frice, Hans,
Picter. bloodrhiney Konrad. and Gnally even the cunning
Mannfred. But countles others of the bloodline survivel,
continuing a5 they ever had and their impact apon Svivania
could not be erased. The wordd was forrver changed by their
sctions, and when Mannfred reoumed w life., he found it
waiting for him with open arme and ready 2 ever o support
his grand designs for dominion 2nd conquest. The Von
Carvteins have rerurned, and their will shall be made law once
again

SOCIETYANDOU‘ILOOK

The Von Carstein family traces its lineage back 1o the
founding of the Empire. Ancient bevond compare, they
have long ruled the lands of Sylvania with mixed resules.
Although whispers and rumours abound abou their dark
nature and unholy characrer, the people under their rule arc
more of less conrent, regarding the nobility no differendy
than peasanis do in other lands, Whar many suspect bue few

know with cermainty is thar the Von Carsteins have a temible
secret—they arc Vampires.

Whilst easily the most famous Vampiric nobles, they are not
alone in their Undead stare. Throughour the Old Wodd,
there are other noble familics who harbour the same corse
{or blessing), bur they either lack the subitlety or the numbers
o survive for mare than a generation before some Wirch
Hunter comes a-calling. [t is the Von Carstein perseverance,
strength, and mythology thae plices them above the other
Vampire nobles and ensures their place as some of the most
dreadful Vampires in the Warhammer world.

Many nobles believe deeply in the concepr of the peerage w
its liceral exmreme. Nobility, in other words, is in the blood.
‘The upper classes are placed above the lower because only
they have the qualities necessary o rule, and these qualiries
can only be passed through the blood. The Von Carsieins
are O CXCEpPLion.

The Von Carseein family does not juse apply this theory o
the linds of Sybvania or their bondsmen, however. It applics
to the entire world and everything in it. The simple muth
every Von Carswcin knows is that they were bormn o rule;
and everyone not of their bloodline was bom o grovel ar
their feer

“They arc, cvery one, prideful. arrogant, and
megalomaniacal —although, one wonders if it & trely
srrogance to believe in their own superiority given the
endless zmount of dmes it has been proven. The Von
Carsmicins are nawurally thearrical and consummate b,
yet over and over they have proven thar their words arc

not empty. and they can indeed do all they boast. Beware
the Von Carstein who swears to hunt you to the ends of
the earth, for he is not exaggerating, and he will keep that
promise.

This is not least because of family pride. The Von Carsteins
take their name and noble duries very seriously, and if
they swear something upon them, they will move all the
earth to see it through, OF course, herein lies the terrible
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contradiction of the Von Carsteins. They consider their

bloodline sacred, yer because the blood ieself is considered

enough o make one a member of their mnks, they are
often fced with less ideal members making a mockery of

their name. The only solution = to constantly engage in

inrernecine wars so thar only the wuly grearest amongst

d o bear the ill

them are allowe ESITIOUS NAme

Thus it is thar the Voo Camreins devore most of their lives

to the rwin obsesions ar the hearr of all nobility. conspiring
to improve their stans over each ocher and waging outright
war. Very often. they war amongs: themselves, bur they
r1'.|.:,]'| p::‘lc: Lud '.\;gc il -_l?ur: Ti‘]r r.u:!;:nh 1T1|.l:T-.|.-t u.hu '.-I'!|1

refuse 1o recognise the Von Carstein greamness

All Vampires crave power and dominion. burt they rarcly
understand whar it truly is or how to get it. The Von
Carsteins know, in the Old Word. uliimare power rests

in the control of land. They do not, therelore, seck 1o
dominate people or arganisations, except as a mcans (o
gathering more territory. And the only sure way to gacher
and secure territory is through force. As a result, most Von
Carsteins are trained to be generals, as well as princes. Even

wamen of the line study straregy and mactics and leamn the

costs and condirons of bartle. OFf course, many soon tire

of such schooling ar forgo ir o devore themselves o more
sensual pursuits, bur there is no more fertile bed of milivary
genlus than the Veon Carstein family.

War against mortals also serves to unify the squabbling
Family and diveer their violence ourwards. Thus, when o
strong leader takes conerol of the bloadline, he almaost

alwirys follows with a bloody crusade to expand the borders
of Sylvania, OF course, not afl of the bloodline live in that
province, but their blood and their fortunes are irrevocably
tied 1o it. In order ro rule properly, they require land, as
mentioned. Sylvania is the firse step towards thar, a home
base of sorts, where they can rest in relarive safety and
conspire to make the entire world their Sylvania. Unril they
reach thar goal. however, and perhaps even when they do,

Svlvania wall be as dear 1o them 25 their own lives, and they

will never surrender it 1o the upstarts of Stirland or other
pretenders. Land is power, and if Sylvania ever falls, then so
do the Von Carszeins. They arc o proud 1o £0 Info hiding
like the Strigoi or the Necrarchs. For the Von Cansteins,

there are only rwo choices. toral domination or destruction

This derermination does not mean thar they are foolish, nor

will thev sacrifice victory for pode or pigue. Mor are they

med by warfare as the Blood Drasons are. It is the

o

source of their power, not the aim of ir, and there ix much

time for other noble pursuits—art, music, history, literamure,
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themes, as are the studies of magic and necromancy.

Although some have no interest or much power. only the

obsessed Necrarchs can march the most scholarly Von

Carsteins in mastery of cthe Dark Arts

The Von Carsteins also make time o build up their
empires, crearing not just grand and bestifial castles bur
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FIRE AND WATER

The castle burned.

They had been thoroush. Clever. Defeated her guardians, Caught her by surprise. Used fire as their ally, driving her towards
them, silvered crosshow balts biting into her flesh. Her mistake had been 1o come 2t them with fury; they were expecting that,
and only two fled before ber anery visage. She open another two, but they were many, and they were ready. A talf-
dozen blades sliced at her, and she could not avoid them all. The siiver cur decp. Blood soaked her dress, her fine velvet des—her
bluudTFcl.'ﬂtﬁmﬁlrtinmh,Huudfml'ﬂvdm,mﬁrgwﬁhtu‘tﬁc,hhdhrmulmy.ﬁlﬂfwﬂtrmﬁn
in centuncs, she @n, fan from moralks.

Back to the flames she went, wrapping herself in the thick curtins to stave off the licking fire. She grabbed 2 dagger then
dropped it with a squeal; the heaed steel had burned through to the bone. A flaming painting fell to the floor, and she saw
the train of her curnain shicld caech fire. Behind that, she saw the humters at the door, kerchief's over their faces, rising their
crossbows at ber. She could see their silver points glinting in the flames. She bared her fangs and, with a flourish, threw the
curtain at them. She heard the twang of their bows, and then smiled 25 screams followed, along with the smell of burning flesh.
In the same movement, she leapt for the window.

The river was on the verge of froezing, but she hit it so hard she didn’t feel the cold. The impac was like the fire, burning
every nerve, stripping her skin from her flesh as casily as the dagger had. After thar, the icy cold was a blessing, numbing her
screaming muscles, flooding her veins with stillness. Only her hungs still barned as they filled with water. Her lungs and her
She struggled to the surface, spat water, tried to stay buoyant, and failed. The water was her blood enemy; it sapped her
strength with every second, and she could not fight ir. As she went down again, she saw more death—the men had broughe an
armyy, peasants only, but they were armed with torches, blades, and hawthorn spikes. A wild mob with no discipline, if she was
strong, she could have scattered them, but she was weak, and they were well led. Even if she made the bank, they would swarm
over her, she knew, split her apart with their burning silver. She felt the memory of that ageny and surrendered herself 1o the
current. Take me, she willed it, take me away. If she was far enough dovwmstream, she could evade her killers, slip into the
forest, and vanish.

Bur as she was carried, she felt her strength fleeing and knew this was a death as well, a cold, certain death. The water’s weight
was like iron, and her blood mixed with it, flowing from her as fast as the river. She no longer had the strength to swim to the
shore, and she was drifting further away from it with cach sccond. It was a certain dearh, yes, but ar least it was a still one, 2
quict onc. Not the heat of silver, not the fearful tearing of the mob. A death of her choice.

'I"hcpa.infadnd.H:rIimbsfdtkismppad.uif:himnnft}tmmvmlcakhgimmhnn,bccomingEnufltr.Slr
felr her heart slow its beating, and she thought of the first time that had happened, when she was given the Blood Kiss all
those centurics ago. The dark stranger from Kislev, so warm around her in his furs, his promises so exciting, and she had
uealed with pleasure at the touch of his fangs. He had not lied to her; the gift was exquisite, and she had loved him for ir.

strengeh, the life, the timelessness, and all it had granted ber. All she had seen. Countless lifetimes had passed, and she had
travelled the globe, seen ten thousand sunsers over a hundred different cities. She'd lived well, better than any man could ever
hope in one lifctime, better than most Vampires could ever claim. If it had 1o end, she had no regrets. It was quiet, it was still,
it was like falling aslerp and never waking again 1o see another stardit night.

And it was not enough
The peasant army had split up 1o warch the river bank, their lines spreading thin as they grow more and more assred
that the icy water had chaimed the foul leech. Withour a concentration of tosches, they missed her pale fingens bresking the
black water. In rwos and threes she took them, feeding and growing stronger = she went,, her wounds closing and her fury
Fif'ty good men of Ostcrmark died that nighe, their blood staining the grass black as pitch. And the countess smiled to see
another sumset.
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also improving public works, supporting the peasants. and of becoming their lord’s nexe meal, ensuring the stronges:
administering the lrw: Acarely aware of the need to enshrine  warriors of the village are eliminated. The Allebranders are

their memories, they are the most generous of patrons o todd their lond sends che best athletes off to the Retkiand
arvists, minstrels, and architects, and they host che most o fighr for the Emperor, but the peasants are becoming
lavish of partics for their fellow nobles and even organise suspicious about the lack of letiers sent home.

celebrations for the common folk. Sometimes these events
or creations are catirely innocent, or rather, designed simply
to improve the Vampire's popularity. Other times, they rake
a darker aspect. Counress Lavash’s bathhouse is o wonder

of modern engineering, auromarically sluicing the fresh
blood spile by the rotating knives down into her decp bath,
heating it en-rotite. and the great Sun Seill sporting fescival
tn Allebrand has the peasants compering for the honour

Perhaps the most famotis social event, however, was the
infamous Danse Macabre of 2010, Viad and Isabella had
re-populacised the custom of dressing as the dead npon
Geheimnisnache, and had invired every noble in Sylvania,
and many more from beyond bis borders, to attend a grear
celebradon in Vanhaldenschlosse, Thanks to the Yon
Carstein gifes in propricty and presentation, it was viewed
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ro be cthe social event of the decade, and hundreds of nobles
Aocked o their castle to see and be seen. OF courte, a5 Viad
read lais great spell ufawakt‘nil‘lg Froven the bactlements.
Isabella and their men fell upon che guests, devouring
every one until the massive ballroom was a charnel house,
knee-deep in blood and gore. 1t was the quintessential Von
Carstein celebration, combining their two grearest ralencs:
high sociery and abundant slaughter,

FEEDING AND BREEDING

The reason the Von Carseeing need land and people to tend
it is thar they share a common desire 1o domesticare their
food source. It is not thar they mind hunring—many of
them adore it—but they find it insulting that they should
have to do it from the shadows, with care, lese the prEy lash
out at the predator. It is not enough men should dic for
them; they should dic like sheep.

The Vampires of the Von Carstein bloodline do everything
they can te remind mortals of theic proper place in the
world—as eicher food or slaves. They play upen humanity’s
natural tendency to be swayed by authority figures, playing
upon the feudal sysrem and the role of the noble within

it. They provide defence of the lands whilst the prasants
provide the food—enly literally, in this case. They also
miake sure their justice is swift and their might visible; so
the maortals are awed by their sorengeh and cowed by in.
They strongly encourage the rormantic image of the noble as
shining symbels of greatness, chosen by the Gods becanse
of their inherent superioriry. Possessing such a superior,
holy narure, it is therefore a simple step 10 convinee peaple
that being fed upon is the greatest honour, a chance o be
blessed by these Gods amongst men, and share, if only for a
moment, a glimmer of their gloey.

And all too aften, it works,

And it works not because the feeding is almost painless
anel gives the victim wyrd-root dreams combined with

the courage of good whiskey, nor because of the illicit or
romangic image of the transaction, nor because of any dark
kaewledge or politicsl advantage thar might be gained—
although, all these do occur. It works because Humans are
abways ready to believe in their own inherent inferiority
and the superiority of ather, better men. Nobles, Elves, ar
Vampires, it is all the same.

In Sylvania, breause they can ace so publicly, the cult of the
Vampire is very strong, sometimes Leerally, as in the case
with the Wiederaufersranden, the Cule of the Risen Dead,
who worship the Von Carsteing as Cods. Others serve no
less ardendly, despite lacking a religious belief: chere are
rowns in eastern Sylvania where the people compete for the
honour of being bled, lining up lile lambs for the slaughrer.
Those who miss our on providing sustenance may console
themselves by touching their lord’s coar or similar, or they
may find many other ways to serve him, in his houwsehoeld or
without. There is honour and privilege even in scrubbing a

great Vampires Boors—and if the job is done exceptionally,
it may lead 1o greater honours,

OF course, it is not this overt everywhere in Svlvania, and
though the instinet to tug the forelock runs deep and wide,
there are many in char provinee who stll have not forgoreen
the true nature of the Vampires: For such peaple, however,
cheir very fear keeps them equally pacified and controlled.
Ochers have lived so long under a threat constandy shown
ro be invineible that they give into despair and simply
accept their fare. Inevitably, there are fow whe have the will
to resist their predacors, and fewer scill with the strengih

to do anything about it, and so the Von Carsteins can feed
apenly, easily, and withour fear, One day, the Von Carsteing
believe, all the world will be the same.

Their dependence on the lofiy, noble image of the Vampire
is why they are so selective in giving the Blood Kiss., There

i no point passing on the Yon Carstein bloed w one wha
will mingle with the common folk or not uphold the high
standards of the family. A Von Carstein must be arrogant

1o the core, fundamenrally assured of both his Family's
prominent place in the universe and his own. I this is not
the case when the Kiss is given, instruction will be provided;
indeed, new Vampires are schooled in every aspect of their
noble life. inchading strategy, manipulation, and conspiracy:
Likewise, if the Vampire is ever found wanting in his lordly
skills and duties, he may (if he is 1uck:r,'l be prompred to mind
the hanour of his family name. Nobody is warned rwice.

The simplest way to ensure someone has sl the appropriare
breeding and temperament the Von Carsteins demand is to
ensure they are blood relations to the Von Carstein family.
By restricting their attention to those of familial blood, they
ensure the continuarion of the line and expand the trie
family. Those who would join the Von Carsseing and who
are not born o the blood must marry inta the family. This
is no small mater. Tust like the snobbish nobles of Aldorf,
Won Catstein Vampires often examine the background

of a prospective inclusion with a fine-tooth comb, going
back hundreds of years to make sure there are no signs of
commaoner blood or inappropriace conducr. OF course,

such things can be covered up or docrored; Lady Ariene
managed 1o seriously damage the reputation of her rival
Lady Carlotra when she cncouraged her 1o embrace the
seemingly spotless Lord Engelmier, only ro reveal afterwards
the scandalous gossip that Engelmier’s grandfather had been
a-crofrer.

There are, as always, exceptions to this careful artirude,

for nobles are ecoentrics ]::f' nature, and the Von Carsteins
doubly so. Full-blown madness also runs rife through their
blood. There are tales of the Vampire counts ransforming
common stable boys or serving wenches because they liked
their looks, not to mention their favourice horses, dogs, and
cats. Such exceprions are frowned upon (especially since
favourites can be stuffed or resurrecred as Zombies), bue
eccentricities are also seen as the righv and peivilege of che
noble bleoded. If one is cecentric enough, he may become
the talk of the season and thus redeem his social seanding—
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one stableboy Is an insult, buc a harem of half 2 hundred 5 a

grandiose diversion.

In shore, when it comes 1o the Blood Kiss, as with almost
everything in rthe life of these idle rich. there s a grear deal of
Proprcty (o be observed—but every rule can be broken if one

o poweriul e -u_*_*.'r': o do so

DESIGNS AND STRATAGEMS

Ihe Voo Carsteins have links o the majority of the ruling

nivbles of the land of Sylvaniz, and 2s such, their aims are
like any noble house—vo remzin powerful and wealthy and
1o increase their power and wealth. They go about achicving
these goals in much the samc way as any other province of

the Empire and chrough the same political system

The newly rerurned Mannfred is the ruler of the land, and
his nobles owe him allegiance and support. The Vampires

of his land are considercd the mast powerful, followed

by those of the Von Carstein line who lack the Kiss, and
then the remaining nobles outside the familv. Each noble
provides land raxes and troop levics to his superior, and cach
receives military support in return. In practice, of course, i

rarely works so smoothly.

Mannfred only holds power because of his military strengeh,
his enduring charisma, and a complex system of alliances and
promises he has made with the lesser lords, And his power is
relatively limited; i his fellow counts have a strong reason 1o
object to one of his campaigns, they can deny him ooops—
and pray chat Mannfred lacks the manpower to erush them

for the insulc. Diespite his military strength, Mannfred has wo

be 2 political ereature as well and must choose actions thar

will be well supported. Luckily, everyone supports expanding
the borders of Svlvania 2nd crushing the armies of the
Empire, and this i a constant theme in Mannfred’s plans

Also, lew Va2

1pires want o make Mannfred angry because

tew want the esponsibility and dangers of hiz position. Mose

are content to ler him work on the problem of conguering
the Old World, 2= lore a5 they remain assured of their place

in_his new republic when it comes

B\.:-lli'llj the provision of goops., however, Mannfred b

little ofhcal conerol over anv of his subordinates. nor is

there any unifyir
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EEWS OF viOws That must e r.rl':"I! ]:-.:-C."i
feudal lord is therctore free to do whatever he wishes with
the land he owns and the peasants who are renanis on it

and the only sreascr consequence of any such actions mi__g_;-n

be the slighrese change in his social standing. Gifted with a

cowed and terribed populace. the individual Vampire lords
are free o inflics the most cruel and unusual stricturés and
enjoy the most indulgent and decadent oppression, and
pursuing this enrerrainment indchnitely is often the limir of

the evil plans of most Von Carstein Vampires,

It makes up in cruely for what it lacks in vision, however,
‘The rempeation to creare more and more savage of hizarne
demands upon the peasans—simply to see il chey can

get away with it—is certainly oo hard for many o resise,
Counr Marcellan von Carstein once ordered his townsfolk
to car noching bur grass, in order to study the effeces of
such a dier, whilst Lady Carlotea Bimously forced husbands
to execute their own wives if they committed the crime of
bearing them more than two children, Her reason was she
didn’t want her town growing oo fast, as ir might then
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When not oppressing their own people, the chief 2ims of
the Von Carsteins are, a5 mentioned, waging war upon
each other and waging war upon morrals. Either way

the morivation is the same—to0 acgquire more land—and
the mechanics mrely stray far from the common theme.
l't'_'.l-'.'lf:

blackmail, deceir,

I

westilitics begin, there i
. F - £ 2
And MEnpEtETHEn ."‘|.|T-; rJ..'.rd- McIT arec waves of Lnasy

ht cavalry on grear

soldiers: Skelerons, Zombics, W

Nightmares. and more. Againss cach other, this often resulis

in 3 staler , AL , g their

more subde methods. But against the fragile mortals, the

direct approzach has a werible cffectivencs

It is mor a subde sratepy, burt it has no need o be. No moral
army can stand agsinst one whose roops nover die and whose
forces grow larger with every conflict, won or los. Viad's army
was only turned back ar Aledorf because of trickery, by ane of
hix owm ger. Konrad was defeared only because his subordinates
tired of serving under his raging insanicy. And Mannired’s grear
campaign was only halred when the grand theogonist damned
his own soul by reading from the Books of Nagash—and
afterwards, it took every standing army In the entire Empire 10
drive him home and attempe to end his il
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But no Vampire can truly die whilst there are those whao
retnember him. and if there is one thing every Von Carstein
Vampire is good ar i, it is stamping 2 legacy hard and deep
into the hearrs and minds of his people, into their history
and their legends. even into the laindscape ireelf. Sebvania
can nover forger the Vampire counts, and thus, they will
return again 2nd again and again, ready and cager o once
more rain down death upon the Empire and crush i
people under their cruel dominion, until all the world sinks
bencath 2 darknes of their nulcmp_ a darkne<s from which
it will never awake.

NOTABLE VON CARSTEINS

The Von Carsiein family tree is vast, rwisted, and blood-
stadned, and cach of its members have lefi behind encugh
sulffering and descruetion to [ll 4 history book. All of them,
in short, are notable figures, and those few that stand o
have wiitten the history of the world—or will soon encugh.

Wlad the Grear, his immoetal love lsabella, Konrad the
Burcher. and Mannfred the Last: these are names known

to every history student in the Empire. Orther scholars
might know Constantin von Carstein, the grear scholar and
biographer of Konrad and Mannfred. As a vidous killer and
comnsummate swordsman, be had the oppormunity to be dase
to Konrad throushour his entire campaien, and musch of the
information known abour the Vampire counts comes from
the scavenged papes of his detailed works. He did not dic
with his masters, however, and be may be planning 10 make
some history of his owm. Count von Sangster is 2lso famed
for his scholarship, amongst both moreals and Vampires. It
is said his grear fibsary is rvalled only by that of Mannfred.
and Sangsters recent History of the Empire is considered o
be the greatest and most complere ever compiled. So much so
that Human scholars will gladly risk the association with the
author to read a copy—and as he lives in Nuln, access is nat
ditheulr 1o arrange,

Hisvory studenes of the Empire will also know the name of
Trarina Kactarin of Kislev. Her Vampiric namre is less well
knewn, bur she is famed for her blood-soaked reign. Afer
trying to resist her need to feed for many monchs, she went
insane and shavshiered thousands of her own people; as well
as countless soldiers of the Empire. She was cvenmally killed
by agents of the Lahmian Sisterhoad, bur her corpee remaing
preserved in a zrear block of ice, and there are many who
would love to see her returned ro power in the frozen norh.

LapY ARIETTE VON CARSTEIN,
FIRsT OF THE NEW GENERATION

Lady Arictre von Carsecin is the eldest of the most recent
branch of the Von Carstein family, When Hermann
Schtillmann performed the dark ritual thar brought
Mannfred back from the dead. it was young Aricne who
was intended to be the count’s first meal. However, the three
were interrupred by the arrival of Gotrek Gurnisson and his
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ridiculous biographer. It took Ariette twelve hours w escipe
from her “rescuers” and return 1o look for the handsome man
whom she knew could give her cvervthing she wanted.

On her joumncy back. she formulated 2 plan w present hersed
to Mannfred a5 a voung noble girl whod been carried off
unwillingly by a pair of travellers. She exphained 1o Mannfred
that she escaped while the two disgusting men slepr. and

she had warched them kill a poor peasamt gird thar they had
deemed “rinted.” She told Mann(red that these mavellers
aimed to return with reinforcements, and upon leaming

this, she knew she had to return 1o warn him ar all coss.
In‘l;'lh‘;sq.'l.i by her COUrage and passion, Mannfred :gl::od 1o
grant her the Kiss,

Aricrte has gone o great lengths 1o hide her true background,
Previously, she was an frrelevant peasant. Now she has power,
wealth, and influence and a mind o use them, and she has
ne ingention of ever losing her current status, She enjoys che
finer things in [ife but is not everindulgent. Mose of all, she
lowes to travel. Sometimes, she does this 1o help re-create the
culr around the Yon Carstein name in the younger Sylvanian
nobles; other tmes, she just wints w see the world. She has
even been known o fll in amongst adventurers becaise they
wravel to such exotic places and sce s0 many sirange things.
Also, 23 adventurers rend 1o be rootless vagabonds, nobody
complains if she oers peckish en route.

Ladv A Carse

Von Canadin Theall, ex-Charcoal Bumner

Main Profile

ws BS 1 T A Imt | WP | Fel

479 | 26% | 59% | 66% | 74% | 47% | 37% | 41%
A W 5B TB M | Mag | IP Fr
2 24 3 { fy 1 1 1

Skills: Charm, Command, Common Knowledge (the
Empirc), Concealment, Dodge Blow, Evaluate, Gossip
+10%, Hazgle, Tntimidate, Magical Sense, Outdoor
Survival, Perceprion +10%, Ride, Scale Sheer Surface
+10%, Search, Secrer Signs (Ranger), Shadowing, Speak
Language {Reikspiel}, Tormre

Talents: Disarm, Flee!, Public Speaking, Savvy, Schemer,
Sturdy. Very Strong

Traits: Blood Gift {Blood Drain, Namrl Necomancer,
Pass for Human, Summon Wolves, Vampires' Curse.
Wolf Form), Frightening. Keen Senses. Nanural Wezpons
{(Claws, Fanes), Night Vision, Undead

Armour: Mone

Weapons: Best Chuality Hand Weapon (Sword), Dagger
coated in Dark Venom Poison

Trappings: Collection of Books, Fur-lined Cloak, Good
Crualiry Traecling Clothing, Best Quality Noble's Garb,
Best Quality Riding Hosse with Saddle and Harness, 4
doses of Heartkill Poison, 30 g
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TiMor NocTIs

Mannfred always carries Timor Nocris into bactle. This massive owo-handed sword has a Dragon-seale hili, a huge black onyx

for 2 pommel stone, and s name—meéaning Night's Dark Terror—emblazoned along ies blade

Academic Knowledge: History

Powerss Timos Noctis drinks the blood of its vicrims and tums i into magical power. If Tiror Nocris causes one or maore
Waunds in 2 combat round, the wiclder may roll one exira die on a spell csting roll made in the subsequent round. The
spell must be cast in the very nexr round to gain this effect
provides a maximum of one die,

Hi-sl'ﬂfyl: Timor Novtis Appeary to be of Dwarlen -:‘r:;ﬁsm.uuhip vet also bears clear marks of Chaos., J_':Iuri“!; his wanderings of

f the sword is used many times before casting, it stll only

Th\_‘ 'l.\-llr‘il. .\r!.:i.[]rﬂll'l.'l.l I|{'|llrl'll."_l.-‘l.‘d: Ccast '.1i1|'| mct tht" (_-h.'tl.n: ! h\.-'][f_'i ol ?}1;1r-|:\;_15:¥;|]|1a] _"'.1_‘;]-:14_-]1.;1\1.', ]|.|-_' {;un\'ir:hcli '[]1.::11. [£8] ['u_rgy
him a sword worthy of his stature, and he has carried it with him ever sinee. Sensing his poor chances ar the dimax of Hel

FL'TIH. I‘}C E‘.Iid ri'll." "'“1"1'1! n :§‘|;'I' W, Jm;‘- [ Fe |:|!'T| ww i:];_':1 hc JC":J..‘I’;:'\‘ o hfr_‘_

MANNFRED VON CARSTEIN

Mannfred lacks che vision and true genius of Yiadimir [ is

Mehekhara and the ciry of Lahmia, learning everything
about the origing of his kind. Over the years, Mannfred

has accumulased a libeary of staggering proportions, but

perhaps the only thing he lacks. Mannfiod is exceprionally keeps inside

his head. Yer, he still considers himself & student and

it is miniscele compared to the knowledge he

; ; :
cunning and devious, more than any other of the counts

He was both Wi]l::u:: and zble 1o defcar his sire t-_‘.‘ :;1‘_'::_1'-.'1:1,-I ;T!’|; voracously pursucs cvery picce of ki '“-El.'d-":-__":.‘ and

him 1o the encmy. He played 3 similar part in the defeat cxperience he can gain. He is wise enough w know there

of Konrad, whilst also avoiding his brother-in-darkness’s is always something 1o be leamed and that he s nover
brutal rule by being very far away, Indeed, whilst his omnipotent nor invulnerable, He does not congent himself
predecessors were trving to conguer the world, Mannfred

that his Vampiric powers are enough to save him. nor would
stood back and watched them—and the world. He studied

he ever trust entirely in a magic item like the Carsiein Ring.
everything they did and learnt everything he could - = : -
He _'i;m wandered the wordd, reruming :T-. the land of If Mannfred has 3 Raw. it is his need 1o understand. He
4 could have casily destroyed Konrad ar any point and
attacked the Empire whilst they were still recling from
Vlad's advance: his delay in order o appear non-threatening
and to ger the most accurate view of his history and the
political sicuation allowed the cult tlf‘f‘lil:r]l'.l r the time
to find the anly way o defear him. However, Mannfred
also possesses the rarest of qualities in the powerful-—the
ability to recognise his own mistakes and leamn from
them. Mannfred learnt much from his defear, and he &
L

determined not to make the same ma

takes agzin. If indeed
the master ractician has acquired the Rerocity of Konrad and
the vision of Vlad. then the Empire is surely doomed. It is
just a macter of when che blow will fall, and i will surely

fall soon.
Mannfred vop Carstein

Prince of Svlvania, Last of the Vampire Counts, and True

Heir of Vashanesh
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Skills: Academic Knowledee {(Gencalogy/Heraldry, History,
MNecromancy +20%, Stranegy/ Tactics +20%), Channelling,
Charm +20%, Command +10%, Common Knowledge
(the Badlands, Border Princes, the Chaos Wastes, Dwarfs,
the Empire, Nehekhara, Ogres, Orcs, the World's Edge
Mounrains,}), Dodge Blow, Evaluare, Follow Trail, Gossip
+20%, Heal, Intimidate +10%. Magical Scase, Perception
+ 10%, Pick Lock, Prepan: Poison, Read/Wrice, Ride, Scale
Sheer Surface +109%, Scarch, Secrer Language (Ranger
Tongue, Thicves” Tongue), Secret Sigas (Ranger, Thicf),
Shadowing «10%. Silent Move =109, Sleight of Hand.
Speak Arcane Language (Arcanc Elf. Dacmonic, Magick).
Speak Language (Classical, Drark Tongue. Eltharin,
Grumbarth, Kharalid. Nebekharan, Reikspicl), Torrure

Talents: Acthyric Artuncment, Alley Cac. Dark Lore
(Necromancy), Dark Magic, Disarm, Lesser Magic (dispe,
miove, silence, skywalk), Lightning Psrry, Master Orator.
Menacing, Peay Magic (Arcanc). Poblic Speaking, Chuick
Diraw, Rover, Schemer, Scasoned Traveller, Specialisy
Weapon Group (Fending, Parrving, Two-handed), Sirike
Mighty Blow, Tunnel Rar

Traies: Blood Gift (Aethyric Cipher. Blood Drain, Call Forth
Thunder, Dark Majesty, Natumal Necromancer, Pass For
Husan, Summon Weolves, Terrible Blows, Tumm o Mist,
Vampires' Curse, Waterwalker), Frightening, Keen Senses,
MNatural Weapons (Claws, Fangs), Night Vision, Undead

Armour: None

Weapons: Lirearsword (Timor Noceis)

Trappings: The fawe of the Empire

ADVENTURE HOOKS

All of the following adventure hooks are excellent starring
points for designing advenrures thar fearure Von Carsteins
prominently.

Star-Cross’d Lovers

The Characters come o 2 wwn where the locals beg for their
asistance, Une of the residents—a rochusive, prejudiced
grnt—dl':ucmﬂ:m.i his daughter is in love with the local noble.
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In order w prevent her from seeing him, he locked her in

his shed, but the romanric rownsfolk are keen 1o see orue

love prevail. IF che Characters rescue ber and escorr her 1o

the caste, they will discover the noble i= one Count Derrick
von Carstein, 2 charming, carnest and much-besotted young
Vampire. The young girl is well aware of this, however, 25 arc
maost of the ownsfolk who have fallen for the romantic image
of the old lords of Sylvania Do the Characters have the heart
o cut down the gitds beau in front of her?

Bars in the Walls

The Chatacrers are invited to stay in the caste of a friend or
retative, with the particular aim of camining their young
son for signs of madness. He claims he can hear voices in the
walls, schooling him in black magic and urging him 1o sike
down his father 2nd other dark deeds: Strangely enough, if
they are quiet, the Characrers can bear it too, The volce B no
spiric bur a rather pasty Von Carstein noblewoman who was
bricked up behind the walls a century ago for her abominable
crimes. She has kepr much of her strength by feeding on rars:
though her mind is somewhat worse for wear. She has come
tor prefer her life in the walls, contolling the inhabitants
indirectly, like puppets on a sering. The Characrers will have
to go inter the dark narcow spaces of her domain If they are o
put a final end o her evil,

Yoptisarita R s

One stormy nighe in a lonely tavern far from anywhere
eivilised, the Characrers are joined by o mysterions hgure
seeking sheleer, Although obviously wealthy judging by his
horse and his purse, e wears a coak and cowl, gives no
name, and has his single servant do all the ealking for him.
Throngh curiosity or chance. however, the Characters carch
sighe of his family crest on his servant’s livery or on the lord’s
signet ring and realise he is in fcr Mannfred von Carsein,
recurned o life. Or he might be, Can they verify his identity
without sroussing suspicion? And if it is him, why is he
travelling incognito? Can they discern his purpose? Can they
keep their motives and apprehension hidden when the man
suddenly adks them 1o join him for dinner?

ﬁ’&‘a' s s
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“Sylvania is a foreign land, and they do
things dif ferently there”

—KrausE KRONER, STIRLANDER MERCHANT

Ar« fivr its most Empire folle aze concerned. the county of
Sylvania may as well be a different counrry, Diespite ity
proximity e the Moot and Zhufbar, Halflings and Dwarfs are
virtually unknown there, Technologieally, it lags behind the
rest of the Empire, and gunpowder is treated as a frighrening
marvel, The emergent middle class of the Empire scarcely
exises, and an unbridgeable ap between the peasanery and the
nobility persists, even more so than in Bretonnia.

HisTory

Mot much is known of dhe Fennone ribe who lived in the
arca thar would later become Sylvania “They were a strange
and secretive people who spoke their own language and had
liztle to do with the ather rribes ar the Dwarfs of Zhufbar
They did not join Sigmar’s Empirce uniil the “Drive to the
Frontiers” encroached onro ther land centuries alver its
founding. Their rongue persists as 2 second langiage, wsually
reserved for use around suspiciows strangers.

When Sylvania was incorporared
as part of Strfand, there wasa
mingling of the two peoples,
though Stirlanders often say the
Fennone blood won our in ther
dour Sylvanian cousins, Dark
rumours circulated abour the
peaple dabbling in magic. The
Winds blow strong in Sylvania,
and not just the cold winds thar
whip down fram the World's Edge

Mounraing. Sylvania's nobles buil

LSRR (T

Quick Data

Official Name The Counry of Sylvania

Rulers Count Mannfred von Carstein,
True Overlond of Syivania (disputed)

Government: Dictarorship

Capital: Waldenhol

Major Exports: Fear and death

their homes on the poines marked by anclent Waystones,
nesxuses of magical power, though whar they used ir for is
UNCCrEALn,

Although stll not prominent and in many ways struggling:
Sybvania suffered a terrible blow in the twellth century. The
Black Pligue boiled up from seemingly nowhere, sweeping
across the Empire, wiping out entire communitics and
leaving anguish and despair in its wake. Nowhere was as hard
hit as Sylvania, though, for what records remain of this time.
nine out of ten people perished from this insidious plaguc.

It waso't uniil karer in that same year that Svivania’s characrer
would become known throughout the Old World. On
Ueheimnisnacht, Momlich seemed o glow:, and a min of
Warpstone fell on Sylvania. Marurally, this phenomenon
attracted the Skaven, who came into this bnd o colleo

the covered meamure. The foul loeds of this land were sead,
though, and they clled up the plague victims from their
graves 1o defond their country. Under the command of
Frederick van Hel. who would later be known as Vanhel, the
Undead horde crushed the Skaven
menace and dronve them back o
the warrens and tunncls of the
Utider-Empire. Ever since then, the
dead have refused 1o rest long in
the cursed. thin soil of Sylvania.

This was to have an unexpected
benchit, During the Nighr of

the Restless Dead in 1681, the
Sylvanians were uniquely placed
to battle the Undead, being more




accustemned 1o them than mest. Seme even fought necromancy
with necromancy; and corpses bartled through the sereets,
Whilse Stirland was ravaged by the Undead, much of Sylvania
escaaped unharmed and used this ro i advantge, buying is

independence with the aid it offered during the recovery,

The Yo Draks were amongst the dark wizards whe rose o
power in Sylvania, a family of braal ralers despised byall.
When Vlad von Carstein ok control, the peaple were glad
of 1t, and many did not change their minds when he revealed
himself to be a Vampire. As the Vampire count went o war,
the Sybvanians willingly went with him, damning themselves
it the eyes of the Empire. Only when Konrad replaced Viad,
demanding exorbicant renes and Teeding with such glustony
and abandon thar it was hard to find a living soul in the lands
around Drakenhot Castle, did Syleanians begin to regrer

the Faustian pact they had made. However, Kenrad did niou
last and was replaced by Mannfred, a rulér more in the vein
of Viad. Onee again, the people willingly joined his arov
Alter Manntred’s deleat, the cursed Sylvanians were hared

by the commeon peeple of the Empire for their part in che
wars, an atcitude thar survives o this day. Those whe dare
leave che province often claim o be from élsewhere 1o avoid
persecution.

Immediately after Mannfred's fall, Sylvania was brought back
under Stitland's conteol and given over to 4 new nobilie made
of impeverished noble houses, vounger siblings, and bastards of
th Stirland line. Bitrer ar being sent into what was essenially
exile, these new rulers meared their people no berter than the
Von 1rals of old and were worse as protecting them from the

Undead and ocher inhuman scavengers, Ghoul attacks on the
villages became more commen withour the Vampires o hold
the flesh-earers back and poine them ar rargers outside the

provinge.

In 2158, Gordieb the Stemn lead the “Cleansing of Sylvania,”
and Wirch Hunrers scoured the land, eradicating many

who were deemed collaborators in the Wars of the Vampire
Counts, This enly cemented the resentment towards
Imiperials felt by Sylvanians, who sce themselves as a separace
nation. When the mormal family who bore the name Von
Clarstein went public to show they were the true heirs'of

Sylvania, they won muoch support amongs: the peasants,

During the most recent Chaos incursion, some of Yardelk
Croms warriors attempted 1o use Sylvania as an enwry 1o the
Empire, but they were defeated by the Undesd. This prompecd
Muannfred 10 join the battle at Middenheim, and he wsed his
eroips to soour the mountains and drive off che last of the
Chaos invaders. MNow thar the threar o the O1d World is in
hand, Mannfred has turned his acention towards those who
resist in his lands and may be looking bevond. Brark days lie
ahead.

Tue LAND

‘I the east, Sylvania is bordered by the World's Edge
Mountains, bur in the other direcrions, irs borders are less
well-defined. The line between Svlvania and Stivland 1o the
west las been redipen every time Independence has been

declareds ic has ranged from the edge of the Haunred Hills o




Sebams Haime wan onc of soveral necromancers who ware the guise of 2 noble in Sybania. His grear accomplishment was
§7ss W v =ad b blood o the land wing the magic of the Waystones. blood sacrifice, and pacts with dark powers

= Sev Somuct snd bis descendenrea foul inheritance of evil and magic. The Haifisch family survived Viad's rise to power by
ofemng wr e semenifl danghrers, and through intermarriage with che Vamipires, they were eventually given the name of
vor Cawmn. B emgical potency of these mortal Von Carseeins increases greztly when they ane made Vampires, so the two
kot e sl Seaeade cach other, intertwined for centurics. When Manmi(red fedl ar Hel Fenn, they asumed other names

s d dhersacive, witine for his return.
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soreal Von Cantein line was nemed Viad in prepararion for 2 grear honour. Upon Mannfred’s

e e Wl e 35e S5t to roocive the Blood Kiss and become 2 symbol of the rerum of the old ways. Young Viad,
Ssermes. bl s wdess He ran away from home to pursue his own dreams in the Empire and has not been scen
Camems have zgeats searching for him, and they belicve he s currenty making a living as some kind of

b e

e Sanieeed viliser of Murieste, and it currenty stretches
S S s of Meadheim down to the edge ofﬂﬁmlwf
= S mer= the River Stir provides 2 border with
B s seerh Sylvania scops at a barten region
Eeeameyly Ssemed by Averland, bir currently held by
e taunred reputasion of thar place’s
Tl hills resules in both Grand
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sing the area. The south-western corner
Mootland, 4 narrow border thar is
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The el Sadowsy of the mountains seretch over this land of
mghe. e ould winds blow down from the peaks. It Is a land
o Bl wamerns thar paint the ground blindingly white. To
gt a dark o woch 3 winger 5 almost certain death, buc

& go s & =i m 3 Sylvanian summer is livde safer.

Smerms Tegoenny come down off the mountains along
me e wncs snd snows. This makes for damp land with
s b = onely moors: Dark Moor, Grim Moor on
B mcrmors sdes of the Grim Wood. the Bylorhof Marsh,
Mier=ems, and e rwisted Hel Fonn thar witnessed the Bl
o Slemeteed woe Cxrmcin. The Fennone people disposed of
B dead = S bogs for hundreds of years, and many of
e e oy U'nclrad rroops come from there. ]hclug;h
S i emane ancd rhrest of Undead makes them
s s, Thr wivaniaps are foroed o visit them a
B B wmum of e Dear thar fervilises their fields and
S b o e womcer snd the ares s also home o
e e e = oo cowhoy

B S o e woods of the southern Empire
e T cae h’uapqﬂulkdh'. packs
ey st wobves. Indhe nnrthwmn
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| Stirlander: The dead are rising! l
| Sylvanian: Be it Konistag already? |
~CARTOON PUBLISHED IN THE

tread there. To the south i Ghoul Wood, said 1o be ruled by
one of the Strigol who has thrown in his lot with the Von
Carsteins and lent them the aid of the Aesh-carers,

Bisecring the land is a string of chalk hills thar make good
sheep-herding country if nothing else, the Warten Downs in
the northeast strerching down to the Haunted Hills in the
west, Even when it isn't chalk, most of the soil of Sylvania isa
thin and useless stuff on which the people struggle 1o elee nur
a living,

THE PEOPLE

Sylvanians often have a blasé attitude towards death and

the dead that is at odds with thieir neighbours. They take

a perverse pride in the harshness of their life, secing others

as “soft” for living in warmer climes, using blackpowder

weapons, or associating with the ather races. Sylvanians

belicwe in the worst secreotypes, and it is common w0 kind

they believe Dwarfs drown cass, and Halllings routinely

car cach ocher. This antitde goes all the way back o the

Fennones of old. who refused to deal with the Dwarfs they

encountered in the foochills of the World's Edge Mounmins

because they came from the same place as the marauding

Greenskins who raided dhcir land.

The largest towns of Syivania would still be considered rural

hackwzicrs by culured Empire folk. half-empry places where

everybody wears codpieces that haven't been fashionable for

over fifty yezrs. These towns support only a fow burghers,

as fow can afford their bills. and most are merdy overgrown

villages thar happen 1w have been built on alightdy bemer

land. As Sﬁ\mui population never recovered from the Black

_ Plague and the countless contagions

| thar followed, overcrowding has never

been a problem,

In addition 1o disease, murarion is rife
amongst the peasanes. ‘The thin soil

- has been riddled with Warpstone since

1111, giving Sylvania one of the highest




Centuries of religious persecution under the Von Carsteins have changed the amimudes of Sylvanians. Pricsts and temples are
rare, but the people have adapeod, developing a widespread belicf in superstition w replace religion. Rather than praying to the
Gods, Sylvanians watch for omens and perform good-luck ritials. It gives them a feeling of contral over their lives thar they
would otherwise lack.

“Spalledd sals. spilled tears. ” Spilling salt is unlucky. The only remedy i 1o ke 2 handhil of salr and run around your dwelling
three times without spilling 3 grain.

“Magpirs bring messages. ™ If you soc 3 magpic sining on a wall, it means 2 messase is coming for you.
“Swerp away dusz, not fmck. ™ Swerping on Festag is bad luck.

"Candles for the dead. " On Geheimnisnachr, Sylvanians light 2 candle for each dead family member and then place the candles
in the windows of the rmooms where they died (family members who died outside the house have their candles placed on the
doorstep). Some unlucky villages are so brighely lit on Geheimnisnachs it scems like daylighe

“Whiszlin® past the gravepard. “IF vou do not whistle whilst passing graves you may brearhe in a ghost, bringing bad hack.

“We won't be weeping long. ” Spending 100 much time in grief for the dead brings bad luck and may even cause them o dsc as
Undead.

“Seiwors in wornn. " It is good lack o cut your hair during a storm.

“Spy your reflection, spit in its face. " A Sylvanian carching a glimpse of his reflecrion in 2 pond will spit in the wateér w avoid

bad luck. Although mirrors are rare in Sylvania, the same behaviour is followed. This odd habir has only added ro their

uncultured image in the eyes of the rest of the Empire.

RIS,

rates of mutation in the Empire. The most deformed Muranes
are cast out into the woods or sent 1o Drakenhof, bur many

who would be burned elsewhere are sceepred in Sylvania,
Hunchbacks, walleycs, and those with additional digits are
treated no differentdy from odhers.

With the low yicld of crops, starvation is 2 constant threar, and
most accept hunger pains as a normal pan of life. Tumning 1w
“sweet pork.” the Sybvanians’ caphemism for Human flesh, &
comsiderad distasteful but nor evil. Desperare times can call for
desperate measures, and the Ghouls thar raid the villages often
lived amongst their victims the winter before.

All this has led to the Sylvanians becoming an insular people.
They harbour resentments towands the Emgpire, especially
Stirland. They avoid all contacr with the ourside world,

and many know cmbarrassingly lirde abous it It is not
uncommon for Sylvanians w not realise they are a parr of the
Empire. and many could not name the correnr Emperor if
asked. Those who do know a linle of the linds beyond their
own know that they will not be aceepred there, and Empire
folk have as low an opinion of Syivanians as Sylvanians do of
the Empire folk,

“The life of a typical Sylvanian i as harsh, brural, and shorr as
that of any Old Worlder, and they see the Vampires as mercly
another aspect of that. Sometimes the crops fil, somerimes
the winter is harsh, sometimes Chaos Warriors raid from the
mountaing, sometimes the plague comes, and sometimes the
Vampires come. They keep garlic and other herbs around
their windows as a matter of course, vet they willingly give
up the children they cannor afford o feed for the blood
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and turn over foreigners foolish enough to spend the night in
their inns,

The blood tax is the only tax paid by many Sylvanians, a
tradition dating back generations. The amount paid differs
from place to place, depending on the Vampire who controls
the land. In Nachthafen, Countess Gabriella refuses 10 feed
on the lowest peasants and only txes the relatively afffuent
townspeople who can afford more than one set of dothes. She
prefers to leave them alive afver feeding, most of the rime, 10
increase their lovalty to her. In Eschen, the tax demands the
hrsthorn danghrer of every family, who is never seen again,
leading 1o some pannits atempting 1o disguise their girls ac
boys 10 avoid payment. The smaller villages are typically only
taxed once per year, though the amount varies based purely
on whim. Those fow who arc foolish enough 1o hide from the
count’s men when they come w collecr are dealr with harshiy,
and the blood tax is rsised in rhose places where they are
found. This keads 1o situarions where neighbours mm in their
necighbours o avoid offending their masters.

SIGNIFICANT PLACES

The followine entries are amongst some of the most infamous
sites found within Sylvania,

BYLORHOF

Bylorhol is home 1w the worship of Bylorak, God of the
Marshes, believed by some scholars to be an aspect of Taal or
Manann, To the residents of this settlement, though, Bylorak
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OprriONAL RULE: SYLVANIAN PROVINCIAL FEATURES
A Sylvanian gains the following skills and calens: '
Skifls: Common Knowledge {the Empirc) or Speak Language (Sybvanian). Gossip or Ourdoor Survival, Speak Language
(Reikspic)
Talents: Two rzndom alenss (

Special Rules: If you take Common Knowledge (the Empire} vou gain 2 +10% bonus 1o tosts thar deal with your native |
province of Sylvania. If you do not start with the shill, the bonus applicss once you gain it

Notes: I vou choosc not o take Comman Knowledge (the Empire) your Characrer is considered to be from one of the
isolated villapes in the east of Svhvanita. Your Characeer does not kmow the name of the current Emperor and may not even

know thar Sylvania is pant of the Empire.
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is no scholar’s aspoar—he's their God, and they're proud w be
his holicst site. When Viad von Carstein began to drive the
priests our of Sybeania. Bylorhot™s pricsts of Sigmar, Shallya,
and Marr all ed. bur nee the pricst of Bylorak. Going
underground, he maintained his calt amongst the thousand
sotils of Bylorhol, ignorcd by the Va mipires who considered
them worshippers of the worthless "Godd of the swamp
beliind the chicken pen.”

This changed when Count Ranelf von Feuerfiege was given
contral of the town after Mannlved’s resurrection. Eager

1o prove his abilities, he ook on the cule of Bylorale and

lost, His decapirated body is now staked to the botram of
Bylorhof Marsh. In the sudden vacuum of power, the priests
of Bylorak rook control, reassuring the people they would be
safe feom recribution. They eeopensd the town's temples and
invieed prieses from Seidand o adminiscer them. and they
began petitioning Wurthad o bring them back into the fold,
subily suggesting they would e o Averland for assistance if
they did not.

With four remples operating and the belief in the God of the
marshes at an all-time high, Bylochof glows painfully with
holincss when seen with Vampine's eyess It is the only phice in
Sybvania to have successfully resisied the Vampire counts, a
lexsz, 30 far.

CasTLE DRAKENHOF

Castle Dirakenbof squars on dhe mountainside far above the
town thar i its nameake, like 2 coiled serpent cyeing i prew.
The jagped peaks behind it ane mirrored by the jagped towers
thrusting skyward from this gieantic, black edifice. Ravens
circle the owers, perching on the gargoyles thar ring the

battlemens.

The castle was builc by the Von Drak family, and some
whisper thar it was done with the assstance of the unliving.
The spor chosen for s constraction was long considered
cursed, During the starfall of 1111, 2 gigantic chunk of
Warpstone called the Jewel of Morrslich is said 1o have
impacted on the very spor. Some dark influence cerinly
spreads from the place and did so even before Viad von
Carstein made it the home of his bloadline,

Ower the cenmuries, Castle Drakenhof has been partially
destroved and rebuilt many times. In 2158% Cleansing of
Sylvania, ons entine wing was demolished, though the rest
was left standing when the workmen began murning on each
other and vorzciously devouring cach other's flesh. Since

his return, Mannfred von Carstein has dedicared himsell 1o
rebuilding i 1o recaprure its former glory, This is not a simple
task. The labyrinthine structure has been renovated and
added to many times before, and ateempis 1o modify it are
sometimes resisted by the walls themselves,

“These are some notable locitions within Casele DrikenhoF.
The Black Library
“This huge, dome-shaped chamber was hollowed oor of the
carth under the castle by the necromancer Immaoliah Fey
when Konmd was head of the Von Carsteins. Smlacrites
hang down over one of the Old Worlds largest collecrions of
lorbidden lore, shelves upon groaning shelves of mouldering

grimoires filled with dangerous knowledge daring back as far
as Nehekharan rimes.

The Drill Hall
Vampires peefer 10 do everything indoors, cven prepare foc
war. This is where both Vampines and the castle’s moral

guards pracrise for combar, their shouts and the clash of sreel
on stecd echoing in the wide, wech-lit expanse,

The Duelling Hall
A single gallery overlooks this kang hallway in which the

Von Carsteins settle their familial disputes. Burn marks from
some forgotien violent incident mar the walls. This hall i
sumetimes bome o indoor jousting, the Vampires thundering
down the hallway and plunging lances into cach other in

amempis o strike each others’ hearts o settle old scores or
simply pass the time on sunny days,

The Grear Hall

Two galleries overook this hall, in which sits the grand
abwidian throne of the Sylvaniun counts of old, I is said 1o
provect whoever sits in it From magical actack or observation,
From the throne, the count passes judgement on everything

PG4
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from charges of meason 1o land disputes berween bickering
neighbours, though the brul justice of the count is such
that many would prefer their cases not come to this. Over the
centuries, the grear hall has been witness o rich Feases, exotic
entertainments, and horrifying atrocities, sometimes in the

space of a single nighc
The Pir

Central 1o the caensive dungeons under Castle Dirakenhol
is a gladiarorial ring in which prsoners and beasts are pited
against cach other for the smusemenr of the audience in the
massive stands thar suroond W

The Pormait Gallery
In the heights of Castle Dizkenbof & 2 narrow hallway

that displays the paintings thar berray the Von Carsteins’
vanity. As you open the volver drapes and walk down this
quict corridor, the pormmaic you pas increase in antiquity
and value. Many of the older portraits have been defaced,
however, as later Von Caraieing have fele the need 1o make
their mark by either slashing or childishly scrawling over the
images of their (orcbears.

The Rookery

This tower, overlooking the courtyard where the kirchen
stall throws out the scraps, has become so infested with the
ravens who perperually circle Casele Drakenhof thac e is now
considered to belong ro them. The echoes of their barking
calls can be heard constantly, and their nests cover every
available ledge, The young ravens hoard shiny trinkets, and
sometimes terrified servants will be sent to the Rookery o
search for missing jewellery and heirlooms.

The Servants’ Q uarters

A staff composed of mormal servanes lives here above the
kitchens and greas hall, secing 1o their master’s every need. It
i comsidercd in poor mste o kill the sorvanis, especially the
uscful ones. since 2 catle 25 massive 35 Drakenhof doesn’s
clean irself. There is an cntire abandoned wing buried in dust
that the servanes are currentdy tasked with restoring, and
several have vanished in there, never to be scen again. Iv is not
a safe position working ar Castle Drakenhof, but the servants
arc amongst the besi-fod Giizens of all Sylvania.

NACHTHAFEN

Countess Gabriclla von Bundcbad is rare amongs: Von
Carsteins in thar she prefers 1o maineain the sams quo and is
more interested rending her herd in the town of Nachthafen,
just as they tend their shecp and goags. than unitng che
country and waging a dangerous war on the Empire. To

that end, she sccrety aided the Studander exiles who were
Sylvania’s former rulers, helping them hide from Mannfred's
minions and organise a mercenary force to fight for them.
Unfareunately, they were bermyed by one of their own, and
this coalirion was deliared,

She stll rules Nachthafen and plays along with Mannfred’s
schemes for the moment, including providing troops for his
march owards Middenbeim. Should evidence of her berrayal
ever be found, it could spark a civil war.

THE ReD ABBEY

The Red Abbey was 2 Sigmarite monastery perched on

the edge of the World's Edge Mountains, wheee it was
ignored by Viad during his purge of the priests. The monks
considered themselves blessed, protecied by Sigmar'’s aura
of holiness, unsil Konrad came (o power and proved them
wrong. They were wiong, not only because some Vampines
may tread on the holiest ground bur slso because they did
not realise their picty would not protear them from the
Zombics ised by Konrad's pet necromancers. The monks
of the Red Abbey were shaughtered 1o a man, and Konrad
was well pleased with the work. Afterwards, the curse of
Svhvania kept che Red Abbey’s inhabitants from finding
their deserved rest, and the skelctal remains of the monks
still walk izs halls whilst the bell eolls the hours withour
making a sound any mortal can hear.

REGAKHOF

Baron Trentinn Regak, the last of his ling, arempred 10
join the aristocracy of the night by the clumsy method of
drinking the bloed of virgin youths, convinced this would
granc him imemorality: Instead, it bad the opposice sffecr,
Regak came to the artention of Ostermark, and a band of
Vampire hunters aided by the Knights of the Whire Walf
burned him our. They congranulaced themselves on saving
the townspeople and claimed Castle Regak for Ostermark
Regakhof, however, remained inside the border of Sylvania,
sitring on the wrong bank of the River Stir

For over wen years, the people of Regakhof ruled themselves,
clecting a burgomeister from amongst their shopkeepers
govern them. It could not bst, however. When Mannired
von Carstein rose again, he had the burgomeister impaled
and sct alighs in the rown'’s square and let his men ke who
they pleased from amonynt the townspeople in 3 display

as terrifying as anything Baron Trentino Regak could have
manzged.

SUMPFDORF

The stall villase of Sumpidorf sits above the water of Dark
Moaor, the buildings built on stilts and connecred by planks
and ropes. The inhabitanss of Sumpfdorf live on an unvaried
diet of fish and swamp vegerables, knowing thar, since the
only way 1o zpproach the village is by boat, they are wfe from
the Ghouls and Zombies of the Dark Moor. 5ull, once a year,
the count’s men from Castle Wartenhof fly in and collect the
blood mx.

W ALDENHOF

The cursed capital of Sylvania is Waldenhof. Although it is
the capiral, the province is ruled from Castle Drakenhof,
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which Mannfred is atcempring to épair and reinvigorate,
Whilst Mannlred is away, his rersiners in Waldenhof have
free reign, They spend cheir nights carousing and feeding as
they will and have passed a reverse curfew law char forces
all raverns to stay open at night. It is considered uncouth to
feed on the tavern staff, buc any others they come across are
fair game and will be hunred through the screets for sport.
“The residents of Waldenhof lock and bolr their doors alter
dark and will not open them no mater how much the prey

bogs.

OrHER PLACES

Whar follows is a bricf overvicw of ether locarions found in
thiz blighred land.

Drakenhof

A place of horror. Some dark influence; possibly that of
nearhy Castle Dirakenhof, has permeated this town so desply
thar few children are born here withour muratiens. The
damned and diseased monstrositics who are oo murtated even
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those like them.
Eschen

A relatively large rown that was fortified to protect it from the
Wampires, Those same walls now protect the Von Carsteins
who rule ir.

The ruler of this town openly encourages the cule of Morr,

a direct challenge ro the Yon Carsteing that will not be
tolerared long.

Templehof

This town iz named for its famed remple of Morr, which has
ot seen a priest in 800 years.

ExAMPLE SYLVANIANS

These characters represent two sample MPCs ane might find
in Sylvania.

BaroN DErex VON BITTE,
YV AMPIRE NOBLE

Dierck von Bitte was poised to inherit a tiny nothing of a
barony in Sticland before he was given a parce] of Tand in
Sylvania. [t wasn't much of an improvement and noching near
whar he felt one of the select deserved. When the Vampires
returned, he saw an opportunity for something better than a
il of taxing peasants for tuenips and complaining abour the
quality of his wine, He herrayed his fellows cagerly, selling
their locations w the Von Carsteing in return for 2 berer
Furure as one of them.

Derele von Birre is everyching the Empire’s nobilicy
represents: class, breeding, and & certain brand ol snobbish
brutality. He may be a Vampine, bue he still has the dignity
not to drink from the tap like 2 common alchouse drunk.
He carries a pewrer tankard thar he fills with blood directly
from his victims' apen veins, drinking toase after roast to
his noble kin, pausing only to remember another distant
branch of the tamily rree and belch into his kerchief in

a gentlemanly fashion. Von Bitte is that variety of brute
who is easily offended by the slightest impoliteness, willing
tor kill & man for bustling him in the street or spilling his
drink, yer completely incapable of the simplest civilicy
himself,

Von Bite revels in being a Vampire. From the moment of
his awakening, he has seen the world through different eyes,
learning the trach of his existence and exulting in his dark
narare. He ruly believes he is a God amongst men.

Baron Derels von Birre

WS BS 5 T Ag Int | WD Fel
GR% | 42% | 62% | G3% | 66% 0% | 65%
A W 5B TH M Mayg Ir Fr
2 21 5 i 4 1 4] ]

Skills: Academic Knowledge (GenealogyiHerzldry, History,
Mecromaney), Channelling, Charm +10%, Command
+10%;, Common Knowledge (Border Princes, Bretonnia,




the Empire), Consume Aleahol, Dodge Blow, Evaluare,
Gossip + 10%, Intimidate, Magical Sense, Perceprion,
ReadWrite, Ride, Scale Sheer Surface, Scarch, Shadowing,
Speak Arcane Language (Magick), Speak Language
{Breton, Classical, Reikspiel), Torture

Talents: Blood Gifts (Blood Diain. Natural Necromancer.
Pass for Human, Transfixing Glare. Vampires' Curse),
Dark Magic. Disarm, Enquerre, Frightening, Keen Senses,
Masver Orator, Nanural Weapons (Claws, Fangs). Night
Vision, Perry Magc {Arcane). Public S-p\.'..'lki:hg,. Schemer,
Specialist Weapon Group (Fencing, Parrying), Undead

Armouar {(Medium): Full Mzl Armour (Head 3, Arms 3,
Body 3, Legs 3)

Weapons: Clows, Fangs. Main Gauche. Rapier

LucreTIA, MUTANT PEASANT

Lucretia was bom with a thind arm growing out of her back,
It was a difbcule birth, and her mother didn' survive i Her
father blamed her and made Locreria’s childhood a living hell
until she was old enough 10 1ake a dleaver in that third hand
and hack him 1o death. Now she lives alone on the farm, her
father's body fertilising the mmips. It’s hard uying to scrape
a living together our of a patch of almost-warthless dirt,

but Lucreria suffers no illusions. She's had to keep her anm
hidden under a cloak whenever strangers stop by She koows
that anywhere else in the Empire she'd have been burned by
her awn nelghbours by now. Those forcign fools will happily
ceown their own children for having an extea finger whilst
leteing Rlthy Dwears live amongst them,

It's & hard life in Sylvania. bur ics the only life Lucretia will
ever know, and she'll happily nern travellers invo fertiliser if
they discover her secrer.

Lucreria

Main Profile

BS T | Ag | tne | WP | Fel

29% | 26% | 29%

w . TB M .\-l:; FP
12 ! 3 4 (1]

Skills: Animal Care, Animal Trainine.
Common Knowlcder (the Empire),
Concealment, Drive, Ouzrdoor
Survival, Performer (Singer), Sex
Trap, Silent Move, Speak Languaee (Reikspicl),

Trade (Cook, Farmer)

Hardy, Resistance 1o Poison

Talents: Excellent Vision, Flee!,
Special Roles
* Lucretia gets a + 10% bonus 0 Common Knowledee
(the Empire} Tests concerned with Sybvania
* Lucreria has the Extra Limb mutation (sec Tome of
Corrupeson page 38). Whilst this grans no mechanical
bencfics. it may give her the dement of surprise if she
ameacks with it
Weapons: Hind Weapon (Cleaver)

ADVENTURE HOOKS

Use the following adventure hooks as foundations for
adventures of your own design

Who Will Think of the Little Ones?

Undead amacks on the Moot have been growing more savage
as hordes of Zombies cross the barder and swarms of Vampic
bars carry off entire villages. Stirland mobilises a force o go
to their neighbours” aid, and the PCs join them, The fight

is hard, and lindle progress is being made. They notice samc
strange behaviour amongst the knights they fight alongzide,
and soon it comes o light that one of them is an agent of
the Von Carsteins. Sir Schmettern, a petty Stitlander noble
with ne prospects, has made a deal with Sylvania, He secretly
iidds the Undead in their atcacks, plinndog to wait until the
Hallling province is on lts knees belore riding to the rescue,
as the Vampires conveniently withdraw their rroops, The
ultimate aim is o convinee the Emperor thar the Moot is
incapable of defending irself so that it will be placed under

Stirland’s rule, and Schmetern will Anally have his own land,
even if he has to answer o Sylvania afterwards.

Assuming, that i, that the Sylvanians don’t double-cross him
and rake the land for themselves.

Back from the Dead

A culr calling rthemselves Wicderauferstanden, or the Risen
Dicad, hooomes acove in Middenbeim alter the ovenis of
the recent Chaos incarsion. Worshipping the Voo Carsteins
as their savicurs, they participate in blood sacrifice and
nocromancy: When the PCs gt close to them, they flec o

Svivania, taking 2 kidnapped girl with them. The caprive’s
parents are bess than thrilled and convinee the 'Cs o give
chase. They must follow the trail through the dangerous
woods and bogs of Sylvania, carching the Risen Diead before
they mect the real dsen dead at Castle Dirakenhof, who posc
a far greater theear than a band of cultists




“It’s a game, yes, bur there are rules.
There are always rules, except for us.”

—Tsanrira voN CARSTEIN
“Today is a good day ro be dead”
—Z.ACHARIAS THE EVERLASTING

\ J ampires may seem all-powerful, bur like any creature
in WERE they have limitations. Such limisations are
expressed in the mechanics that define them. In this chaprer

then, you'll find all the rules you need to create Yampire
adversaries, including details on their powers, abilitics, needs,

— YVaure HUNTERS —

'thtiw:l soldicrs of the Empire, wandering adventurers,
L

r the lone fanarical Vampire hunters, there ane many
in the Empire who have had the misfortune 1o encouner
Vampires and their servants: The following entrics describe
tips, tricks, and ||.-|;hn|qu\-i 1'nf;mzq‘nfu‘r huncers and sirmilar types
use 10 combar Undead menaces.

DETECTING VAMPIRES

Some Vampires do nothing 1o hide their namre, bur most
prefer the anonymity their Human onigine provide them

Thus it ks essennial 1o derermine if Vampires are present before
they can be hunted.

Mast Vampire hunters rely on 2 combination of methods o
identify their enemics. If, afier warching a suspect for many
wecks, they never scem to come our during the day, seldom
take a riverboar. dont ear or drink o cocess, do not own a
hand-mirror and avoid puddles, appear sickly when brushexd
up against with Dacmansroot. make wizards nervous in their
presence, and seem to cause the Warning Wound to Hare

up when nearby, then there is a very good chance they are a
Vampire, The trick is acquiring all this informarion withou
tipping off the Vampire to the investigation process; some

he Night

and weaknesses, as well as mechanics 1o help those heroes (or
fouls) who hunt then, [ also expands greatly on the are of
necromancy, induding new ipell.‘t, piruals, magic irems, and
an in-depth look ar their Undead servans.

hunters will spend years as “decper agens™ in a 1own, court,
or organisation, nou making the slightest move uniil they

are absolutcly sure who is 2nd who isn't a child of dadkness.
Unformunardy, the “is™ list often ends up induding evervbody
bur the Vampize hunter.

MIRRORS

A mirror is one of the more reliable methods, but purchasine
a suitable looking-glass is quite expenive (atleast 10 grina
large ciry and muoch more esewhere). Observing someone’s
reflecrion without being noticed by them (or anyone clse)
also requires a Skeight of Hand Tewr. Those who lack thar <kill
may make a Hard (—20%) Concealment Test instcad.

MNote that peering into 2 mirror hidden in one’s sleeve s
considered, ar the very least, eccentric behaviour and may
cause the surgeons, the Warch, or the Witch Hunters ro

be summaoned (mirrors, after all, are common tools of
witcheralt). Wealthy merchanes or nobles might also be
insulred by the implication and demand the PC be Hn-ggcd
for impugning their good name. Characrers hoping o
catch glimpses in puddles or polished surfaces must make a
Very Hard (~30%) Perceprion Test 10 be sure there s no
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reflection, and they may also have to make Shadowing or

Concealment Teses o do this unobserved.

DaeMonNsrRoOT AND WITCHBANE

More noticeable, but more efficrive, is forcing che suspect into
the presence of Dacmonsroot or Wicchbane (bur not garlic,
which is often useless, as almost anyone who isn't a recking
Breronnian has the good sense tobe repulsed by chis neisome
bulb). If one of these herbs i correctly harvested and prepared,
requiring a successful Trmde {(Herbalism) Test—or purchasing
such a thing from an honest trader if you can find sucha
person—and is broughe within two vacds of & Vampire, the
Wampire reacts aversely i e fils a Will Power Test. This muay e
medified by the strengeh of the dose, 45 the GM sees fie. Noge
again that mest people react with hostilite when people lunge ar
therm with vegetables, so this may cause a lot of false accusations.
A gimnilar test can be applied with silver, bur the Vampire lias
=20% bonus to the Will Power Test, and again, nobody is
particularly pleased when somebody lunges at therm with a coin
or a spoan, let alone a sword.

WarNiNnG WoOUNDS

Thise whi are foolish enough to sclf-inflict a Warning
Wound must first talie a dagger arracl o their own fesh
(inflicting 3 Wounds). Then, a successful Arcane Knowledge
(Mecromancy) Test must be made to correctly prepare the
sibver paste, Since this paste prevents the wound from healing
propurly, the Characrer loses one Wound permanently from
his Secondary Profile. Thereafter, the wound produces a dull
thrab when the Characeer is within rwelve yards ($ix squares)
of a Vampire. Diistinguishing this from other aches and pains
requires o Perceprion Test and, again, can lead ro a lor of false
accusations. The power of a Warning Wound fades afver 2d10
months, and the process muse then be repeated, ar which

point the individual must wound cheir Aesh again,

If the silver paste is not properly prepared, the Character will
remlise it when his wound swells up with a terrible infection.
A Characrer so afflicred takes a =20% ro all Weapon Skill,
Ballistic Skitl, Strenpth; and Apility Tests undil medical
trearment is obrained, If the surgeon fils his Heal Test to
cure this by more than one degree, however, the body pere

e

bearing the wound is lost. Thus, most Vampire hunters
pur their Warning Wounds on their arms rather than their
chests—though same swear that putting the wouned aver the

heart makes ic much stronger and Jonger lasting.

WITCHSIGHT

Yer another method nrdt:l;r.cring the presence of @ Vamipire is
through viewing them with Magical Sense. A magiser who
makes 2 successful Magical Sense Test sees dark tendrils of
both Shyish and D surrounding & Vampire. OF course,
suwch an aura night alse surround one under the Vampire's
thrall. ore necromancer, or indeed an Amethyst magiscer,

or 4 priest of Morrwho often deals with the Undead. The
Winds are rarely clear or easily incerprered. Those who work
with (J-lfﬂm"; are berter-able to derect iy subdeties, and rhose
indivicuals gain z + 10% bonuy to this west, However, many in
the Amethyst Order have theorised that even just examining
such dark magic is enough to draw 2 magister under its
spell—and they have lost enough magisters 1o necromancy o

beelieve it

KiLLING VAMPIRES

There are no special rules for killing Vampires. Although chey
are far more deadly than any morcal, their necks and hearts
are made of only flesh: However, there are ways and means to
do more damage to thar fesh as quickly as possible, steiking
arvulnerable areas and using special weapons. The following
talent lets hunters target their foes soft necks withour penaloy,
hacking gway undl their heads come off —undentably the
most reliable way of killing 2 Vamipire,

NeEwW TALENT: FOCUSSED STRIKE

Deescription: You can make aimed strikes with exceprional
accuracy. When you take the Aim action, your nexr melee
attack gains a +20% Weapon Skill instead of the normal
+10%,

You may rake Focussed Strike in place of Sorike wo Injure in
any career that offers the lateer, of you can acquire both in

suchia career, ar TOO X each.

VampirEs OR WITCHES? |

Although many Vampire huncers will goon o be Wirch Hunters and vice versa, there isa grear difference berween the two
professions. Chief amongst these is that apart from the most recldess and deranged sogues, Wiech Huneers have the suppont
and sanction of both cult and stare, either implicidy or explicity. Thas, they may challenge peaple with unquestioned

authority and garry our justice with relative impunity. Vampire hunters have & similar 1ot to chose who hunt che Skaven, for
the threar of the Vampire counts is now distunt, and excessive knowledge of them and their abilities is strongly suppressed.

The average person knows lirdle of Vampires and certainly does not befieve the ridicufous tales abour their omnipresent threat k
Worse of all, many believe Vampires to be wrongly tarred by such slander, and rhey do what they can o hinder, chase off, or
even injure the hunters who would dare raise a hand agains their handsome masters. Even if they have nor been so deluded,
very often the friends and relarives of the Vampire hunrer also abandon him 1o what they consider 2 foolish and fanasical
quest, driving him into isoladon and birterness and making it even harder for him to save them.
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SILVERED AND BresseD WEAPONS

Weapons blessed by a priest (or, indeed. a culiise of 3 Chaos
God) have a grearer cffect on the flesh of Vampines. The same
is true for weapons made of silver. If a blessed or silvered
weapon inflices ar kst one wound on a Vampire, it does a

further three wounds of damags

However. those weapons are hard to come by Truly blessed
weapons ¢an only be creared by a pricst with a Divine Lore
and the blessing lasts only a weck per degree of success of the
Channelling Test (no degrees means the blessing lasts only
a day). Pricsts may also suggest a donation for the needy in
exchange for their services in this regard. For more on blessed

weapons, see Tonee of Salvation,

Chaos or Daemon weapons also can pierce a Vampire’s
defences, as can weapons Imbued with Chaos energye, Tame
of Corrnprion (sec Chaos Weapons page 183} goes into such
weapons in extensive detail, but any cultise with the Dark
Magic Talent may emporary imbue a weapon wich Chaos
energy by making a Channelling Test. If the cultist rolls

doubles on the test, he gains a muration for his presumption.

invest in silvered

Of course, the would-be hunter can simply

weaponry 1o desl with Undead foes. There are two broad type
of silver weapons- those plared in silver and those wroughe

of silver. Silver plaing & 2 common practice and prcferred

by many hunters of Undead because of its affordability. Such
iterns are only useful for a short time before the diver wears
off from use. and though plating a weapon is chezper than

Imvestinge ma sher WCIDON M s oW '.'I:Fh'... Ihr PTDICES 15

still expensve. On the odther hand, solid sihver weapons are

impracrical and do not hald up as well as those of iron o steel

Silvered weapons and blessed weapons behave normally
against other opponents. Blessed weapons also count as
magical and may do damage 1o creatures immune to non-
magical weapons, Hawthorm siakes, garlic-soaked blades, ane
miagic potatoes purchased from crvelling men with honest
faces have no improved effect on Vampires whatsoever,

Silwr-I;hted

All Average Craftsmanship or better melee weapons {excepr
for gauntler, unarmed, shiclds, and whips) and spears,
throwing zxex/hs
be plated with silver. A Characrer thar has
2 one ingot of silver (25 ) can do the work by mukitg 3
Challenging (-10%)} Trade (Weaponsmith) Test. When

silvering a owo-handad weapon, the Character nocds owo

.
umers, throwing daggersfszars, armows,

and bolis an

silver ingots. One ingoc is enough to silver five ammows

or bolis. To purchase a silvered weapon ourrighe, double
the weapon's price or increase the weapon’s price by 2 o«
whichever is grearer. These are approximations and a GM i

encouraged to modify the pricing as suits the circomstances.

These weapons rewin their silver placing for 141045 successful
attacks. Afrer this rime, enough sthver has worn away as o

remove any special advantages such weapons mighr afford.




g Chapter VII: Rules

——

of the Night

Solid Silver

Weapons fashioned from solid silver never lose their eflicacy;
hwt"l-'{'f«. bil"r't']' 1S &1k i]lz?l.]l'(.?F]l'i.ELt' ['l.:l\'."lHJ E;:Tf '\VC'H.[J';}I'IF}".
Cienerally, all weapons that can take silver plating can also be
tashioned from solid sibver, These weapons cost the same as Best
Craftsmanship weapons. A Characrer wishing ro forge a silver
weapon must supply half the cost of the weapon in marerials and
suceeed on a Challenging (~10%) Trade (Weaponsmith) Test.

When wsed in combaz, a solid silver weapon imposes a

—1%0 penaley to Weapon Skill or Ballistic Skill Tests. Ona

successful parry with this weapon, the wielder muse aloo make

a Challenging (—10%) Agrility Test or the weapon breaks, In

addition, en any ateack roll of 96-99, the weapon becomes

blunted, reducing the damage it deals by 2 undl a Trade

(Weaponsmich) Testis made. On a test roll of 00, the weapon

snaps and becomes uscless,

New Lesser Magic: Rebuke Undead

Casting Number: 10

Casting Time: Full acrion

Duration: | hour/Magic Characterissic

Range: Touch

Ingredicnts: A vial of blessed warer (+2)

Description: Your touch wards a targer against Undead. Mo
creature with the Undead Talent can close within 2
yards of the targer unless it makes a-successful Will
Perwer Test, IF the creature is mindless, its controlling
riceromancer makes the Will Power Test instead. You
iy cast this spell on yourself.

VaMPIRE HUNTER CAREERS

Besides the Vampire Huncer Carcer, there are many professions
that could lead to crossing paths and, indeed. swords witch the
Unlead and their shadewy maseers. Included here ate new
carcers to provide plenty of opportunities for such thrilling
EMCOUTIECTS,

AGENT OF THE SHROUD (ADVANCED)

“The splinter order of Morrites, known as the Fellowship

of the Shroud, 1akes a much more active view of their
durties to Morr than the mainstream cale. Tis members
include warriors, priests, and Vampire hunters, bur in many
situations, a far subtler hand is needed, and such arc the
abilities of the Agents of the Shroud. These scholasly types
are trained in careful observation, medical examination, aod
logical deduction; so they may identify Vampire or Undead
activity withour being detecred. Some of them turn cheir
resules over to more martally skilled members of cheir culy,
bur they aee quite capable of enacting their own justice and

putting an end to those the Fellowship call “the Enemies of
Life?

The Azenws of the Shroud investigare any suspicious death for
signs af necromaney or dark magic, so they are often involved

3] in mueder sosteries that rum out o eontain no mystical

elements. Their services are appreciated by the victim’s family
regardless, and the Apents are happy to help any departed
Spirins rest

— Agent of the Shroud Advance Scheme —

Main Profile
W5 | BS 5 T Az Int | WP | Fel

+ 1% |+ 10 [+ 1050 [+ 1080 [ +20% [ +20% |+ 30% | 10%
Secondary Profile
A W 5B TR M Mag | IP Er

i1 4 — — - T = —

Skills: Academic Knowledge (Necromancy, Theology, plus any
one), Charm, Common Knowledge (The Empire, Tilea),
Coneealment, Disguise, Follow Trail, Gossip, Heal,
Intimidate, Perception, Read Write, Search, Silent Maove,
Shadewing, Speak Languaee (any two)

T'alents: Coolheaded or Stour-Hearted, Keen Senses or Sixth
Semse, Javvy or Suave, Schemer

Trappings: Medium Armour (Leather Jack, Mail Shirt), Best
Hand Weapon, 4 Stakes, a braided rope of Garlic,
Beligious Symbol

Career Entries: Barber-Surgeon, Fieldwarden, Initiate (Mort),
Scholar, Student, Tomb Robber, Vampire Huneer

Career Exits: Biller of the Dead, Pricst (Mor only), Scholar,
Spy, Vampire Humer, Witch Hunrer

Brack Guarp (ADVANCED)

Whilse the eule of Merr has few, i any, official reraplars, they
dlo liave the Black Guard, These universally dour and serious
warrions have an even more serious responsibility: to guard hoth
the living and the dead from the endless malice of the Undead
and those who would raise them. For the most pare, thev arca
deferisive order, protecting the greas reinples and graveyards of
the Empire and the dignitaries of the culr, only riding to war in
exceprional circumstances, such as during a crusade againse the
Vampire counts: Unlile most knighes, they are rrained in the
use of ranged weapons w prevent their enemies from bringing
their serength o bear in dlose quarters. This, dong with their
tarchading black absidian anmour and their serict vow of silenge
when on dury, means they are shunned by most other knightly
orders, buc such is the price of dury.

— Black Guard Advance Scheme —

Main Profile
WS BS5 5 T Ag Int | WP Fel
E29% 4 15% )+ 10% | +15% | +19% | +5% [+208n | —

A W 5B TB M | Mag | IT Fp
+ 4 -
Skills: Academic Knowledee (Necromancy, Theology), Dodge
Blow, Intimidare, Pererprion, Ride, Secrer Language
(Bartle Tongue), Speak Eanguage (any twa)




Talenrs: Menacing, Mighty Shot or Suike Mighey Blow,
or Sure Shot, Specialist Wes
(Cavalry, Crossbow or Long Two-handed), Scou-
Heared

Armour (Heaty): Fuall Flaie (Head 5, Arms 5, Body 5, Less 5)
Wespons: Crosshow or Longbow, Lance

Treppings Blessed Waser, Destrier with Saddle and Harmess,
Mecallion of the Raven

Career Entries Knighe, Pricst (Morr only), Sergeane, Squire,
Vampire Hunter, Winch Huneer

Career Exirc
the Inner Cirele, Knight of the Raven, Vampire Hunter

EmBaLMER (Basic)

Mot everyone wishes to be intereed in Morr's Gardens, Some
prefer a more preserving proces afrer their deach, for demselves
or their animal companions, and they tien o the embalmers,
These masters of pickling, preservation, and taxidermy anc

not just a fad of the wealthy. The individuals increasingly have

a hand in the growing field of medicine, and money can be

muade band oves fist in selling their curios o cestomers with a

particubsr purpose in mind. Many prics of Morr (znd much
of the general population) comider cumting birs off people and
putting themn in jars o be an asaulr on boch the body and spin
of the doceased, znd Winch Hunrers are well aweare of how exily
such merchanis nem to the dark ans, As such, many cmbalmcss
choose 10 hide ther Human exdhibits behind therr anmmal
displays or their surpery servioes il the day scentises of dheir
calibee are fmally given the sapect and recosnition they deserve

Embalmers doat usually encounter the Undead, bur they work
hand-in-glove with grave robbers and wmb robbers who often
do. They alse tend o know a lot of necromancers—nor that
they would evér reveal their customers idenoiny of course.

, Crampion, Pricst (Mo only), Knight of

VAMPIRE HUNTER ORGANISATIONS

There are no sp-."uil:h careers foc membens of the Tarcvich
Pavel sociery or the Andanti. Plavers should use Vampire

Hunter, Agent of the Shroud. Killes of the Dead, or ocher
warrior cancers to model the skills they are brnging to their
pariicular organisation

— Embalmer Advance Scheme —
Main Profile

TB M | Mag | IP Fr

Skills: Academnic EKnowiledge (Necromancy, Scienee), Evaluate,
Haggle, Heal, Perception, Read/Write, Sleighr of Hand,
Speak Langtaer (Classical), T'rade (Apotheeary)

Talents: Dealrmaker or Screerwise, Resistance 1o Disease, Sarpery

Trappings: Abacrss, Ether-Soaked Apron, Spare Hand, Trade
Teols (Barber-Surpeon), Wiriting Kit

Career Entries Barber-Sargeon, Student, Tradessam

Career Exits: Apprentior Wizard, Burgher, Grave Robber,
Physican, Scholar

Nore: Embalmer v & Rasic Cereer and may be entered &t amy
time for 200 xp. Wieh your GM perswisgon, you may su
eminalmer for barber-surgeon when rofling for your Starting

Carrerr,

istitacte
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GRAVE WARDEN (Basic)

In the Old World, the grave warden’s responsibilities are
heavy. He not only has to buzy the dead six feet deep in the
cold. hard ground burt also guard against those who would
disturb their rest, be they rats. bone pickers, grave robbers, or
worse. In small towns and rural areas, a grave warden cannot
rely on the rown milita or Moer's Black Guard to kecp aweay
the restlens dead and bungry Ghouls. Meanwhile, fow value
his company, for he carrics the stench of death and sodden
mud wherever he goes. It s a lonely life, but many grave
wardens come 1o prefer the company of the dead 1o thar of

the living.

— Grave Warden Advance Scheme —
Main Profile

A W 5B | TB M | Mag | IP Fr

Skills: Acadermic Knowledge (Theology), Common Knowledge
(the Empire), Dodge Blow, Drive, Evaluate, Perecption,
Ourdoor Survival, Search

Tualenes: Resistance to Discase, Seour-Hearted or Very Strong
Trappings: Shovel, Stench, Wheelbarrow
Career Entries: Bone Picker, Rar Carcher, Peasant

Career Exirs: Grave Robber, Initiare (Morr only), Militiaman,
Vampire Hunter, Watchman

Note: Thiv iv a Basie Career and may be entered gt any time for

200 xp. With your GM's permiccion, you mury substitute grive

- g o = . -~
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Knrer ofF THE DEAD
(ADVANCED, SPECIAL REQUIREMENT)

Few survive the life of a Vampire hunter. Of those who do,
many quickly turn 1o other carcers, such a5 the legitimacy of
Witch Hunter or the berter provisions of knighthood. Those
who do not become Killers of the Dead. Having socn the
true horror of the Vampires and the infinire legions of the
resthess dead. they can never look away, and they devote thar
every waking moment to destroying this unrdenting cncmy
Even more shunned and mistrusted than Vampine hungers,
these fanarics typically become hermits or outlaws, scaling
what they need to survive, so they have no distractions from
their camse. Ther devotion 1o their mission means these
killers often ger good enough o carn notoricty amongst the
Vampins—and knowing this, every killer decps restlesdly,
stake in hand, waiting 1 feel fangs upon his neck and hear

the sound of vengeful laughrer in his car.

Special Requirement: You must have at least 5 Insanity
Points to encer this carcer.

— Killer ofthe Dead Advance Scheme —

Main Profile

WS | BS 5 T Ag | Imt | WP | Fel
PRS00 | 435% [+ T9% | #2000 | +20% | ¢ 15% | +30% | +5%
Secondary Profile

A w 5B T M Mag | 1P Fr
+2 +0 — —

Skills: Aczdemic Enowledee (Mecromancy), Concealment, Follow
Trail, Intimidate, Ourdoor Survival, Stadowing, Silent
Move, Tormre

Talenes: Alley Cat or Rover, Foarless, Focussed Serike,

Frerey, Ligtuning Refloxes, Menacing, Mighry Shor or
Rapid Fcload, Sixth Sense, Specialist Weapon Group
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(Throwing or Crossbow), Specialist Weapon Groap
(Two-banded), Stout-hearted, Strike Mighry Blow,
Serike 10 Injure, Umsertling, Very Rusilient or Very
Strong

Troppings: Blessed Wazer, 6 Seakes, Silvered Weapon

Career Entriex Azcm of the Stroud, Black Guaard, Flageflan:,
Knish: of the Raven, Vampire Hunter, Winch Hunter

Cereer Exits An onplassant, and likely messy, end
KNIGHT OF THE RAVEN (ADVANCED)

lhe Fellowship of the Shroud believes in raking the bartde

to the enemy. Their very best warrions form an order known
as the Knights of the Raven, and their mandate s very

clear; destroy every Skeleton, Zombie, and Shade upon the
earth and exterminate the necromancers and Vampires who
summaon them, Unlike thele sister order the Black Guard,
the Knighrs of the Raven are ruthless and aggressive, seeking
out their enemy rather than waiting for Undead 1w come

to them. Ar the moment, a grear many of the knighrs are
stationed in the town of IL'-rirl'lgirir:.'«.”'u!f of Srirland on the
border of Sylvania. So far, they have only conducred sids,
bur a3 cheir numbers and intelligence grows, and the truth
aboutr Mannfred’s return becomes undeniable, they will begin
a2 crusade o ke that bleak land away from is dark lords
oL J.!Fl.n_

— Knight of the Raven Ad

dvance Scheme —
Main Profile

WP kel
+30%%

Ag Int

+ 20%

+20% | +20% + 10%

+15%

SE | TB M | Mag | IP Fr

i +8 - — — —

Skills: Academic Knowledge (History, Necromancy, Serategy/
Taetics, Theology), Animal Training, Commen
melcdgz lan ?Mgc Blow, Follow Trail,
Pereeprion, Read/Write, Ride, Secrer Language (Battle

Tengue), Speak Language (Breton or Kislevian)

T alents: Cool-headed or Sixth Semse, Focussed Strike or
Skarpshooter, Lightning Parry, Marksman, Master
Gurmer or Q nick Draw, Rapid Reload, Seasoned
Traveller, Specialist Weapon Group (Crossbow or
Imgbm#,h‘yilgw'rm-huﬂd}, Seoce-bearted, Serike
1o Ingure, Serone-minded

Armour (Heazy): Full Plate (Head 5, Armos 5, Body 5, Legs 5)

Wesponse Lance, Longbow or Crossbow or Two Fistols, Shicld
or Sword-Breaker or Greatweapon, 1 Silvered or Blessed
Weapon, 5 Hawrloen Stakes,

Treppings Blessed Warer, Symbol of the Raven
Career Entries: Black Guard, Knight, Knight of the Inner Circle

Career Exirs: Caprain, Chamgpion, Killer of the Dead, Knight of
the Inner Circle, Winch Humer

e —
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MAGISTER VIGILANT
(ApvanceD, SPECIAL REQUIREMENT)

The Colleges of Magic are loath 10 leave their dinry bundry w
be washed in puhlic by the Witch Hunrers or other authories
Consequently, cach Order employs i own wardhdogs and
investigators, devored 1o discretely exposing those who break
their oaths snd peactice dark magic, necromancy, or disbolism
Since Vampinss are so often students of these black ares,

these observers also ke pride in hunting and destroving the
princes of darkness. Magisters vigilant still pay their dues to
their College, as per a magister lond, but they are not expecred
tor take apprentices. Their duties across the Empire prevent
them from armining the control of magic thar many of their
calleagues possess, bur they have miny other skills and talencs
ugeful in other sovts of sinuations, and they command grear
respect and lear amongst their own kind.

Special Requirement: Characters with the Dark Magic
lalent or any Dark Lore cannot enter this career; the
magisters will not allow it and can waally well. Usually.

— Master Vigilant Advance Scheme —

Main Profile

+15% =50%

Nﬂﬂm?},ﬂmﬂlug Cuttmnl(:nu&u!g:(ﬂ:

Emym.'aldmym] Gossip, Intimidaze, Magical Sense,

Perception, Read/Write, Ride, Search, Speal: Arcane
Dr?uil[.gc Cﬁhﬂmc Magick), Speak Im‘h_;lﬁgt (any




Talenrs: Fast Hands, Lesser Magic (any four), Menacing, I'r‘h.ght}r
Missile, Schemer, Stour-Hearted, Strong-minded

Trappings: Trade Tools (Apothecary), two Magie Trems, Silvered
or Magical Blade

Career Entries: Journeyman Wizard, Master Wizard
Career Exits: Master Wizard, Spy, Witch Hunter, Wizard Lord

STRIGANY MYSTIC
(Basic, SPECIAL REQUIREMENT)

The people of Serigos were scactered o the winds when their
lands were destroved and have since aben up a nomidic
lifie. "They roam the Empire in caravan traing or river barges,

making money where they camand seealing when they can',

Their histary under the Vampires ensures they maintain their

Bci'uu_ revealing the secrets for creating Vampires, it should
e noted thir these rules are designed For CiMls o make
"'.'rhnpl;ﬂ NPCs. ‘\."All‘.l[_]_ll‘t.\ A5 4 race, are lhonmghiv unsited
T | for Player Characters in WERP, no matter how badly a

e

[ B - —— — — - Ty
i 1] |
“Iraits are talents that cannor be acquired through carcers.

Instead, they function as an expression ol 4 particular tvpe |
of creature or race. Talents from WERP that qualily as trairs ,

include Flier, Frightening, Hoverer, Keen Senses, Matural
Weapons, Might Visien, Resistance o Chaes, Resistance
to Magic, Terrifying, and Undead. Al of the new ralents
described in Ol World Beirfary count as rraits. |

k
&

travelling |ifeseyle, marking them nor just as thieves and
entthroars but also necromancers and servants of darkness.
In truth, most of them are simple woodsmen, entereziners,
of vagabonds, but a few do kuow something of witchoraf, a
lirtle of fortune telling, and & large amount of Vampire lore,
These mystics were taughe the tue and complete hiswory of
their people, and they carry the secrer knowledge from those
ancient days, as well as the promise of their Strigos lords to
one day rerurn and lead them back o glore

Mote: Strigany mystic is only available to those of Strigany
blood. Being of that blood imposes & —10% penaley 1o all
Felloweship Tests when desling with a person of the Empire.
With your GMYS permission, vou may substinure Strigany
mystic for vagabond when rolling for your Starting Career.
If you have the WERP Companion, you may apply the River
Stripany Traits o your Strigany mystic.

— Strigany Mystic Advance Scheme —

Main Profile
ws BS 5 I Ag Lot | WT" | Fel
5% | 9% | — — +5% | A% |+ L0% | +10%
A W 5B THB M Mag | IP EP
I = = == == == =

Skills: Academic Knowledze (Necromaney), Charm, Drrive or
Ride, Evaluare, Gossip, Haggle, Hypnotism or Trade
{Apothecary), Performer (any), Secret Signs (Astrologer or
Ranger), Sleight of Hand, Speak Language (Stngan;?

Talents: Sixth Sense, Bover or Scasoned Traveller
Trappings: Doeck of Cards, Eldrirch Jewellery
Career Entries: Mone

Career Exire: Astroloper (see Sigmar’s Heirs) Bone Picker,
Charlaran, Entertainer, Hedge Wizard, Rogue, Seer (s
Tame of Carmpmn page 148), Thief

Player wants to play one, Should a PC receive the Blood
Fiss, its Plaver needs to crack open WERP and roll up a new
Characrer since his old one is now an NP,

There are two methods for creating Vampires: randomisation
and customisation. The randomisation method generares

a Yampire from scrarch bur offers enough variabiliy ro

malee cerrain that no rwo Vampires are the same. This s the
preferred method for swiftly generacing a Vampire adversary,
usually as a ane-shor opponent,

Customiszion is a far mone rewirding miethod, for it describes

hevw @ living INPC joins the ranks of the Undead. Using this

method, you gencrare an NPC using the normal tules ane then

enverlay the Vampire remplare, modilying characreriscics, skills, L
and ralents; depending an the rype of Vampire that caused the

I r:t!’lﬁﬁ'l TITH ['i.l:'ln.




Befisre srarting work on penerating a new Vampire, consider
the natureand role the Vamipire will play. Do you wane the
Vampire to be a member of one of the major bloodlines or be
a unigue Undead creatare, distanced from the scions of long
dead Mehekhara? 11 vou can'’t decide, or you'd rather the dice
decide for vou, roll percentile dice on Table 7-1: Types of
Vampires. Sce Chapter Vi The Bloodlines for details on the
various types of Vampites found in the Old World.

R ANDOMISATION METHOD

This method is used to generaee 2 new Viampire guickly,
without having 1o creare a mortal first and then apply a
number of careers. These Vampires should closely resemble
the sample Vampires deseribed in the Obd World Bestiary (page
114}, The characteristics listed for each bloodline already ke
into account the ypical caseer advancements of those Fkely
o be invited inre cach line. Mote that Vampires do noc get
Shallya’s Mercy—they are bevand the favour of any Gods or
Groddesses.

STARTING SKILLS,
TALENTS, AND TRAITS

Vampires created using this method gain the following skills,
ralents, and eaics.

Cormmon Skills

Command. Common Knowledge (any onel, Dodge Blow,

Magical Sense, Perception, Search, Speak Language (any
twod, Torture, Tn additon, "l.r'amp'ut'x gain exira shills,
depending an cheir bloodline.

- Blood Diagors: Academic Knowledee (Genealogy!
Heraldry, Hiseory, Strategyf Tactics), Charny, Command
+10%,, Common Knowledge {any three), Dodge Blow
+10%%, Fluate, Gossip, Intimidate, Ride +10%, Scale
Sheer Surface, Speak Language (any three)

= Ln‘nmgm Academic Kiowledge (the Ars. {_nnmlnovf

Ht,m;:!rv Hisrory, Necromancy, Philosophy),

(_,,h,anm_,l;mg, Charm +20%, Common Knowledge (any

three), Conecalment, Disguise +20%; Fvaluate +20%,
Giassip +20%, Hagale +20%. Indmidate, Perception
+10%%5, Performer (anv two), Prepare Poison + 10%,
HeadWirice, Ride, Scale Sheer Surface, Shadowing,
Silent Maove, Speak Arcane Language (Magick), Speak
Language (any threc)

. Mevrarch: Academic Knowledge (Asironomy
+10%, (_:f_‘nq:alugj;.-rHcraldry. History, |"'.-'i.‘igin:_' + (1,
Necromancy +10%0), Channclling +10%, Charm,
Common Knowledge (any three), Concealment,
Evaluate, Gossip, Intimidace, Prepare Pojson + 109%,
Read Mrire = 1050, Ride, Sh;lduwirlg. Silenr Mowe,
Sleighe of Fand, Speak Arcane Language (Magick)
+10%, Speak Language (any four)

. Striges: Concealment +10%, Perception + 10%
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* Vi Clarstedn: Academic Knowledge (Genealas!
Heraldey, History, Mecremaney), Channelling, Charm
+10%, Command +10%. Common Knowledge (any
threc), Evaluare, Gossip +10%, Intimidace, Ride, Scale
Sheer Surface, Shadowing, Speak Arcane Language
{Magick), Speak Language (any three)

- idependen: Charm, Concealment, Disguise, Evaluare,
Gossip, Ingimidare, Scale Sheer Surface, Shadowing,
Silemt Mowve.

Common Talents

Vampires thae do not descend from a particular bloodline
gain two ralents, In WERE roll twice under the Human
column of Table 2—4: Random Talents {page 143,
Ohtherwise, the Vampire gains alents according o their
bloodling, as follows.
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2d10+50

2d10+50 2d10+50

241050 241050

2410460 2d10+60

2410-40 2d10+50 2d10+60 2d10+40
2d10+50 2410+50 2d10.50 2d10+40
2d10+50 241050 2d10+50 2d10+40

2d10+60 2d10+50 2410460 2d10+50

Weapon Group (Cavalry. Two-handed), Strike Mighry
Blow, Strike wo Injure, Stnke to Stun

(Arcanc). Public Speaking, Quick Draw, Schemer.
Specialist Weapon Group (Parryving)

Necrirahr: Acthyric Armunement. Dark Lore
{(Necromancy), Dark Magic, Fast Hands, Lesser Magic
{any two), Mednarion, Pety Magic (Arcanc)

Strigoi: Frenzy, Rower, Strike Mighty Blow

Vo Carizeires: Dark Magic, Disarm. Master Orator,
Perry Magic {Arcanc), Public Speaking, Schemer,
Specialist Weapon Group (Fencing, Parrying)

Common Traits

All Vampires created using this method gain the following
Traiws: Blood Gift (Blood Drain, Narural Necromancer,

Vampires' Carsc), Keen Senses; Natusal Wespons (Claws,
Fangs). Night Vision. and Undead. New traits are described
in this chapeer
*  Bisad Drsgens: Blood Gift (Pass for Human plus any
onc Blood Dragon). Frightening
Labamiar: Blood Gift (Pass for Human plus any onc
Lahmian), Frightening
Necrerclr: Blood Gift (any one Necrarch), Temifying
Strigoi: Blood Gifi (any one Serigod), Frightening

Vom Camirins: Blood Gift (Pass for Human plus any
onc Von Carstein), Frightening

. Independent: Blood Gift (any two), Frightening
ExamprE RANDOMISED VAMPIRE

Rob sits down 1o create a new Vampire adversary
Needing one quickly—ehe game &5 tn s mtser of bosrs,
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IMMUNE RESPONSE

You should be Wiy ot creating "v"ﬂnt}'.-irts with too many immunities or too few werkndsses (e fil:':rhyric C'lphcf, Blogod-
Sated, Diefy the Dawn, Persiscent Image, Silvered Blood. Unhallowsed Soul, and Warerwalker), party because these exeremely
powerful creatures need weaknesses to allow adventarers to defear them. Far more importandy, the weaknesses of a Vampire
are a key pareof their character and mystique: The idea thar the sun and the warter and the Gods have turned their backs

on Vampires helps to reinforce their unnarral namre, rraking them disturbing, Mararally, nobody wants a villain who iz zo0
ridddled with weaknesses he becomes 2 joke, bur by the same wken, a Vampire who walks arcund in the sun, enjoys looking in
mirrors, walles in termpiles, and shaves wich a silver blade is hardly 2 Vampire at all.

Fin'.i]]}r, it is Empormne 1o remember cach wealiness provides a mirror of a sln‘.nglh. If the "lr".'nnpirc is weak in the da}r, then the
heroes will came to fear the last moments of sunset more than anything else. IF the Vampire cannot cross running water, then
the ather side of the steeam becomes almost supernarural in the comfore and security it offers. Mot only does this produce grear
drama, it also means barles become focussed on contrelling the time and place of conflice, rather than & straight-up fight, wirh
cach side trying to arrange the batte 1o accur when they have the advanmge. From such conflicts come grear stories,

i s

affer all—be chaoces the nendaived method He decides an adventure or even over the course of an entire campaign.
bl dilee sornetiiing bestial and picks @ Seived Vampire, “This method is far more involved than the previous, since you
He volls chavacteriatios ar if cveating & new character from must take a notmal, living mortal and reansform him or her
serarcly and recopds them on a sheer of paper. into a foul ereature of the nighr.

“The first step in customising a Yampire is to generate

the mortal before he gained the Blood Kiss. As described
thraughout this book, Vampires pass on their curse o
Humans, Halfling and Drvearf Vampires, if they even exist,
are 5o rare that most believe they cannot become Vampires,
If an EIF has ever been transformed, there is no record of 1c
Cireare the Character as you would any other NPC, zelec

A | W |[sB|TB| M |Magl| 1 | 5r
G 6 1 0| o
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carcer, apply advancements, and so on. Realise, though,
thar the more careers the Vampire gains in life, the more
powerful lie will become as Undead. Aveid giving the
mortal miore than two or three careers. Onee you have the

He thew fooks to his starting skills and talenrs, Since
wast of bis chorces ave smade for bim, be stply records
the infermation enta the sheet. He pers ane more Blood

Gifi Talens, s0 be rolls 1410 on Table 7—4: Blood base Character created, apply the Vanipire traits. Note that
Gifts and gess Curse of the Revenant, maodifiers to characteristics are siagcareer advances bur flac

medifiers thar are applicd immediately. They do not affect

Skills: Commmand, Comman Knowledge (any one), career progression at all, Mote Vampires do not gain Fare
Concealment +10%, Dodge Blow, Magical Sense, Poines, and thercfore, any remaining Fate Points are lost,

anrfp!{'ﬂf.i + 0%, Search, .‘::Nm':r ﬂaugsmgc (;n:_}r troe ),

WS BS 5 T, In W | Fel

WRRESE | TR B il

Talents: Srengy Rover, Strike Mighty Blow Ag L

Teaits: Blood Gifi (Blood Drin, Curse of the +10%] — ) +10%)#15% 1 +15% ) — | +10% |+10%*
Revenani, Namrad Necrawiancer, Vawppires Crrie), Secondary Profile

Frightening, Keen Sences, Naseral Weapons (Clews, A W | SB | TR M | Mag | IP FP
Fangs), Night Vision, Undead 1 6 2 | o

From bere, it wouwld be just a matter of pickivg
apprupriate rappings, bur Strigod are more monsivons
thun civilised, and therefore, Robk confident the
creatures clpss aned fangs will be sufficient to give the
P trolils. In addition o the modifiers to ihe Character’s characteristics,
a newly blooded Vampire geing the following Traits: Blood
CUSTOMISATION METHOD il {Blood Dirain, Matura] NMecromancer, Vampire’s Curse),
Keen Senses, Frightening, Natural Weapons (Claws, Fangs),
Racher than simply generating 2 Vampire as another monster  Nighr Vision, Undead.

* If the Characrer was given the Blosd Kiss by a Necrarch
or Strigoi, inscead of adding +10%, reduce the Characrer's
F‘e“nwshii: by half {round up).

the PCs must defear, ¥OU Can o the extra mile and creare 2

b : If you are using Bloodlines, the Vampire may zain additional
compelling villain thar can serve as a recurring adversary for '

talents or traits depending on their sire!




—

Chapter VII: Rules

of the Night
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= . Labsazern: Blood Gift (I"ass for Human)
T G - Nerrrek
& L. . Stripei: Frc TLEY
o ’ ; g ;
E',;-. . Van Carsteing: Blood Gifr (Pass for Human)
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Ny | NEW T : B G
Vs, EW 1 RAITS: BLOOD UIFTS
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i I'he blood of Vampines contains more than juse strength
) and hunger. The skalls and powers of the First Children ane
¢ : passad dowm into cach seneration, givine ercar strengrh and
pr ancicnt magical abiliry in all of their descendants. Blood Gifrs

C""!L"-"CT'-F‘J\"' 'h'.' Vil oS pureCTS A4 LSS s TRy transd lI'l'.I'::‘F:'E

inm 2 Vampire. Vampines of particular bloodlines are mor

likely 1o gain some Blood Gilts over othors, but the ling have
been muddied snce the dme of the firse seven Vampines, and
thus, traits of different lines have a rendency o manibest in
unexpected places,

As a Vampire grows more powerlul {advancing in Vampire

carcers), he acquires new Blood Gifs. Every time a Vampire

enters i new Vampire cireer, he ovolves, gaining onc Bload
Gifr from his own bloodline and one Bload Gilt from
another bloodline of your cholce. You may gencrate these gifs
randomly by rolling on Table 7—4: Blood Gifts or vou may
schoct them. Some Blood Gifrs can be acquired more than
ance, as notod in their descriprion. I rolling for Blood Gifs
and you get a duplicare Gift thar cannot be takien more than

ance, roll agin.

Acthyric Cipher

Your nanural maaesy over the Winds of Magic allows you m

cloak and dissipate the Acthyric distortions amund you. Those
with Witchsight observing you must make an opposed Will
‘ower Test and achleve at Jeast one degree of success in arder
to deteer anything unusual abour you, You are also iminune 1o
[ Maemonstoot, Witchbane, and any other similar wards.

Bar Form

As a half action, vou may tansform into a Vampire Bar,

1!l‘li BN e CharaCtersine, 5 and ras OF your

new form, thoush vou retain vour own Inellipence. Will l

Power. Wounds, "\.'..;'l-.. and J:‘Ei‘.‘.:".n__'. Posinies, 25 well 2= afl

o your WTL \;.'I;:'\- i 7\.:1_.|-.\. .||—|d TEits J\al L ,l;'\-\.ﬂl‘-_ ZTFTITHWIT,
atil trappings thar you wear of crry are absorbed inso your
new form and rappear when you TegAin your normal form.

You can remain in your new lorm for as long as you wish,

Changing back to your Vampine form requires anothér Lalf
action. You may use this trair as often as you wish,

— Vampire Bar Statistics — |
Main Profile |
!
3% | 0% | 31% | 300 | 34%% . . .
A w 5B I'e M Mag | TP Fr
) n 3 3 2 (38} a i 1]

*Use your characreristics instead.

Slkills: Dodae Blow, Perception +20%

Talents: Strike Mighty Blow

Traits: Enhanced Senses, Flier, Frightening, Keen Senses,
MNarural Weapons, Undead

Armour: Nonc

Weapons: [ceth

Enbanced Senses

You can sof 1In O I-F'Iij"r-. e darkness out (o a rangc I.‘T- 3 vards

UNTE -A l'llr_n} ||f L-a_i:la]ru AT 00 'l.'f_"-['_l,' b;j[]';j“ fiy 'Iji.I'[ 1J.~Cd h-,l
atdinary bats. This ability is not silent, and a Chamcrer
within range may actempt a Perception Test to hear your
high-pirched squeaks.

Blademaster

You are 3 master of every stvle and variation of hand-1o-

hand combar, enabling vou o Efr:‘dft? EVETY acian vour
opponent will tke. As a froc acoon. at the start of vour murn
cach round, vou may reduce the Amack Characreristc of

CHOE CHpPMOTICIIT by 1 for | round.

this reduces the Amadk

Characreristic 1o (), the opponent may not make any arracks
(standard, charge, and so on), thoush he may sill dodge,
parry. and perform any other non-artack action, In addition
Characrers whose Attacks are reduced to 0 do not count
rowards any achvantage gained from outnumbering vou.
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Waterwalker Transfixing Gaze  Summon Ancicnts

Walking Death Walking Death Swarm Form

ik el

Blood Burst

Whilst vou need blood 1o survive, vour body does not process
the Auld, 5o once vou draw farth the nutrienes from ir, the
excess uid collects in pockers formed of your Undead Hesh,
Whenever you lose at lease 1 Wound from an attack, one or
more of these sacs burst, spraving gobs of old, ta-like blood
ar all adjacent erearures. Such creanures must succeed on
Agiliey Tests or take a =209 penalty ro Weapon Skill and
Ballistic Skill Tests for 1d5 rounds.

Blood Drain
You may drain blood with your fangs. [Fyou inflice ar beast
| Wound on an enemy whilst grappling. the victim abwo

loses 1d10% from his Sorength Chanacreristic. If the victim

survives the encounter, he regains 1% of his Stength cach
hour. -

Blood-Sared

You may abstain from drinking blsod for twice the standard
period (see Feeding on page 112). Once bevond this limit, you
must make 3 Will Power Test to resist overy seoond inserval

Example: Sir Katel is a Thrall with the Blood-Sased
Treir. Fe bas a Tougimess Bowus af 7. Without ths
i, be could go seven days wishout feeding, b
becase of vhir i, be can go 14 withour having to
make 4 Will Power Tost, and after this perind, be onfy
weeds to make & Will Power Test once every tsow days
wnssead of every day.

Generieve Diendonne, an the other band, is a conmt
with the Blood-Sated Trait and & Towghness Bonws of 6,
Shve can abstain for 12 weeks without weakening and
aftermwiards muse make & Will Power Test every forinighs!

Call Forth Thunder

Onee per day, as a full action, you may call forch a huge and
rerrible storm, even from a complerely blue and quier sky.
The storm makes Aying impossible and all Ballisvic Skill Tests
take a —10% penalty, The storm proteets all Mampines within

a mile of you from sun damage. IF you are killed, the storm
quiets immediarely. Otherwise, it lasts for a number of hours
equal vo your Magic Characrerisric.

Carrier

Your indiscretions about feeding have infected you with a
horrid contagion. Whenever you use your Blood Drain Trair,
the target must also succeed on a Toughness Test or contract
Scurvy Madness (sce WERP page 137 for derails), Ar your
GM's oprion, other discases can be substirured.

Corupred Innocence

You are cither so exquisitely beautiful or so obviousy
vulnerable it & absolutely unconscionable to strike a1 you.
You gain the Unsertling Talent.

Curse of the Revenant

You have such a werrible burning desire 1o keep living tha
vou can defy death. All Gritical Hits dealt to you have their
Critical Value reduced by 2, 10 2 minimum of 1.

Dark Majesty

You are such a powerful figure that you can command
mighty armies of the Undead. You may contrel a number
af crearures with the Undead Thait equal to your Will Power
Characteristic plus thiry at any one time,




You can see spirits and souls char are normally invisible, as per
the Lore of Death spell of the same name. This trait funcrions
conrinpoustv,

Defy the Dawn

Your will i so strong. you can overcome even the terrible
power of the sun. If vou pass 2 Will Power Tesz. you can
walk in the sun withour mking any damage or penalties.
You must pass another tess afrer cach hour of cxposure.

at a cumulative —10% penalty per hour spent in the sun
Failure indicares your characteristics halve. and you begin
to take damage for cvery minute of exposure. as normal

If this power is rolled or chosen a second time, you obeain
Lll'll'irllf'ﬂ.‘ il'lll‘i‘lullil:l‘ iy dma‘gl: I:rl_'“'rl Ij‘i:' SHLin, .inl,i :i\ru ﬂIJ_\
walk in it withour any consequence

Docilags

You can force weak-willed mortals to obey your every
command. As a full action; you may use this power on

any Human, Dwart, Elf, Halfling, Ore, Skaven, Beastmen,
Gioblin, or similar crearures wou-can clearly see within 6 yards
(3 squares), This is an opposed test. picting your Fellowship
against your opponent’s Will Power. This abllicy cannor be
used in combar, as che mind is oo alere foe danger. 1 you
win the test, you gain complere contral over your arger

and ean compel him to do anything you wish (this i a free

action). After 1d10 rounds, the victim may attempt another
oppased test to break free. You may end the effect any time
as a free acdon. IF you areack the dominated irger, its offeces
immediately end.

Ezhereal Mist
Oince per day, as a full action. you can reduce your body
{and all comed, worn, or held irems) to vapour. The mist is
entircly magical, under vour control, and does not behave
according to navure. Whilst in this state, you gain the
Ethereal (see Chaprer VIII: The Vampire Campaign page
137) and Hoverer Trairs. Your fly speed ks equal 1o your
Meovement Charzcreristic. Afeer 1d10 hours, vou may make
a2 Will Power Test. Success mesns your body coalesces. [F the
test fails, you must wait anothor 1410 hours before trving
again. Whilst in mist form. you do not truly exist in the
workd and arc bevond 2ll bur magical dfects. Vampires often
usc this power 1o fake their deaths, allowing them time o
regroup and retumn for their vengeance.

Eamiliar F

As a half action, vou may transform into any small animal of
vour choice. You gain the characreristics, skills, ralents, and trairs
of yewr new furm, though you rein yout own Intelligence,
Will Power, Wounds, Magic, and Insanity Points, as well as all
of your own skills, ealenes, and traits, All weapans, armour, and

rrappings thar you wear or carry are absorbed into your new
form and reappear when you regain vour normal form. You can

remain in your new form for as long as vou wish. Changing
back requires another half action. You may use this rrait as often
s you wish,

— Familiar Statistics —

Mazain Profile

*Use your characteristics instead,

Skillss Conccalment. Perception «20%, Scale Sheer Surface,
Silent Move, Swim

Talents: Alley Car, Flee!

Trairs: Keen Senses

Armour: None

Weapons: Tecth

Furious Charpe

Whilst charging, you artack ar the precise moment 1o

produce the most devastating effect, driving your weapon

through vour foc's defences. IFyou suceeed on 4 Weapon Skill

Test char's made as part of 4 Charge Action, your Damage
Toral ignores your opponent’s armou,

Host

Your body is hisse to a colony of vile insects and worms.
They crawl through the rotten Aesh of vour body, feasting on

the blood you ingest and the slippery Hlesh of your innands.
Whenever you lose 2 or more Wounds from a single armack,
your body heemorrhages a stream of biting bectles, scurrying
roaches, and undulating worms. Witnessing this unexpected
development is enough to drive right-thinking people mad.
The first time 2 moral witnesses such an expulsion, he muost
succeed on 2 Challenging (—10%) Will Power Test or gain 1
Insanity Poinr. Afier 1 round. the gencrous vermin use their
own excrers o scal the wound.

Iron Sincws
You grow o huge proportions, gaining an unpgodly strenedh.
You gain the Unstoppable Blows Trait (sex page 137),

Malformed

Your body is rwisted and grotesque, an abomination o
behold. Worse. the ill-advised structure of your rransformed
bady allows unsighdy bulges to form, pressing our against
the flesh undl dhe skin thins so that @t pops with a sickening
wet splarter. Just as soon ax the bubo explodes; the Aesh
lenirs back together again as another 1111]!_-;: begins to form
cliewhere. Hard (=209} Will Power Tests must be made o
resist any fear or tertar you cause,
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Mastery Over Flesh

Yo are matuerally gifred ar manipulating and conrrolling the
Hesh of the dead. When casting carse of Vishel, bellivh vivose,

Feifse the dead, re-aninie or apedlt {._l;r'n'w.r!iﬂ.':'.vzg. you gain a
+4 bonus on the Casting Roll, You must meer all the usual
requircments of casting the spell. ‘This bonus also applies
Greater Necromancy (sec page 125},

Monstrous Mass

Crwer the ages, you have grown o huge proportions, flesh and

sinew building over and aver itself. As a resulr, blows rthar
would fell 2 normal crearure are often nothing bur a scrarch
to vou. When an opponent inflices 2 erirical hit on you, he
rolls twice on WERM Table 6-3: Critical Hits {page 133) and
takes the higher roll

Natural Necromancer

Yo can control the Undead just as necromancers do. If you
have the Dark Lore {MNecromancy) lalent, you never gain
side-effeers from using Necromancy spells.

Noble Blood

You can trace your legacy divectly back o the wanior-priess
of Nehekhara, The range of vour commarnd over Undead
extends to 200 pards (100 squares).

Mehekharan Scrolls

——

from living creatures around vou, All living ereatures within
& yards (4 squarcs) must succeed on Will Power Tess each
round or talee 3 cumulative —10%: 1w all characteristics on
the Main Profile. You cammer reduce any of an opponenes
characteristics below 1%, These penalees fade at a rare of
1086 cach hour the Character is removed from you,

Q uickblood

Yo are so fast you can dodge a shoc fired from a pistel or
snatch aiy arrow out of the air You may make Dodge Blow
Tests to avoid missile aracks. You may still only dodge once
per rornd.

Ravenous

The scent of blood is enoagh to drive you into o mad frenzy,
Gain the Frenzy Talent. You may only enter a Frenzy if

you are within 16 yards of a bleeding creanure (Le. a lighaly
wounded Character).

Scent Blood

You have the uncanoy ability w smell the blood of living
cregtures within 16 vards. Concealment Tests made o

hide from you auromatically fail as do spells thar ebscure 2
mertals presence from sight such as pell of davbues or dhowd
of srwdsibilig. You can pinpoint the presence of any living

eresiture within range of this trair.

Silvered Blood

You have preserved some of the ancient lore of the Land of the
Deael. Select one spell from the Lare of Necromancy or the
Lore of Deach. You may now cast this spell as if it were on vous
list. You gain anadditional spell every time you gain this main

Pass for Human

You can retrace your claws and fangs and seften vour
fearures, cnabling you 1o appear Human. In this form, you
lose the Frightening and Tenilving Talents il you have them,
Swirching bacl and forth between appearing Human is a free
ACLION.

Persistent Image

The light of the sun has not rejecred you. Your image is
reflected in mirrors and any other reflective surface. You also
cast 3 normal shadow from the sun or any other light source.

Piercing Strike

Whenever you atcack with o weapon, you put the full force of
your might behind the swing, delivering grucsome injuries. If
vou inflice a critical hit, you may roll twice on WFRP Table
6-3: Critical Hits (page 1353) and take the Jower roll,

Psychic Drain

Ii is notenough to sip the bload of your victims; your

Undead form requires far more energy to sustain iself, You
become an emetional sink, draining the will and emotion

Throngh some twist of magic, the argent meral already
courses in yourveins. Rather than wealiening vour fesh, the
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TABLE 7—5: SUMMONED CREATURES
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presence of silver in your body makes you immune o its
dreacdful effecs, Silversd weapons behave as normal weapons
when used on this Vampire,

Stench

You exude the particularly loathsome stench of a charnel
house. All liv'tng creatires within 6 yard_r. (3 SUJEEARCs ) of you
become sick by your stink. They rake a —10% penalty ro all
tests whilst they romain within the range of your stench and
for 1d5 rounds thereafier. Creative Characeers can drcumvent
vour odour— D hwarfs are quite fond of Wrapping scarfs
snaked in their own urine asound their nose and mouth.
though such techniques ofien have 3 similar offec

Summon Ancicnts

You can sensc the remains of long-dead warriors and call them
te fight on your behall. When casting rewnimuate o spell of

— e

:f-':-'-a.{'fm'ng. one more creature than normal is summoned.
When casting rawse the dead, you summon an extra 1d10
CTEATLITES,

Summon Ghouls

Opce per day, as a full action, you may summon Ghaoils to
atrack your enemies. Roll 1d10 on the Ghoul column of Table
7=5: Summeon Creatures to determine the number of Ghowls
and the time it rikes for them o arrive (in rounds). When the
Ghaouls appear. they act on your Inictariee, and they obey all

of your commands. Refer 1o the (fid Workd Bextzry for Ghoul
satistics. The Ghouls wander off after 2 number of hours oqual
to your Masic (Characreristic (minimum 1 houos). This power
asumes there e Ghouls ncarby. If it & impessible for Ghouls
to be anywhore in the vidinity, then you may not use this Blood
Caitr,

Summon Vermin
Onoe per day, as a full action, you may call foreh 2 ride of
bars, rars, or other tiny creatunss to amack your enemies.
Alternatively, a crowd of giant vermin such as Vampire Bats
or Glane Fats may be summoned. Rall 1410 and refer ta
Table 7=5: Summened Creatures (o determine the numbser
of creacures and the dme it tikes for them o arrive. When
they appear, they act on your Initiartive, and chey obey all of
your commands. Reter to the (O Wardd Bestiary or WERP far
smristics. These crearires are real, not summeoened from the

Acthyr, and must be found naturlly in the environment where
thix power is used. The creatures disperse after 2 number of
hours equal to your Magic Characreristic (minimum | hour).

Summon Wolves

Onee per day, a5 3 full sction. you may summon a number
of wolves or dire wolves o do your bidding. Roll 1410 and
refer to Table 7-5: Summoned Creatures to determine
the number of creatures and the time it takes for them o
arrive. When they appear, they act on your Initarive, and
they obey all of your commands. Refer 1o the Old World
Bestzary or WERP for statistics. These crearares are real, not
summoned from the Acthyr, and must be found narurally

in the environment where this power is used. They disperse
afrer a number of hours equal w your Magic Characrerinic
{minimum 1 hour).

108
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Knicurry VIRTUES

It is not unknown for knights in Bretonnia to fall to the Vampires” Curse. The Blood Dragons, in particular, are keen to recruit
these first-class warriors, and their philosophies are not so different from each other. If you have Kuights of the Grail, vou can
combine Knightly Vietes with Blood Gifis! Knights who are turned lose the Virnee of Chivalry (ind may nevermore call

upan the Lady) and the Virtue of the Cuoesr if they have them, bueall other Virtues remain active, including Grail Virtues. IF
a Knighr of the Realm or a Questing Knight becomes a Vampire. they will not find the Grail: the Lady can el swhich of her
servants are still true men. They may however, ar the GM's aption, find the Dark Lady, whose Blood Grail may provide the

equivalent of their Grail Virue, or other, datker boons.

s e — s ¥ 'J-u.
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Swarm Form

e ———

Unhboly Regeneration

Asa half action, you may assume the form of a swarm of
beetles, flics, ravens, or cockroaches (choose one when you
gain this tair). Whilst in this form, veu may not acack
nor may you be injured—siomping on your consiiinent
reaches is definitely uncomiortable, cven painful, bu

not lethal as you are Undead afrer all, Your swarm form
can mave through any space thar one of your constituent
creatures could fiv through. You miay remain in this form

for 2 numhber of minutes eqqual ro your Magic Characreristic

(minimum one minutel. Once you revert fo vour normal
form {a free action), you may not use chis crait uncil che
NEXT SUNSCi.

Terrible Blows

Your wounds heal ar a stareling rite: Ar the stare of your wrn,
cach round, you regain 1d3 Wounds. Wounds caused by
silver weapons are not recovered by this rais, 1F you are slain,

this trair ceases 1o function.
Vampires’ Curse

Vampirism grants many benefics, bue ic also has severe

draedracks, There are common valnerabilities. bur these are
not abaays assured. Each Yampire gains six vulnerabilities.
Unless specified otherwise; a Vampire is assumed o cast no
reflection and be vulnerable o Daemonsroot and Wicchbane,

Religions Symibols, Ronniog Wieer, Silver, and Sunlight. See
Weaknesses on page 113 for derails,

Your great sorengeh and incredible speed allows vou to rain
blows of rerrifying force on your enemies. Whenever you
miake a melee artack wsing the Stndard Attack or Chirge
actions, vou may roll one extra damage die than usual and
take the bigher result, TF the weapon you use has the Impace
Chuality. you instead roll three dice and choose the highest. IF
wvou have Furious Charge, borh benefies apply.

Walking Death

Your presence is so terrifying that your opponents fec before
vou, Czain che Terrifving Talent. 1f you already have this
talent, Characrers must succeed o1 (I]ml!cnging =10%4) WGl

Power Tests to resist Terror cawsed by you
Warerwalker

Your will 3 sosirong you may overrule the curse on your

AR LR

You can immobilize your opponents with nothing

than a gaze, This requires a half acrion and may be used
ony any vierim within 6 yards (3 squares). This pewer may
be used in combat. The target may resise Transfixing Gaze
with a suceesstul Will Power Tese. Failure means the arget
i= manshixed and may ke no action whatsoever, and he is
considered helpless for one round. You may maintain this
ability as a free action. The wrgen is freed from Transhxing
Caze at anytime you move out of his view or something
comes berween you and your targer.

Unhallowed Soul

blaod. [Fyou make a suceesshul Will Power Test, you may cross
running warer withour taking any damage or penaloe. You mus
re-roll for cach nevw body of water or for cvery hundred yards
of travel. IF this pesver is chosen or rolled a second time, you
gain complete immunity from this aspece of this curse and may
eross any body of warer of any size withour any negarive effects.

Wel Ispring of Dhar

Yfour soul is so corrupted with dark magic thac it has become
a nararal pool of Tre Dfar, All wizards wichin 24 yards of
you {including yourself) add your Magic Characreristic 1o
their Casting Rolls when casting 2 spell using Dark Magic.

You are truly cognisant of vour freedom from the spiritual
realm, and thus, you fear no God or Daemon. You are
immune to the repulsing powers of places or objects of
faich; including those of the Chaos Gads. Magical weapons
{including thase flesed by someone with a Divine Lore) and
objecs retain their effectiveness, however,

oo

Anyone within the range casting a spell ftom another Lore
acts as il they have the Dhark Magie Talent and meseer roll the
extra die. You may be aflected by multiple instances of this
trait at a time. If three Vampires wich Wellspring of Dthar are
within range of cach other, each gets the benefit chree times
over. This is one reason Necrarch Vampires rake apprentices.
You may suppress and reactivare this ability as a free action.

(o)
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A pair of leachery wings tears free from your back. Riddled
with crimson veits, they are nearly impossible ro conceal—
nar that it mateers much o you. Gain the Flier Talent, Whilse
Mying, your Movement Characreristic is twice your Jand
speed.

Wolf Form

As a half action, you may ransform inwea Doom Woll (see
Page 137 for staristics). You gain the characteristics, skills,
talents, and traits of your new form, theugh you retain vour
own Intelligence, Will Power, Wounds, Magic, and [nsanicy
Poines, as well as all of vour own skills, ralencs, and rrais. All
weapotts, armour, and trappings that you wear or carey are
absorbed into your new form and reappear when you regain
vour normal form, You can remain in your new form for

as long as you wish. Changing back to your Vampire form
requires another hall action. You may use chis traic as often as
vou wish.

VAMPIRE CAREERS

Onee a mortal is ransformed into a Vionpire, he adds
Vampire Thrall to his career exics, The benefits of these carcers
are clears oot only can the Vampire resist the impulse o feed,
bt he scquires more and more Blood Gifts as he unlocks the
power of his blood. A Vampire need not move inta another
Vampire career; such a Chamcter may always entera carcer
foutid on the career exits of his last non Mampire career.

As a Vampire moves theough the theall, count, and Tord
careers, he unlocks new traits and powers found within his
Bload. Each time a Vampire enters anew Yampire Caveer,

he gains | Blood Gife Traic associared with his bloadline and
one trait from any othet bloodline as deseribed on Table 7—4:
Blood Gifis an page 105, Independent
Vampires select or roll for one traic from
the Independent column and another
[roin any column.

THRALL (ADVANCED,
SPECIAL REQUIREMENT)

Wampire thralls are Vampires who have sought out a mentor,
wsually the Vampire wheo creared him, 1o lezrn some
mecasure of selfcontrol and to understand his limitations
and powers as a ereature of the nighe, Thralls rarely drift

far from their advisors, since these more powerful Vampires
protect them from Vampire hunters and other enemies of
Undead,

Special Requirement: You must be a Vampire to enter this

CRIECT.

— Thrall Advance Scheme —
Main Profile
WS BS 5 T Ag Int wr Fel
£ 108 +20% | +15% | +20% |+ 100 | « 109 109
A W 5B TB M Mag IF FP
_ 5 _ _ s _

Skills: Command, Common Knowledge (any twa), Dodge Blow,
Magical Scnse, Perecprion, Search, Speak Languaze (any
twa), Torture. In addition, Vampires pain extra skills
depending on their bloodline.

+ Blood Dragons: Academnic Knowledee (Genealogy/
Heraldry, History, Straregy/Tacties), Charm, Evatuare,
Gossip, Intimidate, Ride, Scale Sheer Surface

+ Lahmian: Academic Knowledge (the Arts; Genealogy/
Heraldry, History, Necromancy, Philosophy),
Chanmelling, Charm, Concealment, Disguise, Evaluare,
Gossip, Haggle, Intimidate, Performer {any two),

Prepare Poison, Fead/Write, Ride, Scale Sheer Surface,
Shadowing, Silent Move, Speak Arcanc Language (Magick)

SR




Strigoi Lords are so deformed they can no longer wear armour. However, their Ach rypically bardens into a thick bony
carapace. They acquire Armoured Skin upon entering the career. giving dhem 3 Armour Points o all locations.

* Necrarch: Academic Enowloder (Astronomy, Genealogy/
Henldry, Hisrory, Magic, Necromaney), Clannelling,
Churm, Concealmer, Evalnare, Gossip, Intimidate,
Prepare Potson, Read/Wiiie, Ride, Shadowing, Silem
Move, Sleight of Hand, Speak Arcane Language (Magick)

* Strigoi: Concealmem

» Von Carsicin: Academic Knowledse (Genealogy/Henldry,
History, Nocromancy), ine, Charm, Evaluste,
Gossip, Intimidate, Ride, Scale Sheer Surface, Shadowing,

* Independenr: Charm, Conctalment, Disguise, Evaluate,
Gousip, Intimidate, Scale Sheer Surface, Shadowing, Silent
Move

Talenrs: Vampires gain ralents based on their Bloodline, If not of
a bloodline g::mng Independent), the thrall eareer of fen
no talenes.

* Blood Dragon: Disirm, Lighming Farry, Specialist
Weapon Group (Cavalry, Twm, Strike Mighty
Blow, Strike 1o Injure, Srrike to Stun

« Lahmian: Dark Magie, Etiquette, Petry Magic (Arcanc),
Public Speaking, Q nick Dvaw, Schemer, Specialist
Weapon Group (Parrying)

*  Necrarch: Acthyric Arunement, Dark Lore
(Necromancy), Dark Magic, Fast Hands, Lesser Magic
(any two), Medination, Perry Magic (Arcane)

= Strigok Frenzy, Bover, Saike Mighry Blow

* Von Carsteins: Dark Magic, Disarm, Master Orator,
Petry Magic (Ascane), Public Speaking, Schemer,

Trappings: None

Career Enrries: Any

Career Exits: Vampire Coum™

*Vampires rein the carrer exits of their fast non-Vampise career.

Vamrre Count

Vampires who have reached the level of count have grown,
mutused, and consolidarcd their powers and abilities. They
are o longer the terror of mere towns and hamlers, nor are
they content to prey on isolated individuals. Their influence
is fele across the land, and they dominate mortals, Undead,
and several of their Vampire kin as well. The Vampire count
is nothing like the wild, bestial creature he sarted out as:

StrRI1GOI COUNTS AND LORDS

The bodics of Strigoi counts begin 1o deform into a bestial state. Their claws grow wemibly sharp, gaining the Impact Quality.
This makes them clumsy with holding weapons. however, and they rake 2 —10% ro their WS when not using their Narural
Weapons, They suffer the same pemaliy when using any skill requiring fine manipulation
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instead. be is a patient and meticulous hunter of men. He is
also a man with 2 plan and the means to carry it out, and bhe
fears no rag-tag group of adventurers who think they can swop

him.

— Vampire Count Advance Scheme —

Main Profile

ws BS s T _ﬁg Int | WP | Fe
#2006 | +10% | +25% | «20%: ] +209% | +15% | +20% | +15%
A W 5B TH M MHE_ 1 FP
+Z +7 — — — +2 —

Skills: Academic Knowledge (any wo), Common Knowledge
(any one), Charm, Command, Coneealment, Dodge Blow,
Eva_.tmte, Follow Trail or Shadowing, Gessip, Heal,

Intimidace, Pﬁﬁ' Read™Write, Ride, Sheer
Surface, Search, Language (any), Silent Move, Speak
Language (any three), Tormure

Talents: Aethyric Arrunement or Sixth Sense, Dark Lore (any)
or Strike Mighty Blow, Dark Magic, Menacing, Perty
Magit{hrﬁm}wSpuﬁaﬁﬂWﬂpm&ﬂuwﬂ.
Public Speaking, Q uick Draw or Swashbuckler, Schemer,
Seasoned Traveller or Tunnel Bar

Trappines Evil Langh, 1 Magical Irem, wdio Trusted Followers,
mgtmhnf]mﬂrry,ﬁiu}bkhi:&mp,hhu
Humt,l.ugrﬂﬁuﬂ,wm similer), Rarnpant

Carver Enrries: Theall

Career Exits Vampire Locd®

*Vampirts remin the career exins of their bist non-Vampire career.

Vamere LorD

A Vampire who has reached the level of bord is incredibly
powerful in both his own abilitics and his semporal domain.
The world shakes ar his will, and the bravest heroes wemble
vo hear his name. Only the best of the Vampires reach this
rank; it is not enough 1o simply contral kingdoms or 1o have
lived for cenguries, the Vampire must also be a rrue masier of
dealing dearh, of dominating minds, and of harnesing his
srengeh o the urmost effect, The Vampires have no Gody;
the Vampire lords are close enough to suffice.




— Vampire Lord Advance Scheme —

Main Profile
WS BS 5 T Ag Int | WP Fel

e300 | £ 20% | +30% | +30% | +30% [ +30% [ +35% [ +30%

A W 5B | TB M | M e rP

A5

+3 +11 —_ — — +3 = =

Skilts: Academic Knowledge (any four), Charm, Command,
Common Knowledge (any four), Conceatment, Fvaluate,
Follow Trail, Intimidate, Navigation, Perception, Prc[ra:t'
Poison, 'R.:ﬂe Scale Shaer Surface, Search, Secrer Language
{amy one), Secret Signs (any one), Shadcmn.ng, Silent
Maove, Sleight of Hand, Speak Langmgc{m four)

Talents: Alley Car or Boover, Arcane Lore (any one) or Strike
1o Injure, Armoured Caster or Sturdy, Cantortionist,
Disarm, Eriquetee, Fast Hands or Lightning Parry, |
Fearless, Lesser Magic {any four), Master Oratar,
Mediration or Specialist Weapon Group (any onc),
R.esistance to Magic, Resistance to Poison, Strike 1o Smun,
Unsettling

Trappings: Avmy of Undead, Ambition beyvond Possibility,
Cornrol over the Fate of Kings and Empires, 2dio Fanarical
Devores, Enormous Lair (Falace, Castle, Labyrinth, i
Stronghold, Tower, ctc.), 3 Magical Trens, Pride bevond
Hubris, Wealth beyond Avarice [

Career Entries: Yampire Count
Career Exits: Infaroy Across The Ases

— THE VAMPIRE UN-LIFE — |

Ui’mn sequiring the Blood Kiss, every aspect of the
Vampire's life undergoes a profound transformation,
trom the deep and abiding chirst for blood to the inhuman
power he artaing. The Vampire tanscends moreality ra
embrace the true power of the Lords of the Dead.

BLEEDING

When a victim is grappled, the Yampire may spend his round
draining his prey's blood. If chis happens during combar or is
therwise tesisted, the vicrim loses 1d10% from his Strengrh
Characteristic as well as any Wounds rolled normally: 11 his
srrength reaches 0% from such an areack, the Charcter is
killed. If he survives, his Strength returns ac 1% per hour,

Those who have fallen under the sway of Vampires may offer
their blaod willingly, allowing the Vampire to feed with
more control. Insuch a case, the Vampire rolls 2d 10 and
chooses which result o inflice, This controlled feeding does
a maximum of one Wound as well. However, if the Vampire
rolls doubles onhis roll for Strength drainesd, his natural
blood-lust causes him to lose himself in the feasting, and he
instead drains the sum of the two dice in Strength,

A Vampire accelerates the reeof Wound recovery whenever
he feeds. 1 the Vampire is ghtly injured. he regains 14110
Wounds after fecding, If heavily injured, he immediarely
regains | Wound.

Whether bled willingly or unwillingly, those drained are
effectively Stinking Drunk for one hour afterwards {see WERP
page 1151 Anyonc having their Strengeh drained below 10%
(again, wherher willingly or unwillingly) muose make a Wil
Pawer Test or gain an Insanity Poinc, Vampires also bocome
Frighrening whilst feeding if they were not before.

FEEDING

Vampires need a regular supply of fresh Human blood ro sty
alive: Hlowever, emly the youngest need 1o feod every day: e

takes discipling and resolve to conorel the hunger for blood,
and the eldest and most pm-.-’erful Wampires can master their
imipilses.

All Vampires must feed, but the time deépends on their
experience. Vampires who have yer to enter a Vampire career
measure the time between feedings in o number of hours
equal to their Toughness Bonus: Thralls measure their dime in
days, counts in weeks. and lords in months, all equal o their
Toughness Bonus, Older Vampires may be able to go longer,
bue that’s entirely up o vou,

Once the respite has passed, the Yampire feels a strong need
to crink. "The Vampire is entided ro a Will Power Test, and

if he succeeds, he may wait an addivional hour {day, week,

or montch}, After this time, if the Vampire has yet o feed, he
st make an additional Challenging (—10%) Will Power
Test. Each succeeding Will Powser Test worsens by one step to
a maimum of Very Hard (—=30%). If the Vampire fails a Wil
Pawer “Test, he is overcome by the need to drink and miust
drink—rhe Wampire has no choice and must immediacely
seek out a vicrim.

Mot feeding is not only difficule to resist bur hard on the
health. For each successful period of abstaining, the Vampire
loses 1dT0% of his Strength. They also lose this Strengeh if
they fail the test and cannor find Glond-bo-sae thema-isual iy
blood from one adulr Human is enough.

Repardless of the dme since their awalening or che stare of
their hunger, Vampires in this new-born stage act as il they
have the Freney Talent. Note that going into Frenzy seill
requires a round and a conscious decision. As soon as the
Vampire feeds, it regains 10 points of lest Stength: per Blood
Dirain arcack, if any was lost. This cannor take Iht:ET seore
above whar it was before the loss began, This first feeding also

rermoves the Frenay Talent,

Abstinence has its risks: i the Y01 Power Test to resist
leeding is ever failed by three degrees or more, the Vampire
reverts to the bestial state in which he began. He must foed
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immediately or lose Strength every hour, and he temporarily
gains the Frenzy Talent again as described previously. This
same state is entered if the Vampire'’s Smength drops below
10% due to continued ahstinence. In both cases, the Vampire
also gains an Insanity Poinc. If the Vampire's Strengrh drops
below 0 due to abstinence (forced or valuntary), he becomes
altmost too weak to move. WS, BS, and Ag arc reduced 10
ane tenth their value, and his Movement becomes 1. At this
point, he rypically relies on minions to provide him with
sustenance: feeding instamtly removes all these penaltics, and
Serength returns normally 3t 10 poinrs per Blood Drain.

These that lack minions may recover through falling into a
deep hibernation. In this hibemartion, the Vampire regains |
point of Strengsh per year of unintermupted “decp.” A year is
interrupeed if the Vampire is awake for more than an hour
or takes any damage. The year must then begin again. The
Vampire need not wait uncl he is fully recovered and may
aweaken from hibernation ar any time. In facy, few Vampires
use this option since there is usually an abundance of animals
and WS preopie o windh Yo might Teed o Slake s unholy
thirsr,

TREEONG

The Blood Kiss is almaost always done upon willing victims,
bt oceastonally, when the irony is particularly sweer,

it is done on che unwilling. On willing targers, use the
controlled feeding rules for boch participancs, For unwilling
targets, the Vampire must firse reduce the vierim to 0
Surength using Blood Drain, Then, too weak to resist, the
Vampire forces them to feed. They will appear dead if left at
that point but will risc in 1d10 days, full of hunger. If the
Vampire is unwilling o use force, the Dominare power is
also sufficient.

Vampires also sometimes rely on thar personal charms
convince a person to willingly accepr a bite or the Kiss,
This can be modelled with an opposed test of the Vampirc's
Charm against the victim’s Will Power. The victim gers a
+30% bonus w this roll duc to the onnataral narre of the
tequest, though the GM is free to adjust this modifier due to
hit is much more likely to accepe the gift of immortality.
Victims who ate not brought o near-death will nos slip
into a death-like state after the Kiss. Instead, they are simply
Seinking Drunk for 1d10 bours, full of fevered dreams and
sITAnge sensations as their now strength asseres itself. Ir is
during this time that their soul is astacked by the spirits
caught berween life and death. Those wken unwillingly are
typically unconscious for this process, and many willingly
bitten pass out from the effect. Regardless of whether they are
sensible during this experience, any Characrers undergoing
the transformation into a Vampire must pass a Will Power
Tesr or gain an Insanity Poine: Those who wake up in 2
coffin, six feet under the soil, may, at the GM’s option, be
forced to make another Will Power Test o avoid a second
Insaniry Polne

Rules of the Night
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Regardless of whether this roll is 2 success ar o failure, the
petsonality of the Characrer is entlrely and irrevocably alrered
by the experience. The new Vampire does keep his memories
and his personalicy, but both tend o fade quickly and are
forgarten. The truch is that much of the old personality is
simply irrelcvant in this new stare, just as the personality

of a sheep is of linde use to a wolf. ldeas about friendship.
morality, and duty are fundamentally changed when one
becomes 2 wolf amongst Human sheep. Some people are able
to act kindly towards sheep, of course, bur in the end. they
are there to be herded, killed, and caten.

VWWEAKNESSES

All Vampire's suffer from the Blood Curse placed upon them
upon the Vampire. The most common involve the inabilics
10 Cross running water, the inability 1o casr a reflection or
shadow, the urge o drink blood, vulncrability to sunlighs.
weakness to certain herbs, and a weakness rowards silver
However, as the bloodlines have crossed and become
muddied. there is no guarantee chat a Vampire has all of these
weaknesses and may have others instead. All Vampires mus
drink blood, bur the other wealenesses are not assured. Rall or
select five weaknesses from Table 7-6: Vampires’ Curse.

“This Vampire cannor enter any other strucrure not owned by
him unless he is frst invited. Onee the Vampiee is invited, he
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may enter and exir freely: The Necrarchs cypically have this
vulnerabilicy.

Counting

These Vampires have a curious obsession wirh counting,
Whenever confronted with a number of small objects, such
a5 poppy sceds, coins, or pieces of string, the Vampire must
succeed ona (.:h;z“:ng'lng [—160% ) W5 Power Test or count
the abjects—an act that usually rakes 1d10 minuces, If che
Mampire succeeds on the test, he rakes 2 —10% penaloy o all
tests whilst the uncounred objects remain in view:

Daemonsroor and Witchbane

Some Yampires are repelled by Dacmonsroot and Wirchbane.
Vampires with this vulnerabilie must succeed on a Will
Power Test to come within 2 yards (one square) of these
herbs,

Eire

A few Vampires are vulnerable to purifiing flame. These
Wampires catinor use their Toughness Bonos to reduce
damage from Are (magical or atherwise).

Carlic

whany Vampires have an unusual weakness for rare roots and
plants, as can be see with Daemonsroot and Witchbane, A
Fewr are saddled with vulnerabilities to more commaon plants
suelas marlic. Such Vampires rake a —=20% penaley 1o all eses
whilst within 6 yards {3 squares) of this substance,

Gromril

The touch of Dwarkten Gromril is anathems to some
Vampires, Whenever such Vampires are injured by Gromuril
weapons, they may not use their Toughness Bonus to reduce
the damage.

Ithilmar

The sibvery sceel of the Elves i said 1o hold uncanny magical '

powet. Whilst much of this material is used for armour

and decoramive items, the Elves are famed for their potent

weapons wrought from this ore. Should the Vampire lose at '
least 1 Wound from an avack made with a weapon forged

[rom Lelsilmar, the Vampire must succeed on e Challenging

(=10%0) Agility Test or catch fire, See Fire in WERP page 136,

No Reflection

blany Yampires are cursed, so they can never behold their

vigage in the surface of & mirrar or in a shadow cast by the
moonlighe. Mirrors or ocher reflective surfaces do not show
the appearance of chese Vampires.

‘The power of belief is quire strong in the Old World, and

mortals who present icons and symbols of their Gods can
sometimes repel Vampites. A Vampire thar is valnerable to such

iterns st sugeeed om a Will Power Test 1o dose within 2 yards
(1 square) of a person presenting a religious symbal. As well,

they must succeed on a Hard (—-20%) Will Power Test to entera
temmple or geasg a religious oo The GM may modily this test
depending an the srrength al faith of the remple’s believers or the
i wiclder,

Sawdust

A tew Vampires can be repelled by the sccourrements of those
who handle corpses, such as sawdust or embalming Huid.

A Vampire with this vulnerabilicy must make a Terror Test
when he comes in contace with these substances,

Silver

The mete touch of silver burns che flesh of Vampires with
this weakness: TF the Vampire loses ar least | Wound from

a silvered weapon, he auromarically foses 3 more, ignoting
armour and Toughness Bonus.

Stakes

Pluenging a stake through the heare of any creature is traumaric

enough, bur when used against Vampires wich this wealkoess,
any attack with a stake is enough o drive these creanares avway:.
The stake nuust be fashioned from a special wood, such asash,
hawehorn, or rosewood. TF the Vampine is steuck by such a
stake and takes at least 1 Wound, the Vampire is immobilised
until the stake is removed (a half action), Whilst immaobile,
the Yampire may not teke any acrion that involves physical
mavement, except for the Standacd Arcack or Swift Artack

actions,
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Sunlight

A Nampire in direet sunlight halves all characreristics
irounded down) and suffers 1 Wound per minute of
exposure, regardless of Toughness Bonus or armour. If 2
Vamipire is reduced to 0 Wounds in chis way, use the Sudden
Dieath Cricical Hie rules. This penalty does not oceur if the
day is slgniﬂa.‘am[y overcast (B0% or more clond cover), but
a Vampire walking outside on such a day must roll 1410
every hour, Ona rell of a 1 or a 2, the sky clears enough

to cause him damage. Each round & Vampire remains in
direct sunlight, he must succeed on 2 Challenging (-10%)
Toughness Test or burse inco fames. See Fire in WERP (page
136} for derails en carching fire.

Tears

A rave few Vampires cannot suffer the tears of 2 victuons
martal, and theretore, they never feed on innocents,
preferring instead o feed on the corrupr the vicious, or
criminal. These ¥ampires often pose a number of questions
toy their victims to assess the quality of their morals belore
attacking,

Warpstone

Warpstone is particularly loathsome ro these Vampires, They
cannot tolerate its presence, and i they come into contace
with the substance, they experience dreadful changes. A
WVampire that comes within 6 vards (3 squares) of Warpsrone
must make a Fear Test. Afrer each hour of contact, the
Vampire must re-roll one of his weaknesses and one of his
Blood Gifrs,

Running Water

Some Vampires are unable to cross running water, receiving
gricvous damage if they ateempa it. For the purpose of this
curse, the warer must be at least a yard across. a foor deep,
and have a currenr, Simply splashing @ Vampice with water
is not gnough, nor is rain, or dumpiug a bucking of water
on a Vantpire's head. Attempaing to cross such a body
deals 1d10 Wounds (}ELLE;\!IT];Lg(} per round spent in or on
the water, regardless of Toughness Bonus or armour. 1f the
Vampire is reduced o D Wounds, use the Sudden Death
Critical Hir rules, Flying, jumping or riding or using a
vehicle or vessel o cross negates these penalties, as does
using a bridge.

OrHER WEAKNESSES

Dhue o the immanities offered by the Blood Gifts, notevery
Vampire suffers from the full six curses. As well, Vampires are
also vulnerable ro many things thar plague ordinary moreals.
Disease and poison affect them just as if they were Human,
for example, though their higher Toughness makes chem
miore likely to resist the effects. Mor are Vampires imismune o
normal weapons or injiries, and they miust beal at the same
rate as any crearuee, though they can wse both blood and
nectomancy to mend their wounds more quickly, Vampives

can also dic from their wounds just like a morial. They are
only unique in that, because they Lack a rrue soul, their spirit
does not depart For Mores Garden or the fury of the Bealm
ol Cliaos, thus allowing them o be summoned back to this
warld more casily than any other crearure,

Wampires are also vulonerable to Insanicy, perhaps even more
s thian morrals. Vampires may gain Insanity Poines in the
following ways.

Banguer of Blood

Vampires who gorge on bloed ofren become addicred to i If
a Vampire drinks blood more than twelve times in one day,

he rishs gaining an lnxanéi}' Point. For each drink Lu:yum!
vwelve, che Wil Power Test to resist this becomes harder by a
curmulacive 10%.

As described under Feeding (see page 112), 2 Will Power
Test to resist the desire to feed thar fails by three degrees or
more, ar 4 reduction in Serengeh due to persistent dendal,
borh causes the bestial stage of the frst feeding o return and
grants the Vampire 1 Insanity Poine.

The Blood Kiss

As described under Breeding (see page 113), receiving the
Kisz olten troubles weak minds.

Critical Hirs
Althougl they no longer Rar death, they do Far the ending
ol their glorious un-lite, Vampires gain L [nsanity Poinc for

every Critical Hir they take from silvered or blessed weapons,
fire, or sunlight,

The Melancholy of Age

Vampires may gain an Insanity Poinr for every cenoary

they live after being given the Blood Kiss, For cach passing
century, the Wil ower Test to resist this becomes harder by
a cumularive 10%, Time spene in hibernation does net count
roweards chis. Once the test s failed, the penaloy resers 1o 0%,

Other

Vampires are also likely te gain Insanity Poins from magical
mishaps and encounters with Chaos entities. However, their

closeness to death makes them immune to Tnsaniny Poine
eainy due tooa failed Terror Test, Likewise, l:hn;:';.r are rj’p'll:a“}'
inured 1o the horrors of extreme vialence, tormure, and
suffering,

V AMPIRES AND INSANITY

Vampires follow the same rules for Tnsaniny as all other
Chargerers. Tn the situations listed above where the gain
is nét automatic, they must make a Will Power Test. IF
the test is passed, they gain no lnsanicy Poines, bur if the
test is failed, chey gain the number decided upon by the
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GML IF the Vampire gains 10 or more Insanity Poings, he
must immediately make a Will Power Test. IF the rest i
suceessful, nething happens. But his Insanity Point total
remaing unchanged, and he must rake the test again when
he next gains an Insanity Point. IF the test is failed, che
Vampire develops an Insanity bue lases 10 Insanicy Paints.
As with mioreals, the type of Insanity should be chosen to
reflece the personal history of the Vampire and the cvents
that pushed him over the brink. Alrernarively, Vampires
may roll on Table 7-7: Vampire Insanities, which contains
those Insanities most commonly suffered by the children of
darkness,

This rable includes some new Insanitiss pcccu]i::r to Vampires
and theie twisted minds and habits, though there s nathing
to stop maortals from acguiring these Insanities 45 well,
Vampires may gain any Insanity from WERE though these
often become crucller or more dangerous when suffered

by a Vampire. A Vampire with a Lost Heart mighe give his
paramaur the Blood Kiss, certain she will evenrually love him
for the g,i.ft. A Vampire who is Despetate and Dioomed is in

4 position to bring about the end thac he has foreseen of the
wiorld.

Vampires are typically permitted o be us eceentrie as they
like. Consequently, many Vampires acquire two, three, or
even more insanities over their long lives, Some Vampires
even welcome insaniny as 1 sign thae they are reaching a
kind of immortal perfecrion. Madness, whilst accepred by
most Vampires, can be seen as a sign of weakness, and many
Vampives destroy those crearures thar have slipped oo far
inta the grip of insanicy.

ExQUISITE AGONIES

The Vampire existence is extremely long and prone w
melanchaly and ennui. The only reliable defence agains
boredom and despair is 1 strive for more exotic and intense

sensations, A Yampire desiring Ixquisite Agonics has come to
understand thar there is no sensation more exotic or inrense
than pain and has dedicated his life 1o drinking deep from
this well,

Although some have predilections one way or the other,

most eursed with this Insanity are as happy stripping thei
own fesh from their bones as chey are tearing it from an
unwilling victim, Vampires with this Insanicy are, thus,

easily sporred, for their flesh iz typically scarred, pierced, or
enutilated from where they have been the subject of their own
experiments. This appearance forces them to make Fellowship
Testsara Hard (—20%) and take a—1d10% co their Strength
Characeeristic:

There is so much maore that can be done with a caprured
moreal, however, Those with this Insanity must make a
Hard {-20%) Will Power Test whenever they have 2 morral
caprive under their power. Failure means they must spend

at least 1d10 hours woruring their victim, during which the
victimn loses 1410 Stn:ngl'h permanently. Afrer this time, the
WVampire may make another Will Power Test or continue for
anather 1d 10 hours. The Vampire only stops if artacked or
if his subject reackies 0% Strength and dies. When the lamer
happens, the Vampire becomes morose and immediarely

—— i ol ——

searches for g new victim: If one cannor be found, the

Vampire must make another Hard (=209 Will Power Test

or begin work upon his own flesh again, Their need for living

victims means they alwavs take prisoners, which may give the

muortals & chance to escape. [

Yampires with this weakness should have 1d5 fewer Wounds
due to their perverse whirding of their flesh,

GobpLy CoNVICTION

Arroganee is inherent to a Vampire, as well as delusions

of Godhood. A Vampire who gains Godly Convictdons
takes his arrogance to a whole new level, however. He
becomes convinced. unshakeably, in his own supremacy and
cdominion, not just over mortals, bur his own kind, his own
weaknesses, and the entire world. It is 2 small scep, afrer all,
from a Vampire observing he can bring up a storm ac will o
believing he commands all storms as master of the air and
winds. For one who feeds upon the souls of the living, it is
easy to conclude he is the uldmare arbiter of life and deach,

Vampires with Godly Convicrions are even keener to conquer
the world than their fellows and destroy all those who persist
in denying their divinity, Far more dangerous, however,

is their assumption of invielare invalnerahility: whart fean
after all, has a God of a morral, or even another Yampire?
Whar danger can the sun hold for the maseer of che heavens?
Adamant in their omnipotence, Vampires with Godly
Conviction refuse to rake precaudons, thus opening the door
o their owin destruetion.

In bartle, the Vampire must make a Will Power Test if he
wishes to-take any sort of defensive action (Dodge, Parry,
Defensive Seance, or Disengage). He must make a Very




Hard (-30%}) Will Power Test to leave a combar, retrat, or
surrender, no marter what the odds or how temporarily. I the
Vampire succeeds on the test, he is distranghr-and confused,
halving his Will Power for [d10 days. and he thirsrs for 2
rematch ro prove his rue divinity:

HEearT OF MELANCHOLY

Death cannot daim 2 Vampire, and time is of no
consequence. All art, all music, all spory, all comba, all
achicvemen, all lkeaming, the wonder of narure. the paragon
of animals—none of these can truly continue 1o excite the
imellect as the centuries roll on, And so, Vampires often fall
victim 1o great melancholy

Since nothing brings them pleasure, they soon simply

stop looking for it. They remain in their castles or palaces,
unwilling or unable to go anywhere or do anything. OF
course, their indolence only increases their crushing ennui
andd boredom and causes whatever interests they may

have had o fall away—their loved ones desert them, their
castles collapse into ruin, their great projects go unfinished.
Eventually, they lose even the will 1o feed and begin wasting
away or slipping into lengthy sleeps. The scarersd Strigoi,
their lands gone and their race decimared. often &ll viciim w
this Insnity.

A Vampire wirh this affliction reduces his Will Power and
Fellowship each by 10% (minimum 1%}, He must also pass
2 Will Power Test to actvely seck out moreal blood. 1f be
has gone beyond the period withour blood thirst (se the
rules for Bleeding on page 112), he necd not-soll o resist
feeding-—he sncoeeds auromarically. Howeover, he suffers the

usuzl Srrength loss for each interval,

As 2 eréaure of will and passion, this is a terrible death of
spirit for a Vampire—and the closest they come to suidde.
Many seek 2 cure by fleeing into the army of other Insanities,
such as Exquisite Agonies or Terrible Thirstings (see WFRP
e 200-209%, which may alleviare the effecrs of this
madness as derermined by che GM.

PURSUED PERFECTION

Vampires are frequently obsessive, as they have the time,
the power, and ypically the wealth sufficient o devore
their lives o rivialities. For the Vampire who suffers from
Pursued Perfection, this devotion becomes fanarical and all
convuming, the sufferer focusing all his will on ane single,
NATIOW ESPoCL

For some, this might be collecting physical chings, or
expericnoss. or nypos of poople, a collection they must
complere before they will rest. For others. it will be
perfecting an aspect of their behaviour, routine, or dress.

It might even be a mastery of a skill or ralent or the
completion of 2 single epic rask. Whatever the case, the
accomplishment that the sulferer seeks 1o complete is cither
effectively impossible (such as destroving the sun} or is
made so in his mind. A Vampire desiring to collecr every

book ever published will keep hearing of new oncs he lacks;
a Vampire aiming to be the world's grearest swordsman will
invent challengss and standards char are always beyond his
abilities; 2 Vampirc who wishes to keep his casde in toal
order will find dhar the wind or evil spirits keep moving his
starues several millimetres 1o the right. no matter how many
times he puts them back. Even if his goal is something
completely concrere (such as slaying 2 Dragon or a Giant),
upon completing it, the sufferer will cither invent 2 new aim
or downplay the achievement (it was only a smail Dragon,
s0 it doesn’t count].

Like those who suffer Lost Heart, no amount of rebuffing or
disappointment deters them from their quest, nor will they
ever abandon it for being impossible or be distracted by other
concerns. They also become enraged should anything disturh
or hinder their quest. Somerimes, their drive to achieve
perfection is relatively benign 1o those around them. Other
times—sauch a5 when Demesh che Mad decided to collect

the skulls of all the nobles in the Empire—it is deadly in the
extreme.

STEEPED IN DEATH

In a life as long 25 2 Vampire’s, there are countless batedes and
endless wars. The tide of blood never scems to stem or slow:
As the corpses and skulls pile higher, the Vampires heart
grows blacker. Eventaally, he becomes so acquainted with
death he cannor do anything bur kill.

The victm of this Insanity soon becomes inseasible 1o almos
all other sensavions excepr the thrill of brutal combat and

the crushing of bodies bencath hie furious blows. When not
fighting, his heart becomes empty and his mind weak, as if 2
Mandrake addict denied the healing roor. Whar is more, with
each passing bacde the joy fades faster, and he craves even
greater slaughrer in che next instance.

Every weck, the sufferer must make a Will Power Test or seck
fresh slaughter. If none can be found, the Vampire takes a
~10% penaley to his Intelligence, Will Power, and Fellowship
Characteristics until he sheds blood. If the Vampire
encounters & combar—any combar—he must make 2 Will
Power Test to avoid immodiarely joining the fray. Should

he have allics, he will not slaughrer them until 2]l enemics
are dead. but then he mug immediardy succeed on 2 Will
Power Test or stz on them. The Vampire may make a Will
Power Test each round 1o ceasc his arracks, bur this rest takes
2 —10% penalr for cach combatant the Vampire has already
shain in the current combat,

This anti-social behaviour tends to keave the Vampire isolared
and hated, and many scck consolation from this by further
surrounding themselves with the symbols of death: resting on
a bone throne, sleeping only in a coffin, covering their casle
Aoors with the skulls of men, dressing in dothes of Human
flesh, and so on. Same even come 10 belicve they are the
incarnation of Death itself, for everywhere they go, they bring
certain slaughrer and leave desolation behind.




e black art of necromancy has @ long history that may

be traced uldmarely o the Eves of Ulthuan, Though
the Elves knew of the power of E¥sr, undiluted Dark Magic,
for vears they rurned their backs on ir and instead studicd the
saafer Winds. Those who finally gave in to temptation were
the first of the Druchil, the Dark Elves.

When Nagash ruled Khemri, throe of the Dinachli were
brought before him a5 slaves. Throagh vears of torrure he
slowly tcasad the seorets of magic out of them and began his
cxperimentation with what was 10 become necromancy.

Today's practitioners of the black arr use 2 form of
necromancy thar has been shaped by other students over the

DURATION AND RANGE- |

To make finding all the information easier in spell
descriptions, Nightt Dark Masters adds rwo extra lines 1o the
spell entries—duration and range:

Eneries inelude all of the following,

Instant: ‘This enery indicares chat che spell does not have a
duration and that its effects are resolved inmediarely.

1 hour/minute/round: The spell Fases for one hour, minute,
or round.

1 minute or triggered: The spell lasts for 1 minute (6

rounds) of until the circumstances of the spell’s effecr are

triggered, whichever oceurs first. For cample, a spell might

give you the ability 1o re-roll filed Serength Tests, At any

point within the spell's duration thar you re-roll a Serengeh |
Test. the spell is discharsed. {
Sce description: The spell has a special durarion as described
in the wexr.

Time/Magic: The spell lsts 2 number of munds, minures, or
hours per point of your Magic Characteristic {
Triggered: The spell remains in effect uniil a specific
circumstance triggers it You gain ao boneht from casting \
such spells mulriple times. |

Range |
You: The spell may be cast only on yoursclf.
Touch: You must touch a rarger for the spell 1o 1ake effect.

Touch (youk: As wuch, but you may also cast the spell on
yoursell.

|
Yards (squares): The spell h:_f."a range measured in yards. fl

centuries; the work of Vinhel and Kadon, amongsr others.
supplements the frrgmentary translations of Nagash's worck
thar survive. The warks of these necromancers may be Bowed,
be missing passeges, or contain traps sct by their ocatons w
ensnare the unwary: I &5 said the complete copy of Vanhels
Liber Mereis held under lock and key by the Siemarices is
capable of devouring the souls of any who read it and once
summoned 2 Daemon made entirely of fingers.

Magashs onginal form of necromancy still survives, however
It hzs been mainmined by the Vampires, particularly those
of the Necrasch line, passed down from master 1o apprentice
over the centurics along with the history of their kind.

Love Skill: Speak Arcane 1 anguage (High Nehelharan)
Lore oF NaGgasH

Contral Undead

Gaze of Nagash

EIE] |
Ride Through the Nighe

Withering Wave

Range: | mile

Ingredicnr: The rooos of a camivorous plant (+3)

Description: You suck the life out of an area up 10 onc
square mile Plante wither, animals sicken, warer
becomes poison. and soil tarns to dust and ash.
Animals instincrvely avold this lend, and it will gain
a repucation for being hauntel. Diar pools here,
allowing its uscrs to add an extra dic to their Casting
Rolls. No crops can be grown unless the ground & fist
sanctified by a Jade magister with the cure Blighe spell,
which reverses all the effects,

Conrrol Undead

Casting Number: 17

Casting Time: Half action

Duration: 24 hours

Range: 24 vards (12 squares)

Ingredient: A picce of woud from a desecrated coffin (+2)
Description: You bend one of the edhereal Undead o your




" NEw LESSER SPELL: SHADOWBLOOD |

—

Casting Number: 14
Casting Time: Full action
Ingredient: The blood of 2 Vampire (+2)
Description: Barning blood leaps from vour hands and
ignites whatever it toaches. This is 2 magie e
causing a Damaee 4 hir thar affec

= 2 number of |

tarpets egual to vour Mesie Cheraaperistic. T you
spend 5 Wounds cumng vourse o provade blood

for the spell, you may double the number of argers.

will. You an mrger any one creamure with both the
I

Ethereal and Undead t=its within ranpe. The creature

is entitled o 2 Will Power Test to resi
Fountains of Blood
Casting Number: 6
Casting Time: HalfF acrion
Duration: | minure/Magic Characreristic
Range: 12 yards (6 squares)
Ingredient: A leech (+1)
Description: All living creatures within range begin to bleed
more freely than before, as if their lifeblood is cager
to weep from their bodies. Any creature in the aren

that takes damage and loses ar least | Woune Joses an

7 | :i] 1% ‘q—,"-il.

addivional Wound.
Special: This spell is especially handy for Vampires. The

increased blood flow makes it easier for Vampires o

feed: the effects of their Blved Dintin special ability are

doubled. causing the vietim to lose 2d10% fram their

Strength Charmeteristic

In the case of controlled feeding, the Vampire rolls

3d 10 and chooses which owo dice wo inflice. If doubles

- af the dice

COME up on the Vampire sums all three

dice and drains this amounr from the vienm insead

Gaze of Nagash
Casting Number: 12
Casting Time: Half acrion
Duration: |
RH‘Ig{." 24 vards (12
Ingredient: A necromancer’s eveball plucked Irom its

roundMamc Charzoomistic

suarss

socket (+2)
Description: Bolts of Dbar fly from your cves

flesh they touch blackens and withers, pecling away

and what

complerely 1o reveal bleadhed white bone beneath. This

faunch one

is 2 magic miwide with Damage 3. You may

bolt cach round as a half acoon.

Hellish Vigour
Casting Number: 15

Casting Time: Full acrion
Duration: 1 minue/Magic Characteristic

Range: 24 yards (12 squares)

Ingredient: The finger bones of a warrior (+2)

Diescription: You infuse a number of Undead equal o
rwice your Magic Characteristic with Diver. Affected
ereatires move swiftly, empowered by raw malevolence.
Each round, these creatures may re-roll ane failed
Weapon Skill Test.

Raise the Dead

Casting Number: 22

Casting Time: ? full actions

Duratian: linstant

Range: 24 yards {12 squarnes)
Ingredicnr: Dus: from a mummy (+ 3

Descripdon: As re—mimarz, bur you create 2d10 Skelerons or

Lombics.
Re-Animare

Casting Number- 5

Casting Time: 1 half action per corpse

Duration: Insian:

Ranpe: 12 yards (6 squarcs)

Ingredicnt: Dust from a grave

Deescription: You re-animate the dead, creating a number of

Skeletons or Zombies equal 1o your Magic Characteristic
You must have fresh corpses for Zombics or aged remiains
for Skeletons. If the « orpse is in ump]:‘ln‘ ~Mmissing a
head, arm, or leg, the Skeleton or Zombic’s stavstics
should be modified accordingly as if he creature has

suffered a permanent injury Fromm a crirical hit,




Casting Number: 11

Casting Time: Full action

Duration: 5ce text

Range: 12 yards (6 squares)

Ingredient: A tooth from an Araby steed {+2)

Deescription: Your mount, and up o five others, is
invigorated by the power of Dhar. From nighifall
till sunrise, the mounes gain one point of Movemenr
and may take the Run action even if they have the
Shasmbling special rule. They also gain the Ethereal Tran
{sez page 137), a5 do cheir riders and any coaches they
pull. This sp<il is used by Vampires 1o caich those who
fice from them before sunrise. In the midsr of the chase
they will ride straight towards their rarget, uncaring of
morals whose dw:”ingm they gallop chrough.

Casting Nomber: 24
Casting Time: 2 full actions

Duration: Instant
Range: 12 vards (6 yards)
Ingredient: A circlet of iron quenched in Human blood (+3) h
Description: As re-animaie, but you creare Wights instead.
The remains used must be those of a Character with an !
advanced career

Withering Wave

Casting Number; 21
Casting Time: Full action
Duration: Instant
Range: 18 yards (9 squares)
Ingredient: Five pinches of Vampire ash (+3)
Description: With 2 wave of vour hand you unlessh
devasmaring necromantie forces thar drain the life from
your opponcnts, shrivelling their skin, tuming their
blood t dust, and shanering their bones. A number of

living beings equal to your Magie Characteristic wichin
range arc affected. They each lose 1d10 Wounds,
regardless of Toughness Bonus and armaour,

— RrruaL MaGic —

'I‘|n grimoires holding the secrers of those who have
shaped necromantic magic contin a wealth of rigsal
magic, some of it daring back over four thousand vears
MNecromancers are famed as masters of ritmal magic, as much
as those who utilise the yellow Wind or Chaos Sorcery. The
rituals here are only a few of those available w pracitioners of
the black an.

Eather W’soran’s Archirect
Type: Arcane

Arcane Langnage: High Nehckharan
Magic 3
XP: 300

lngmdicnts: A piece of stone from a Nehelharan building, a

map of the tower drawn with the blood of a masen, the
skeull of a1 Stone Troll.

Conditions: You must have the Trade {Stonewarker) Talent
to perform this ritual

Consequences: If you fail the Casting Roll, one of vour
hands twums to stone. From now on, you suffer 2 -20%
penalty o all tesns relating o manual dexeerity.

Casting Number: 20

Casting Time: 4 hours

Description: A 50-foot tall sume tower rises out of the
ground in the place where this ritual is performed. The
caster determines the internal layour of the rower when
he deaws the map ingredient.

Legion of the Drad

Type: Arcane

Arcane Language: Magick

Magic: 3

XP: 300

Ingredients: The sword arms of ten dead soldiers, a drum
made of bones and Human skin, 2 fragment of

Warpstone the size of a shull, and a barrel of rum.
Conditions: Whilst you perform the ritual, an assistant must

continnoosly beat the bone-drum.
Consequences: If you [ail the Castiug Rall, the summoned
Undead tuen on you, I you are slain or flec, they either
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CONTROLLING SUMMONED UNDEAD

Many of the Undead have no minds of their own, and chose that do may be wilful, resenting the conttol exerted over them by
a necromancer. Younyg, inexperienc»::d necromancers strugele toomaineain this conerol whilse remembering how to manipulate
their own lmbs at the same tine, Spellcasters with a Magic Characteristic of 2 or less must be in line of sight, aswell as within
48 yards (24 squares) to retain control of summened Undead. Ir rakes a half-action cach round ro issue commands o these
Undead, though they may command all of their minions simultaneously.

Necromancers with a Magic Characteristic of 3 or miore are considered powerful enough to maseer this delicate art and may
issue commands as a free action. They do not need to be wichin line of sight to do s0 and may control Undead through
the thickest of walls as long as they remain within range. They may even see through their minions’ eyes, which manifesr as

coloured witchlights in corpses too decayed to still have eves,

return to the grave or barrle the living, according o
their temperament in life.

Casting Number: 22

Casting Time: 4 hours

Diescription: /A regiment of the dead rises o fighr for you. As
many as 30 Skeletons or Zombies may be raised in this
way, depending on how many corpses are at hand and
their stare of decay, These croops do not count towards
the usual limit of how many Undead yvou may control
and remain under your command no marter how far
away {from vou they travel. Created Undead remain

until destroved, even if vou are slain.

Rain of Blood

Type: Arcane

Arcane Language: Magick

Magic: 2

XP: 200

Ingredients: The hearts of fve followers of Khorne or Shallya
or 2 combination of both, a Griffon’s feacher, 2 calf
born in the last spring in the lands targeted.

Conditions: The ritual must be cast on the highest ground in
the area o be affecred.

Consequences: 1f you fail your Casting Roll, the clouds are
summoned, burt they rain holy water instead of blood.

Casting Number: 17

Casting Time: 4 hours

Description: This ritual summons a host of dark clouds thar
rain blood over an area of five square miles for one hous,
which may result in Hooding. The blood s ordinary
blood of the same species as the hearts vsed in the

=

casting (the blood will be a mixturs of thar of different
species if heares from different species were used). This
ritual has been used to feed Vampires on the march in

wartime and also 1o dishearten the enemy.

Rebirth in Bload

Type: Arcane

Arcane Language: High Nehekharan

Magic: 4

XT: 300

Ingredients: The hands of a midwife, the lase drop of a
Human's blood, a Dragan’s rooth, the womb of 2 cow
raised on blood, the remains of a Vampire.

Conditions: This ricual may only be cast in an accursed
location. An accursed location is one in which 2
terrible, large-siale tragedy oceurred. Specifics are for
the individual GM o decide, bur icconld include a
batdlefield that bore witness 1o a slaughter, a ghost
town in which evervone died of plague or turned o
cannibalism, or Mordheim,

Consequences: If the casting roll is failed, vou suffer the same
fare as the inhabitants of the location vou have chosen o
cast ir—yon could carch the JJ]agun:*: join the sha:nbﬁjng
Undead, or be gorily dismembered by ghosty blades.

Casting Number: 27

Casting Time: 4 hours

Description: This ritual may bring a deceased Vampire back
to un-life. TF the Casting Roll is beaten by 5 or maore;
the Vampire is rerurned o full healch, appearing as he
did betore death, though he loses any equipment and
clothing he had. If the Casring Roll iz beaten by less

SPEAK ARCANE LANGUAGE (HiGH NEHEKHARAN)

High Nehekharan is the ancient ongue of the nobles of thar dreaded land. The written form of this language is based entirely
in picrograms and has no radivional alphaber, makiog it excremely difficulr for Old Worlders to comprehend. Indeed, many
necromancers do not use this difficult language, as it s possible to use Lingua Pracstantia in almost all necramantic castings
because of how exhaustively specific thar language is. This truc necromantic tongue is only used by those necromancers whe
have need of it for specific ricuals or seel to learn the forms firse ser our by Nagash.




s —w

than 5, then the Vampire is not restored, but the ritual
is not treated as a Bilure. Tr must be repeated in a new

location with new ingredients, bur the Casting Roll

will be one point lower. The new accursed location may

not lie within rwenry miles of any previous ones. The
rirual can be arempred indefinitely uniil sucoeadul,
though in past instances. repeated attempes have
consumed years of the caster's life.

ptr:r VII Rules of the nght

Types Arcanc

Arcanc Language: Magick

Magic: 2

XP: 200

Ingredients: The birth caul of a sailor, a ship that sank with
her crew, the hands of 2 drowned priest of Manann, a

b
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ship’s manifest written in blood, a fist-sized chunk of
Warpstone.

Conditions: You must have the Dark Lore (Necromancy)
Talent w0 perform rhis rioual.

Consequences: If you fail your Casting Roll, you are
tormented by visions of drowning in an ocean of
damned souls. You gain 2 Insaniry Poimes.

Casting Number: 15

Caming Time: 4 hours

Description: You raise a sunken ship from its resting place
with a full erew. The ship does not need wind o Al is
sails 2nd travels at an even spocd no maner the westher
Aldhoush the ship remains as decayed ax it was on the
oceans Hoor, it rors no further. The crew s made up of
cither Skeletons or Spectres (see The Ol World Beiary
page 108 and 110) at your choice, and there are as
many of them as dhere were crew whien the ship sank.

— Magic Irems —

ver the course of thoir lives, average ditizens of the Old

Wirld will be forrunare to see a single magical item.
Vampires, however, have the span of centuries to acquire such
useful objects, either by creating them, manipulating others
into creating them, or stealing them ourrdght.

Algrund’s Orrery

A clockwork model of the nearby planets, as well as bath

moens and their orbics,

Academic Knowledge: Astronomy

Powers: Algrund’s Orrery gives a +20% bonus to Academic
Knowledge (Astronomy) Tests, excepting rolls made
to determine its function. It can also be used to crearc
darkness in an area of ten square miles. The darkness
has the appearance of mue nighs; it s as if a black sheer
is suddenly drawn across the sky making the sun vanish
and the stars come ouc_ This effect lasts for one hour
and can be used once per day:

Hissory: Uniquely, Algrund’s Orrery accurately depicns the
erranic ocbit of Morrlich, which makes it invaluable
1o astromuncers. The Un:n‘ was creatod b’# the Dwearf
Algrund Nohgrundson and obuined by the Celestial
College in the same way they aoquire all of their
arefacts—with gold.

The Orrery’s abiliny 10 create darkness is of obvious
use to Vampires, and the Lahmians currendy have an
agent tasked with infilrraring the College to obtain
it. The astromancers tend o sleep all day, so they can
observe the surs zll night, making a Vampire in their
midst less suspicious than she would scem dlsewhere
but also hampering her ability to move freely ar night.

sy Do

Although omare and inericarely carved with serpent imagery,
this bow seems urterly mundane. Ir reveals ies true charcter
when a wielder nocches an arrow, ar which point the

arrowhcad assumes the character and likeness of 2 hissing,
venomons snake.

Academic Knowledge: Magic

Powers: Arrows fired with the Asp Bow deal Damapge 4 and
function as il poisoned. If the arrow causes ar least 1
Wound, the target must succeed ar a Toughness Test or
lose an additional 2 Wounds, On a Ballistic Skill Tese
resultof 96-00, the arrow turos and bives its owner on
the hand. Resolve this as you would an ordinary atack
from the bow (Vampires arc immune to the poison).

History: Tomb robbers uncarthed the Asp Bow in the city
of Khemri, along with several other artefaces bearing
the marks of 2 Nehekharan snake Goddess named
Asaph who claimed dominion over magic, beaury, and
vengeance. When the tomb robbers recurned o the
Old World, a strange curse seemed to fall upon them,
and all chose who possessed itemis from the expedivion
died mysteriously. The Asp Bow eventually found ies
way into the hands of Neferara. and it is now used by
ber most frvourcd assassin.

Blood Chalice

In 2 mockery of the Grail Knights, the Vampires of Blood

Keep drank fresh blood from a great metallic chalice so heavy

thar an ordinary mortal would have trouble lifting ic one-
handed.

Academic Knowledge: Magic

Powers: The bearer of the Blood Chalice may use itaca
hull-round action. Ir has two effects: drinking from rhe
Blood Chalice restores 1d10 Wounds 1o the drinker,
and using the Blood Chalice ro coat 2 weapon causes
flames to leap up along it, granting a +2 bonus 1o
damage.

History: Shortly after claiming Blood Keep, Walach found
the chalice and flled it with the blood of his most
respecied opponents, including the former Maseer of
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the Orrder. Ower the years, he added splashes of blood
from other knights, holy men, and Wirch Hunrers,
When his Vampire bride, Aurora, was slain during the
sicge of Blood Keep, he added her potens blood to the
mixture. When the siege nally succeeded, the Chalice
was not found; it s unknown iff Harkon ook it with
him or if it was destroved in the areack,

Carstein Ring

This is the fabled ring of Yiad von Carstein himself,

Academic Knowledge: History
Powers: If Vampires of the Yon Carstein bloodline wear this
ring. they gain 3 Armour Points on all locations and,
ac the start of each round, regenerate 1410 Wounds,
If the wearer is killed, he returns to un-lifie 2 duosk
complerely healed.
History: Legend has it the Carstein Ring was creared by
Magash himself as 2 gift for Vashanesh. Through the
ring, Magash was able ro contrel the Vampires and
mizke them his warrior-slaves. To free the Vampires
from this control, Vashanesh killed himself, knowing
thar the ring would eventually return him o un-life
and thar, withour the Vampires, Nagash would fall.
The Carstein Ring was most famously worn by
Wlad von Carseein during the Wars of the Vampire
Counts, during which it saved him from final death
many times. It was stolen from him by an Imperial
thief, though rumour has ir the thief would not have
been able to approach Vlad if it wasn't for the treachery
of Mannfred von Carsrein who magically aided him.
shiclding the thief from Vlad's gare. It has not been
soen since.

The Dagger of Jer

Chapter VII: Rules of th_;;\]ight

poreraic of fvself If che painting is destroyed, the
Vampire is shain;

History: Vampires, unable to see themselves in mirrars,
somerimes become obsessed with their images. The
great Tilean master Belardo was Fantousty hired by the
Won Carsteins to paine portraics of them, for which
he was justly rewarded—a mob burned him alive an
top of a prre made of his ownoworks, It is unknewn
whether Belardo or another painter created porcrairs
aof the Zmada family, and the artistic dispute was
silenced when the Zmada family’s mansion burned 1o
the ground. Only this painting survived. It passed into
the collection of a private individual thercafter, and its
current whergabours are unknown.

Necrotic Powder

A grey powder carried in an alchemically meared pouch.

Academic Knowledge: Necromancy

Powers: MNecrotic powder magically ages anything it touches,
whether living Hesh or solid steel. Only practitioners
of necromancy are immune to this effect. Usually the
necromancer blows a handful of the substance at a
rarger (Ballistic Skill Test if the target is not stationary},
which immediacely inflicts 2d10 Wounds: MNecrotic
Powder may be used o rust meral, rot wood, or canse

paper 1o decay into dust,

History: Developed by Necrarchs using methods fimst desaribed
by Nagash, Necrotic Powder s Débar distilled into a
physical form using Warpstone dust 25 a base, These who
carrv Necrotic Powder have proven inpossible w caprure
because a handful of the substance is enough 10 ear
through any locle, as well as several guards,

Yampire’s Bane

This is a long dageer. Bath i handle and blade are as black
as pitch,

Academic Knowledge: Magic

Powers: Anyone wounded by the Dagger of Jer loses 10%
from either Strength or Toughness, ac the wielder's
choosing. Meither characreristic may be reduced 1o
0. If the victim survives, 19 of both characreristics
regenerates each hour

History: The Diagger of Jer was used in the executions of
criminals in ancient Lahmia under the Calr of Blood.
Condemned criminads had their throats cat with i
and their blood was consumed by Meferata and her
court. After centuries of rasting blond, the Dagger of
Jet gained Vampiric powers of its own.

Ladv Zmada’s Portrait

A painting of a beautiful lady with an enigmaric expression,

Academic Knowledge: The Ares

Powers: A Vampire may step through the empry frame of this
portraic during the day and shelrer there unril dusk.
During that time, the \-‘hmpin: APPEErs s an unmoving

This iz a silver greatsword with a skull device on the pommel.

Academic Knowledge: Theology

Powers: The bearer's Strength Bonuos is doubled when using
Vampire’s Bane against Yampires,

History: All the weapons of the Black Guard are craditionally
blessed by prieses of Mo before being used against the
Undead, but Vampires Bane has g.‘lin&d power of its
own over the years. [ewas used to behead Diragan the
houl King and wiclded by Caprain-Justiciar Orrelius
when he slew the noble Count von Sangsrer. Ir has
thirsted for the blood of Vampires ever since.

Oirteliug was slain when Von Sangster's servanes returned
the Vampire to un-life, Orrteling’s corpse was then
re-animated as a Lombic and sent back to the temple
with a long and insulting letter nailed to his head.
Vampire’s Bane has not been seen since,

I'he Wailing Blade
Vlad's weapon of choiee was a beautifully crafred longsword

with a screaming face upon the hilt. As it moves through the
air, the blade screams and wails hungrily for the blood of

123
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Academic Knowledge: Necromancy

Powers: The rerrible wailing of the blade forces anyone
within 6 yards {3 squarcs) © re-roll all successful Fear
and Terror Tests. The blade also demands blood, and
onct drawn in barde, dhe wielder must make a Hard
{—20%) Will Power Test 1o sheath it whilss living
combarants remmain for it 10 feast upon

History: The Wailing Blade was crafted by the Dark Ehves

of Nagzaroth. and it was carried with those explorers
trom thar land who first came to anciene Nehekhara Ie
was presented to Viashanesh by Magash along with the
Von Carszein Ring, and it was used by Viad in his grear
campaign against the Empire. After his Rall ar the Siege
of Alrdori, the blade was believed buried with Viad
under the emple of Sigmar, but in the tide of war, fow
are sure the right blade was seized.

— THE ResTiEss DEAD —

Tht Vampiness are porent individuals, but they owe much
of their power to their ahiliry to summeon and control
their armics of the Undead A Vampire is never far from his
Undead servants, for the dead arc under every parch of land
in the Empire and every city sorecr—and whar commander
would ever refuse soldiers who noed no rest, know no fear,
and feel no pain?

A Vampircs servants are most often drawn from the bodies
of mortal men, bur how they appear and walk again amongst
the living varies grearly,

GHouLs

“Dean't look ar me like that, It was this, or bein’ too weak
to walk home no more.”

—Anton Haas, Grour

In the Old World, smrvation is common, and all (oo many men
come 5o close to death thar they commit the ultimate sin and
feed on the Aesh of their fellosw men. But whatever the reason,
Morr has set his law firm and absolute: those who ear Human
fesh are irrevocably cursed with the taing of the Ghoul.

Their bodies become rwisted and stooped. dheir Hesh purrid
and infected, rheir skin blowched and filthy. Hideous bloodshor
eyes swell our of their sockers and shine with inhuman rage.
Their lips peel back to reveal blood-stained reeth, which they
file ro cruel poines o berter tear apart their prey. Worse, their
minds follow their bodies, growing ever mote degraded,
bextial. and frenzied. The more flesh chey eat. the hungricer they
become. until their bodies and minds know nodhing bur 2n
eternal gnawing need to find and dovour the corpses of men.

The carly stages of the curce are dow. however, and few have
the stomach 1o kill their neighbours or relatives when they
begin 1o present the symptoms. Their loved ones and friends
consider it merciful 1o drive the Ghoul away from sociery,
but this only allows him w feed mone frecly. Crypes and
graveyards become their castles and their feast mhles, The
only thing that can draw Ghouls away from such places is the
call of cheir masters; their minted souls are under the thrall of
Vampires and necromancers. They must come to any who call
them, and indeed, will often come unbidden, drawn to those
who are lords of life and deach as if 1o the lodestone.

All the Vampires find uses for them, especially as warriors,
Their slivering ranks cause more fear than a steady line of
Skelerans, and their splintered ¢laws drip a black ichor tha

seeps into wounds, causing the Hesh to swdl and fsier. The
C I‘m-uls aleo require no magic 1o control, and they fear no
pricst or holy ground.

The Strigoi scem 10 value the Ghouls most of all, perhaps
scring something of themselves in dhelr outcast status. There
arc many tales of the vast armics and giant citics of Ghouls
controlled by the Stmigoi lords. Such places arc beyond
perception. When lacking the flesh of the living or che dead,
the Ghouls turn on one anather, ripping cach other apart in
an orgy of violence. If the Strigoi kingdom ever rises again,
these still-living monsters will be their champions.

SKELETONS AND Z/OMBIES

“T would rather face a thousand Orcs than a hundred of
these things.”

—GENERAL MORRSHEIM, MARSHAL OF THE T ALABECTAND ARMIES

These are the Vampire'’s most truseed foot soldiers. There

is hardly a field in the Empire that has not known past
slaughrers, so a Vampire need not even bring roops to the
field—he ean simply rise them from the earth, under his
enemy’s very feet. Cur them down, and they spring up ancw;
and any losses suffered by their enemy will only add ro theic
numbers. They are uncountable in number and infinite in
reTLIning.

They arc soldicrs thar require no rations, are not dowed by
wounds, suffer no exhawstion, nor pine for the comforss of
bome._ They cannot be frightened. confused. or distracted
They have po ineellizence. no thought. and no desire o
improvise. When gencrals dream. they dream of soldicrs like
the Undead—soldiers who appear on the ficld exactly where
vou want them, when you want them, and never break or
flec. no marmer whar the odds. On such a foundation, almost
any vicrory can be asured

The mising of 2 Zombic or Skeleron is the casiess of spells
Anvonc with any experience in necromancy can achieve i
the only variation is the amount of corpscs thar can be ratsed
with cach casting. Expericnced necromancers think nothing
of creating a dozen or more—assuming sufficicnt corpses are
available to be raised. It is this reason that Zombies are more
commonly seen than Skeletons, as the Freshly dead are more
casily located and closer t the surface, In action, however,
there is litle difference berween the twas they are both
equally capable of exterminating the living,




They also make excellent servants and guardsmen away from
the bartlehield and are so easily summoned that necromancers
are rarely without them. Anv adventurer with any contac
with necromancy will face them over and over. Yet they

the stink of the erave, che stilted
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v eves. But most of all. Zombies and
|

beczuss they are T-"‘i' IMCaTT

Their only limitation is thar they can follow only simple orden

SICH 2§ march, puard, profecs, or and tHhey migsl reman

.

ChosC 10 IRCIT COMUMENOCT—and 5 MaEsC over talter,

they fall o pieces. The pecromancer mus alwavs guand himsell

1 Ulndead s destrucrion. bur i is
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hardly a problem

cut down, he can bring them back in but 2 moment

SeecTRES, WRArTHS, & OTHER SPIRITS

“Ir came our of the mirror. Right out of the mirror,
with five bony fingers and flesh like spiderwoebs. Ir
grabbed Karl's heart and crushed it in a moment. The
blood frothed our of Karl's mouth like farty rallow as
he died, and I stopped my thieving that very night.”

—Marms FiGueLL, raest oF Morn

When a mornal dies, his essence cli:ﬁi]:-:ﬂn:h. ir_".'l'n'il.'ll; |1I|.|jr' a shell
hehind, Skelerons and Zombies are chose shells returned 1o life
withour essence. Spirits are the opposite—the shell is gone,
bute the essence remaing, trapped in the mornl world, What
remains Is not the same a5 whar was there in life bur an echo
of rage and -___;u:l: and dark determination. This perversion that

erw\ ETCS 15 ol Ercit use to rI".l:' I'A.-.lr:'l?i:ﬁ_'ﬁ .':I'ILl NECTOMUINCETS

Ghosts and Polrergeists are minor spirits, whose anger and

power quickly bade. The Spectre and the Banshee, however

are creatures of a Gr purer forc e cursed by th

own crimes, be they m - or the violat

sworn stricrure or solemn vow, and
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iment berween the reaime. eremally chastised by cheir

b

guile. This torment spon doves them mad, and dhey Last
out a1 the living with incoherent rage. The Spectre can draw
away the life of 2 Human with a tounch, whilss the Banshee
can do the same with a scream. Those who survive such

artacks Arg rarely sane _‘-_"[L_".'Lj_'n_'i.i

e poweTiul spanc. Ie too = driven

The Wrairth s an even m

1o VIQICNCOT and Insanity, DU IS rase < far ere W raltns

arc the spirits of grear necromandcers who exper nied with

acoutre immodtalitv—and

i [ | ] e o
the blickea magic in onder 1o

failed, leaving only an echo of thar identity on the Winds
of Dbar they manipulated. To come so dose to their goal ver
h

an unimaginable harred for the living, whose souls they take

be denied drives them instandy insane and fills them wi

grear pleasure in denining away. They carry cthereal soythes
and are often confused with images of Mort—and they most

cerminly bring only dearh wherever they pass.
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TABLE 7-8: Ranpom UNDEAD ATTRIBUTES
_

01-0%  Armourcd: The moral was buncd in a fine st of muil armour that, though russed. has bissed through the ages and seill bears 3
farniliar coar of anms. Add 2 Armour Poines o each locarion.

11-15 Earaged: This cesmme has broughe back a particularly strong hatred for the fving. Ir anadks with temible fury, gaining <1 wall &
Damage molls. Those Bcing the orcanre also suffor—10% ro their Wil Power Tews m avoid Fear

21-25  Fragile The fiesh or bones of this creanure are all buz romed away inre dss. 2 doud of which rises off i with each movement. Tis
Toughness Characeerisic is neduced by 10Pn,

31-35  Fresh: The body was not in the ground long before it was raised ineo service again—just long enoush w become disgusting, Trs
bloated argans burst from its skin and erail on the ground. and maggoes crawd in pus-filled abscesses. Anyone anempting 1 amack
the creanure must pass 3 Toughness Test each round or lose a half action gagging and rerching,

.................................

4145 Headless: The moreal was killed by beheading and his head buried elsowhere. The body has risen withour this imporant |
ﬂppcm:i"-g: b this inno way uup:drs its :a.hliu_v 1o fight. All suecesshul attacks ro the ]1;:11} cout s i lm:r.{

Large: The creanire was a giane of 2 man in real life, sanding almose seven fect wall, Add 3 o is Wounds Chumcreristic.

61-65 Murani: The creamne has a mueation still obvious even after death and decomposision, such 24 3 horrible hunchback, a third eye- ! l
socket, or hors on dhe shadl. This may just be o cosmeric effect, or you can sdlecr an appropriase mutation frem WFRE Old Weeld |
Bestiary, or Tome of Corrupeion. ;

| “n St ey
71-75  Plaguc-Ridden: The signs may still be obvious upon the flcth. or they may have faded, but the discase s will very much presens. |i
Any morral who comes into contact with this creansre musy make 3 Toushness Test or contrac the Groen Pox or Neiglish

R.m—Chﬁd:m—{Wml:‘vﬁi

81-85 Quidk For some reason, this Undead moves much faser than most other corpees—as e as any normal Human, in G Add
+20% 1o &3 Agiiry Charciorsoc

9195 Skewered: This moral wes killed in battle and sill has the weapon thar kifled him imbedded in his body. This s oepically 2
hand weapon, spear, or halbend, but othens are possible. If 2 Characier anempis o extract the weapon, he may do so by making

a Srrength Test. However, whilst the Undcad is still active, it gains a free artack against them whenever an extraction amemp is

made,




[o even behold a Wraith, Spectre, or Banshee can be enough

to scaee 4 mortal to dearh. As spirits, they are al invisibl F U
to the naked ove and immunc © mundane weapons. They IGHTING THE NDEAD

can pass through all barriers and fly across the Land at

The Undead do not suffer from 3l the curses thas plague

incredible speeds. They can thos sinele-handediv devastar 2T
€ i } i i Vampire kind, bur they do have weaknéses, Blessed weapons

anv armies who have not already Bied In terror e : L
. do exrra d-_mu;r aainst them just a5 with "urnplrn. and thev
::

However, the force of will thar keeps the spirit proent mcans or the necomancer controlling them must pas 3 Will Power
= = & o - "
that summoning and conmmiling them s far from smple Tess o enter blessed sites

Vampires prefer o use them as suards, lurine dhem o specific s, i :

k PR - Qb = > : In their fvour, the Undead have their mindlesnes:, their
OCIDNOS WhePe they W PRy Serehiier STV eTdeets 4 : \

I s ™ i immunity to Fezr and Temror, and their unholy strength

wowertul Spectre can protect an entire castle from intruders for % o g o' e i

¥ X o I = ] GMs wanting to simubste even more powerful Undead, such

: oy A5 2
millennia and thank his maswer for the constant suppiv of sows ; = " 2
b i ¥ = the wamible Wighs of the Hell Knights or an ancient and

WIC;H'IS godlike Specire should use the creature careersin the main
mulchook. Adding some of the Vampire Blood Gifis would
“Unquestioningly loyel. Infellily brave. The pinnacle also be approprizee for powerful creanures

of the necromanric arrs. If I had o hundred such as

them, I could conguer any nation, rout any army—and The other strength of the Undecad s their unnatural, wemifying
never lack for camaraderie i:liI’:a-m-r Although, they are naurc. This has a rules effect (all Undead are Frightening).

o =i i Ty — b :
typicelly poor conuversationaliss.” bur the GM should also make sure to describe just how

unsecrding their opponents are. Their empry eyes, their

| relentless, reurning assaults that no amount of slaughrer can

—Lapy ARETTE von CARSTEN

Hete is niee POMANCY af irs P“ﬁ]‘__-‘ Creanne seith the dark . STO; their unrr.hpnmi\'rhr.l.a iy fear, i, oF n'.l.m‘lﬂlgr. [‘I]UR -'t!]
will of the Spectre combined with the bodily strength and I the unpleasanmess anr._ﬁuh: the hideous 51cnch.rmc half-romed
unflagging discipline of the Skeleton. Though ther Besh may flesh, the infestations of Insects, the eruptions of disease and
tat, their bones remain strong, and their minds retain their I decay, and the hotror of Bglitdng what was once your comrade
mastery of the art of combat and their lust for slughter. As or companion. GMs looking to make thelr Undead encounters
the Skeleton is ta the Empire’s foor soldicrs, the Wight is to i more varied, individual, and disturbing should roll on Table

its great generals and heroes. 7-8: Random Undead Attributes, The modiliers lisied cin

apply to single ereatures or (in most cases) ro an entire force,
; b e ; ]
However, the ereation of a Wight requires the deepest study of |

the black art. As such, i is rypically only done for those whose
muormal existences marked them as worthy of such immorralicy:
Vampire lords may occasionally bestow the gift on close friends
or family, bur in the main, the honour pees to their greates
warriors and generals, so they may continue their martial carcers
in death. There are also Wighes thar come o life through some
magical accident or ancient curse. The races dhar lived in the
Ofd World before the coming of Humans buried their dead in
barrows enmwined with ancient magic. Their Skelerons have been

known o rise up 1o defend their resting prounds or respond 1o 2

surmumons from a poserful Vammine

Regandlca of their ongin, they are delled in the ways of war

and all have an ¢crernal thi for bande and warfare. Most carry

rerrifying Wighe Blades ther cur through armour like the cold
talons of 2 Spectre, and many arc mouned on hideous skeleral
Nightmares The image of the Wicht riding into barrde with
lance and sword ks o0 common that, smongst the Vampire

armuics, Wights are often known =< "Black Knights”

Their personalities are not as complete as that of 2 Vampire

but their intcllizence s deep and dtheir eoals often extensive
5 &

Wight lords are sometimes found ruling small duchics or
m....ln]ur]l:.r'\. 0l i:1.:!'l!|:-\.~.ing .:ITl':it-.:. ur. Skl.']'i_'h'ln\, ':|Ih1 a5 1|}|, L[]
Vampire masters do. They akso lack the greas charisma and
noble bearing of the Vampires, bur since Wights have linle
taste for political machinations anyway, they are quire happy
to leave such things ro their masters. Like any good warriar,

the Wight knows his station and scldom exceeds it




is designed primarily to re-animate the corpses of
Humans, and Humans are rather pachetic crearures in the
grand scheme of things, It is much more preferable, for
example, to harness in Undeach the strength of an Ogre or
the power of a Griffon. Tris said thar the priescs of Nagash
in ancient Mehekhara could raise from death grear Carrion
Birds, mighey Giants, and even Dragons. Such extremes

might be bevond necromancers of roday, but grear things
are possible for someone with the knowledge of the ancient
ways and che time and parience o experiment.

Vampires and Human necromancers wishing to attempt
such experimentation must have the Academic Knowledge
(Necromancy} 5kill and a Magic Characteristic of 2

or higher. They muse also have access to an ounce of
Warpstone for every Wound possessed in life by the ereature
heing animated. This is added to che carcass to aid the
revivification—it does not offer any bonus to the spell’s
Casting Roll. Gerring this "Warpstone—and indeed, the

carcass of 4 great creature—could be an adventure in itself!

The more powerful the creatuee being raised, the more
difficulr the spell is. Sec Table 7-9: Spell Roll Modifiers
for Greater Necromancy on page 129 to fnd the modifier

applied to the Casting Roll. The power of the crearure
is measured by its Slaughrer Marpin (sce Ofd Warld
Bestiary page 76). Creatures with a Slaughrer Margin of
Impaossible cannot be raised withour & Ritwal. Two or

more creatures can also be combined inte one. To do this
successfully requires a Haed (-20%) Academic Knowledge
{Necromancy) Test before the spell is cast. If che roll &5
successtul, ind the modifier for the highest Slaugheer
Margin of the two and double it, The Warpstone required is
the sum of the two crearures’ Wounds, again in ounces.

Onee the necromancer has determined the difficulty
modifier, he makes a Casting Roll and applies it, along
with all the usual modifiers (including the bonus from
Mastery over Flesh if they possesses ic). The spell caseis

the equivalent of Spell of Awakening and has a Casting

— -

TABLE 7—9: SpELL RoLL MODIFIERS FOR
GREATER NECROMANCY

Staughter Margin ||| Modf

Lf:ss._

Average or

Chaper VI Ralesof the Night 4 SBP B5 /)
— GREATER NECROMANCY —

here is an inherent problem with necromancy; it

Mumber of 24, The Meditation Tilent can also be sed 1o
boost chis rofl. Tf the Casting Roll succeeds; the ereature is
raised as desired. 1f ic fails, the carcass and the Warpstone
are consumed, and the Vampire must start again from the
beginning,

Regardless of success or failure, Treentel’s Curse may

be wigpered 2s normal. 1F i is, 2 Human necromancee
auromatically acquires a side-effect (see WERP Table 7—6:
Side-Effects an page 159 or Tome of Corraprion Table 17—
1: Expanded Chaos Side-Effects on page 210), regardless
of the Curse rolied. Vampires gain a side-effect if daubles
are tolled on the roll for the nature of the Curse.

Mote also that creatures raised in chis way loze all
Inrelligence, “Will Power, and Fellowship and can never take
or fail a resr based on them. They alse lose any skills, talents,
or spectal rules thar depend on these atrributes, To preserve
thess characteristics as they were in nature, wear the
Slaughter Margin as if it was one level higher. If this males
the Slaughrer Margin Impaossible, the crearure cannor be
raised with its mind preserved. Whether they preserve their
Intelligence or not, the rest of the creature’s Main Profile
remains the same, except for their Weapon Skill and Agilioe
Fach of these decreases by —1d10% due 1o the inherent
weaknesses of dead flesh. In return, however, the crearure
gains the Undead Trair and is now an obedient slave that
knows no fear, needs no food, and does not age. Te also gaing
the Frightening Trair if it did not have it before.

If rovo. crearures were combined, cach new characteristic is
derermined by whichever is the better of the rwo (including
Wounds—rthese zre not added togecher!). They gain access
to all skills, talents, traits, and special rules that are not

lost wich their lnrelligence, Will Power, or Fellowship.

Mote also that the ineresse of Slaughrer Margin to preserve
these abilities is applied biefore the cost is doubled. I both
creatures were Frightening before their combination, the
final chimaera becomes Terrifying.

Example: Madam Kalfon wizhes to combine a Giant
Spider with an Opre tw cveare @ serong and agile
manserva s to belp her travel through the mouwntaing,
She alen wants it 1o be able to wer independently

The Slavghrer Marging of the Ogre and the Glant
Spider ave both Havd, Adding Invelligence vaises the
Slawghter Margin o Very Havd, producing a final dice
madifier af —18. She altaing the requived 39 ouertcet
af Warpstone and passes her Acadermic Knowledge

i Mecremancy) Test ro stitch the twe beasss fogether—
aetaching the upper body of the Opre to the Grant
Spreders tarsa,

Madarne Balfon has @ Magic Characeeristic of 4, plus
Mustery over Flesh andd ber Natwr! Necroneancer Bload
Crifes, She alve mediates before casting, gaining a rotal
af + 11 1o her Casting Kol and she performs the ritua!
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ety o derreased by [dI0% w2 7. Nae
at buge probiem wow that she bas ber Spider-Ogre ta
do her heavy lifting for ber! She ralls for WS and Ag
loss for her creature and gers @ 2 and a 5. Thus are the

creatures final statiseic::

— Spider-Ogre Statistics —
Main Profile

Mag Fr
3 25 4 4 G 0 0 )

Skills: Commnon Knowledge (Ogres), Concealment + 109,
Consume Alcohol, Gamble, Perceprion +10%, Search,
Silent Move +10%, Speak Langusge (Reikspicl)

Talents: Disarm, Spedialict Weapon Group (Two-handed)
Street Fighting, Strike Mighry Blow,

Traits: Fearless, Keen Senses, Natural Weapons, Nigha
Vision, Polsonous Bite, Termifying, Undead, Wall-

Climbing

Armour: Armoured Skin (Head 2. Arms 2. Body 3, Legs 2)

Weapons: CGrearweapon

Slaughver Margin: Vory Hard

Trair: Poisonous Bite

A Spider-Ogre thar is t"'-.r-ﬂ:-u' 2n opponent may spend a
full action o bite i opponcni. This is 2 Damage 3 amack
thar also injects a paralyTic poison. Tary TReD that are bitten
must make 2 Toughness Tesr or be paralysed for 1410

rownds. Paralvsed Characrers can rake ne acrions and are

considered helpless

Spider-Ogres can clamber up and down walls with their
sticky Feer, just like spiders can. They can elimb walls ar
thelr normal rate of movement.
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because [ need you 10 understand whar I am
capable of , because I need you to be afraid.”

—MannerED vON CARSTEIN

“I don’t torture you because I enjoy it. I do it

B}r now, you should have a good understanding of the
power, character, and motives that drive Vampires,

but one question remains: how does one use Vampires in a
campaign? Cereainly, a Vampire serves as a splendid villain,
bur whar kinds of roles do they play? What sorts of objectives

are they after? Who serves Vampires and why? Are Vampires
suitable for Players to play? This chapter examines these

and many other questions to provide you all the tips and
tools you'll need o incorporate Vampires into your WERP

campaign.

— PLAYERS AS VAMPIRES —

Tr rules included in the previous chapoer may appear o
discourage the idea of having Pliyers take on Vampire

Characters. This is entirely deliberate. for a fow reasons,

Firsz of all, the WFREP sysoem docs not do well with such
high-powered Characrers. The dosed narure of the atrribuce
range means that 2id Charsaers would have nowhere ro
advance, nor could many things dullenge their ahifiries. A
Characrer thar can neither il nor advance is not much fun
1o pi.n

Secondly, Vampirs in the Old World do not make good
protagonists. They are entdrely amoral, sclfish, and self-
obscised, and whars more, most of them are quite content
with the power they have. Vampires are the status quo and,
as such, arc not particularly buil for adventure. They are also
singular individuals with no time for others. Thus,
EI:ITITNI].E and remaining in a cohesive adventure party s nid
something that happens narueally.

loncrs

Finally, Vampires are absolurcly brilliant villains, so using
them as heroes is a rerrible waste of dramatic potential
However, this does not mean that a game featuring a Vampire
{:h.,'u'.'ll.'[ﬂr oar E‘T{HLP nf"p":'lmpirch' {,"."ll!l.[l Tvex 1'.": & l'."ll ‘}r “.H-"l

and produce some great adventures. The many stories abour

Genevieve Dicudonne are proof enough of that, and 2 GM
wishing to run such a game can learn much from theis
c::impif.

One dear constant of Genevieve's adventures is that althoush
she often joins groups or has companions for 2 while, she
always ends up mavelling alone. Most Humans fedd distincly
uncomforable around her, and she is unwilling ©o form
decp bonds with her prey. GMs should likewise be cautions
abour allowing 2 mixture of Vampires and momnals in the
sme party. Pleyers playing Humans would moss likely ke
a dim view if other members of the parnty view them as a
food source. What's more, there will likely be a large power
difference, with the Vampires” abilities far ousstripping

thedr moral allies, leaving those Players fecling uscless and

excluded.

OFf course, having 2 panty compaosed solcly of Vampires
s1ill has problems. The natural arvogance and selfishness of
the children of dadkness docs not predispose them towards
reamwork or cooperation, Although nor as narurally as
divisive a5 the Slkaven, Vampire partics may need a sronger
reason to work together than any mortal group, They are
also unlikely to be motivated by the kinds of things thar




a3

lead moral groups wo advenore. Vampires trpically have
little néed for money; they are rrely moved by the plight
af athers, and they follow no credo or ethics beyond self
preservarion,

LusT ForR POWER

The thing morivating all Vampires beyond saving cheir

own skin i power. Domination is like a drug, and for most
Vamipites, they can never get enough of it, This is true both
on a personal level and a worldwide one—Vampires cerainly
putaside their differences to achicve a goal that pramises w
increase the power or dominion of all Vampire kind. This
may he something they have discovered or conceived—or the
plan of a grear superior, such as Mannfred or MNeferara. In the
latrer case, success in their goal will not only make the world
bevter for Vampires but also raise the Vampires in question
higher 1o the esteem of their order’s elders—a double success,
An order or request from such a wordhy would alse be

plenty of incicement to get Vampires motivated and working
together, ar least temporarily.

The Blood [fragems who are members of an order;, of course,
follow commands withour question as their dury, and the
da!lg&i‘ﬁus hierarchies of the Von Carstéin and the Lahmians
provide much the same eflect with fear and the promise of
peswes, The lonely Strigoi and the reclusive Necrarchs are a
more difficult propesicion, however, Yer they oo are obsessed
with power, The Strigoi will wake from their repose if & quest
promises @ chance of revenge or the possibility of a recamn

o glnr}r. The Necrarchs, meanwhile, crave knowledge and
muagical power and would go to the ends of the carth to zain
a lost tome ar powerful artefact,

COMBINING BLOODLINES

For variery's sake, the GM may wish o combine bloodlings,
bur this opens up even more potential for betrayal and in-
fighting. No bloodline works willingly with a Strigai, the
Mecrarchs consider most of their brethren as wraivorous rebels,
the Blood Diragons hare the Lahmians, and the Labmians
despise the Von Carsteins. Any mixed geoup would need an
extremely tighr reign to stop them devolving into in-Aghring,
such as the preserce of an extremely powerful Vampire lord
who harshly punishes any such behaviour, OF course, Plavers
miay resent having such a character bossing e around, so
this must be done with a deft hand.

The aleernative is simply to let them fight amongst
themselves, A campaign dealing with powerful, warring
Vampires could be immensely entertaining, and making this a
sib-plat of any ather adventure could alse be a lar of fun. As

long as the GM is happy o play nothing meore than referee,
groups should feel free o ler Vampires be Vanpires and relish
in the blocdy consequences.

[ndeed, « Far worse option would be to 2o the other divection,
Players giving their Vampires good hearts or noble intentions
to make them more suieabile for che game. This is very




much against the spirit of the Warbasmier Vampire and the
nature of the setting, and such moves should be discouraged,
especially if it leads to any questions of moralicye. Whilse

some Vampires may be less reluctane to destroy the world or
slaughrer millions like sheep, none of them have any concerns
abour their eating habits, nor do they place any pardeular
value on Human life. Players should abways seck external

reasons for these amoral creatures to work together, rather

than changing their natures to berrer suic the story.

Firncing these reasons, as with every part of creadng and running
a Mampire campaign, will not necessarily be easy. Both GMs and
Players will need w step carefully and plan abead, but from s
willing and enthusiastic group could come very rich rewards,

— THE VaMPIRE VILIAIN —

Ah]mugh they can make anti-beroes or even lemporary
allies of heroic rypes, the Vampires of the Old Warld

are ax their best when they are villaing, They are perhaps the
greatest villains of che serting. Why? Because they are singular,
unigque individuals. Their power is so greac thar; on their
owiy, they can match almost any force your Players can bring
to hear, yer their singular nature means their threat becomes
personal. even indmare. The Skaven, the Greenskins, and

the beasts of Chaes may be led by charismaric individuals,
bue they soill come in hordes. You can fear a horde; bur you
can’t hate it Haree requires personality. And Vampires have
personality in spades.

WVarnpires are not only naturally rich emorional villains, bue
they also b naturally in parvarives and campaigns. Theie power
makes them often relatively unassailable, allowing them o visit
the Characters, get to lknow them, and perhaps exchange barbs,
without the hetoes being able o end the campaign with a
lucky blow. Destraying their vast power and influence is a raslk
of epic scale, comprising countless adventures and incredible
danger, and cven ar the lase momenr, the Vampire own
indiviclual powers are so great he mighe sell emerge victorious,
Vampires have all the complesity of 2 mastermind and all the
deadliness of a Dragon, And. like all the best villains, they just
keep coming back.

There are many different ways to cralt a Vampire villain, Here
are five of the best archerypes w inspire you,

THE BeAST

“8o nice. So fresh”
—YUmAs THE SHapow King

Passibly the simplest and most visceral way o use the
Vampire is to reduce him down to juse a physical threar, The
Vampire is the ultimate predator and need be nothing more.
He is the mighry tiger, the terrifying monster of the wood,
predator of the deep, or the perfeer hunting machine, He iy
incredibly fase, incredibly sreong, and unbelievably deadly.
In the darkness, he is all bar invisible. He can rake other
forms and is the masrer of disguise, He can hunt his prey
unerringly, over any distance; and he never, ever gives up.
Unlike all other predators, hie never tires from the hunt or
secks easier prey. Unlike 2 Human honter, he has no CONCEPT
of mercy, pity, or compassion. He doesnt feel pain. He
docsnt know fear. And he absolurely will nor stop until his
prey is dead.

In breast scenarios, the Vampire becomes almose part of

the environment, 2 threae of nature itselE I this way, the
Wamnpire loses most of that personality that makes him such
a grearvillain bur not all, and ir is the remaining touches

of humanicy thar add the edge wo the fear. The crearure is a
sourlless, almaose mindless, predaror bue it can soill think like a
ITHAN, GUE-ITANGEUVTING ity oppenents, using cheir wesknesses
against them and understanding emotions like revenge and
pride. A killer tiger is scary. A killer dger thar only areacks
peopleof the same blood, seems o understand Human
technology, or takes wophies from its vicrims is tereifying.

The urban equivalenc of a dger is of course the serial killer, and
Vampires At this mould perfectly. They blend in, appearing like
every other Human, and they are easily able ro frame athers
for their erimes, Ina large city like Muln or Aledorf, a Mampire
could feed for years withoat ever being suspected. The termar
comes again from the killers abilicr to seemingly strike without
warning and with supernatural effectivencss, destroying life in g
second and then vanishing once again. The fear is that there is
nathing that can stop it and thar life and death are determined
randemly by the whims of the hungry predator waiting in the
shadows, This is a visceral, almost instinetual, fear and all the
maore potent for it

Sories using this oype of villain follow a opical seucrure, The
Characrers become aware of a srring of strange deaths. They
track their prev and have some close calls, revealing some of
the extent of its powers. The more they follow it, the more
they are awed by what it is capable of. And finally, they figure
out how to track it to its lair, and they desperately ty 1o
finizh it off. Forest or city, this plor works almost anywhere,
and it is used so often precisely because it is so effective. The
only difficuley is making sure the beast rruly causes fear by
again and again exceeding expectations of its abilites.

The Striged are the bese examples of the forest-dwelling
beasts, the inhumanly strong super-predaror of the wild, Bur
a particularly bloodchirsty Blood Diragon or Necrarch could
also fiv che bill, and a Lahmian or Von Carstein would be
pertect as an urban serial killer:

THE INSANE SCHOLAR
“Tell me, does it hurt! Please be deseriptive.”
—Mapame Karron

The insane scholars driving goal is mising the dead and vsing
miagic to tamper with the fundamental natural laws of naoere,

B o




What sets the insane scholar apart from the beast is the
scholar’s greater purpose. The ambition to achieve or
understand something gives him an aspect of characrer
and, from rhar, understanding. It also creates a new kind

of terror. The beast can kidmap, kill, or vormure his victims,
bur the scholar can remzke them into some abomination of
nature, whilst they live 1o fod the _:\.iin and survive 1o know
the hocror of whar Ty hawe become. His work, toa, i not
simply about shughter bur masrering some greater plan
theest is not simply 1o the commumity but o the world ar

large. The horme of the insane scholar comes from the sick

and rwistod nature of his cxpemmentanon of

2 i1 g -1
e inian: wotld he wishes to buoild Ll Theal MLiEss

[he insane scholar archerype also generares feelings of piny

{ losz 1o insaniry and

and respect. Pty for 2 brilliaot m
respect for the scholardhip 2nd cfor his recanch requines
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centuries of work and removine any possibility of knowing
the secrets of the universe thar only his mind could ever
unvover. Feeling pity and regrer ar the need 1o kill an insane
killer is disturbing and uncomforable—sciry, in fact—and
if it causes hesitation, the Vampire may gain the moment he

needs o escape

The Necrarchs are the archetypal insanc scholar, living alone
in their towers, causing mysterions disturbances, and erafting
ungodly magie. Their magical skill also adds o thelr weros,
for it is a force both terrible and unpredicrable. The martial
skl of the Blood Dragons or the temporal power ol the

Yo Carsteins are at least real, concrete forces, but even the

muost conhdent magister lord cannot be sure of his command
over the Acthyr, or thar his power will exceed thar of one
who has studied the art for conntless centuries. Even if not

a grear magic user, however, the fear of the insane scholar is

the same—whether by magic or science, his insanity is given
physical form. and it i impossible w predice whar twisted
form thar will rake. The fear of the incomprehensible and

i of the hideous: these are the stock and wrade of the

THE PARAGON

“Don't trouble yourself wirh drowns your sword, lirle
one. You're not even close 1o ready.”

—Sa, Tesnns Kan

Ihe insane scholars unaccouncable brilliance & olten an
n 1o the scholark mbers of the party. The
raragon .u.:n.t:i.:l_-i'll.' takes that one ~I1.i'- Turther, Tuming

piraion inio avalry

Few ecmotions are as strong as rivalry. Few things are more
necdling vo our pride than the competitor who exceeds us
CVeTyY '-”':I!.l;'.' rime, wha WO .ifhiﬂ'rm’:’n[s 11;\'-'-.1-1'!- sCcm Just
beyond our reach, no marer how hard we try or how close

we come. For something 1o constantly be above us seems

unfair, and precious linle inspires hate mare than tha

sefixation.




Chapter VIII: The
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The Vampire is perfecty placed to be such a villain. His
supernatural abilitics, ridiculously high characteristics, and
his long life auromarically give him an unfair advantage. Even
when they are in the same carcer as a Player Characrer, they

will assuredly be better at it 2 bemer shot chan the marksman,

Laster n the assasin, smonzer than the Dacmon slayer. And
no marter how far or how Faso dhe Character goes through his
carcers, the Vampire progresses a5 well, and the PC can never,

ever carch up

Thix can apply to achicvements 2« well as prowess. The
villain may master some spell or rechnique the Player
Characrer dreams ut-a.iu.ﬁ'i:lg. The villain mav Foin 3
knightly onder. great college. or noble house thar won?
admir the Plavers, seduce the woman they love, own a larger
boat, house. castle, or harem of women. s1eal an even bigger
gem, defeat a larger Dragon, or simply have more storics
sung abourt them. In an adventure, a more critical aspect
could be the Vampire reaching the magical rome minutes
betore the Players can destroy it, or he might complete the
ritual seconds hefore they arrive to stop dt, for example,
adding personal insulr to the injury no doubt done to the
warld,

[le Hip side of the paragon is, of course, the tempeer. When
it becomes obvious that the moral Charmcter can never beat
his rival, his rival may offer him the advantage he has been
torever lacking. With one hite, the Vampire will give him
the physical screngeh he cannot acwain, the encey ino the
society thar has been barred o him, the wealth o obrain che
woman, boat, or house he desires, the power to artain all his

wildese dreams. From the Vampire's point of view, this is not

a trick arall: he is quire convineed that his way of life is by far
the superior one, and if the rival is particularly mlented. the
Vampire woukl be proud o have him and end the pointdess
rivalry once and for all. For Vampires. irs not a tempration

o damnation bur 2 job interview, and it may be a very

convincing one 1o a Plaver Characrer

Orher Vampires, however, enjoy cxerting their nature over
mortals, particularly these who beg for such an honour
Vampires are on the great immonal adventure, and everyone
else isnt invited. And again, rhe exclusive nature of this dub,
a club that, po matter what, the Plaver Charscters will never

be allonwed o join. is 2 wonderful instigsior of hare

(iven the combat-resdy nature of many PCs, the Blood
Diagons make the bost paragons and rempters. The
Mecrarchs may offer 2 similar emptation 1o wizands, however,
and the wealth, power, and influence of the Von Carsteine
and Lahmians also make themn natural paragons, ever ready 1o
frustrate or seduce the ambitious. ‘

THE PUPPET MASTER

#She kills their children, she kills their wives, she kills
their parents and their parents’ friends, and she kills
the man who collects their raxes and the people who live
across the street. And then, just like that—she's gone.
Nebody is ever caught. And nobody ever belisves.”

—PruoNER #234, Orn Temecs Prison, MimDeNHev

Ihe paragon is unfair because the Vampire cannot be
bearen. The puppet master is unfair because he cannot

be seen. It is not just char he plays games with kings and
empires but that he docs the same with the lives of the
heroes. Precious litde is as annoying as discovering thar
you've been manipulated, and it’s even worse when you've
been manipulated into doing exactly what your enemy

wanted or berraying your principles

Ihis is the power of the puppet master, and he is scany
because his power 35 so absolute and 5o inviolare. He works
in the shadows, and for much of the campaign, the heroes
might not even know he cudses, making it impossible for them
to find him, ler zlone srike againse him. And even when

they think they are striking against him, they may discover
that they have in facr done the opposite. Despite all their
cfforts, they find chemsedves manipulated into being ar bese

incffernnl, arnkiog st shadows and changing noching. The

grey men in thar groy towers go on just as before, moving
their picoes around their chess board, untouchable and
unknowable, and their schemes so twisted around the heroes
thar everything the Players do to Aghr the pupper master only
makes them more tightly bound

Ihe terror created by the puppet mascer is the fear of
impatence. Against the long-lived, vastly powerful Vampires,
it is very easy for a Character to feel very small and weak,

it not helpless: Nobody likes to Teel as such, especially not
Player Characters, and they will go to grear lengths to try to
hurt anyone who makes them feel thar way.

el
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The other fear created by the puppet master
is paranoia. The puppet-master has agents
everywhere; he knows everything abour you,
even your darkest secrers. What'’s more, his
rendrils of power mean he can ger ro your weaik
spots; no martet how hard you hide them or how
fast vou run. IF the puppet master wishes
it, he can elick his fingers and have your
loved ones slaughrered by his agents on
the ather side of the Empire. If you run,
he has agencs in every town waiting

for you. He may, in fact, already be
controlling someone you trust—atter

all, he must have received informarion
on you from semeone. Which means you
can't [rust anyone,

Paranoia is really just anocher type of impotence. It

takes away the Characrer’s abiliny to rely on his friends or,
indeed, anyone. Vampires are uniquely placed o have the kind
of domination ever sociery to make this a realing. They mix
with the highest échelons of nobility, have access to powerful
sorcery and mind control, and most importantly, they nameally
arcract fanarical devorees willing to do anything commanded
simply for the thrill of being near their master, O'thers may

bie less adoring, but that same feeling of impotence breeds
countless followers, for when yvour enemy is all 1Jmi.rl:rFLl.L the
only possible sane response is to join his side.

The Lahmian sisterhood is, of course, the master of
manipulation and has been using its skills to change history
into the form they wish for centuries. So many events

have played into the Lahmians” hands that the Characrers
may helieve thar doing their will is, in the long run, all

bur aveidable. However, the Blood Diragons and the

Von Carsreing are alse maseers of crawling into Human
institutions and taking them over from wichin, and they have
just as many mortals ready o welcome their presence.

THE DrEAD-LORD

“This land is my home, my birthright. The wind and
roin are my allies. The trees and stones are my foor
soldiers. The very earth will rise up against you should
you try to take it from me. And my people will feast on
your bones.

—Nlammeren vou Cansrim

The puppet master acts in secrecy because he muse, 1his
true nature came out, too many eoemics would be able to
move against him. The dread-lord is something different,
The world is alteady aware of just how evil he is and how far
his power strerches. And either nothing can be done about
it, or it’s approved af. Mast villaing aim 1o conquer and rule.
“The dread-lord has already succeeded. He may not have the
whole world, but he has a large section, and there, his power
is absolute and his word law. He has the resources of an entire
kingdom at his hand to make sure this does not change and
that other narions soon join his empire,

Again, the terror of the dread-lord is that his
eminence and omnipotence makes the heroes fecl
wealt and helpless. Defearing an enemy like chis is
of the league of wppling an emperor, of crushing
an entire pation. The heroes no doubt beleng to
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of fighting such an enemy has a terrible
implication—rhar there are likely agents our
there who are contemplating doing the same

o them, who are even now plotting o
kill the heroes’ emperor or conguer their
MAion,

The dread-lord appears rerrifyingly
unassailable. The pupper master may have
agents everywhere, unseen, but the dread-

lord’s traops are all wo visible. In theary, every
single citizen of a dread-lord’s nation is an enemy, every
soldier 2 threar. Simply walking across the border means
coming under his dominion and risking discovery. Defeating
the dread-lord can only be done by defearing hiz counry,
and thar means something far more than most adventurers
will ever deal wich. It means war from without or rebellion
from within. [t means playing with the fare of nations and
changing the history of the world.

The sheet magnitade of this cask and the blood chat will need
te be shed causes many o shy away—far berter to leave the
villain in place, where he seems 1o be doing no great harm

to the restof the werld, than risk everything ro destroy him
for pood. And afrer a while, people just learn to accept itas
inevitable and unchangeable. It becomes a natural law. The

Von Carsteins rule Svlvimia. Wha is going to do anything
abour irf And afterwards, will they wipe out all Chaos, drain
the ocean, and go live on Mannslich?

The dread-lord is thus more worrying than viscerally scary,
but he can still inspire hate. As both ruler and enemy,

he creates a very iconic targer, which provides a clear,
inspirational goal. The war to desteoy his domain becomes
the war to bring down the evil tyrant and end his reign of
terron, And unlike with the puppet master, it is now very clear
where the enemies lic. Every soldier and servant of the dread-
lord is fair game, and every one of them killed brings the
heroes closer to defeating their mascer. There's something nice
and simple abour all-our war. Bur simple doesn’t mean quick

or bleodless—wars rend o be the oppasite, notto mention
great fodder for an epic campaign.

The Vony Carsteing are the epitome of the dréad-lords. On a
smaller seale, plenty of Strigoi, Blood Dragons, and Lahmians
have set up their own small kingdoms in remote arcas of

the Empire, Or as a vwist, the Player Characrers might

live in Sylvania or discover thar their own lord is in fact a
WVampire, a lord ro whom they might have previously sworn
impassioned allegiance. Now they are part of the evil armies
thar the outsiders have come to exterminate, Will they lead

a revolution against their own lord and become turncoars
against their own people?
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Dt-.'u.ling on the pature of your villain is only the firse part
of creating a campaign. The question remains as 1o how

to weave that into a continuing serics of adhventures that build
to a satisfving climax.

The key with any longtcrm campaign with a singular villain
is maintaining a narrative “disrance ~ That is. there muse be
some reason why the Characters cannot simply idenrify, find,
and defear the villain right from the start. With Vampires,
this distance is readily availsbie. Those thar don't like 1o

hide tend to operate from a well-prowecied position. More
importantly, their high abilities protect them: any low-
powered Characier who engzged 3 Vampire would almon
certainly end up dead. OFf course, 7t might often take the
Players a fow amempts 1o realise this, which s also something
a GM needs ro be prepared for.

The problem with distance is that it often provents the
Chartacters from knowing their enemy. This detachment
destroys the whole appeal of Viampires as mentioned: they arc
individuals die Players can come ro know and, thus, hate on
a personal level, There are two solurions o this, The firse ls
let the Players come 1o know the Yampire through his works:
Let the beast or the insane scholar oepe leave beldod ane
habbling victim who can enly repear the name of his torturer,
Have the minions of the pupper master or the dread-lord
assure the heroes that nobody escapes the web of thelr master.
Make sure the locals rave abour the paragon’s skill.

The second way of overcoming distance is to have the heroes
actually meet their enemy:. The ericky part of this is that you
don't really want your Players o arrack because they ll either
kill your villain, or they end up dead. The Vampire might be
in disguise, or be remporarily belping them out, or just passing
through; wharever the czse, he'll want wo leave quickly after
introducing himself (Tum o Misc 5 2 good pewer for this).
Another idea s for him w communicare through mesages: a
ketrer. a nowe. of just an indtal 1o o] them that their nemcsis
was present—and he has no fear in them knowing that

Once the heroes get to know their enemy, you won't have
to use his name. They will come to know him by his
handiwork and his rrademarks. and these will ako become
his mesages to them. The ampaisn can then progress with
an ever-increasing cxposure o the villains evil namre
and intent. For beast and incane scholar stories, this
usually means more and more bruml killings or *
sick experiments. For pupper masters, it means |
turther and further unravelling of the depth
of the conspiracy, and for dread-lords and
paragons, it mecans more and more examples
of their terrible abilities. This builds as the

herocs ger closer and doser wo the villain, both physically and

emotionally. As they come to discover more and more abo

their enemy, he. in tum, leams more and more abour them .
and their weakniesses, getting closer and closer to defearting

them. Finally; the heroes and the villain confront each other

and fehr to the death.

A note sbour how Vampires fight: It is ofien casy for
Vampires 1o be or appear 1o be exsily defeated because of all
their weakneses: The thing to remember is that Vampins arc
intelligent, expericncad combatanes and are acorcly awarc of
their own vulnerabilitics. They hunt only during the nighu,
and anyonc wishing 1o attack them during the day mus
comi into their domain o do so. They make sure they live
far away from running water or in towns full of bridecs. They
are always on the lookour for holy men or those wiclding
sitvered blades vo strike them down. And finally, they are
almost never oo proud to fun away, They are immaortal and
have plenty of thne to seck revenge when the bartle is more 10

their advanuage.

Vampires do more than simply survive, however, Vampires
are, by their nacure and halits, evil ereatures who prey upon
Humans, and indeed, the goal of & campaign may simply
be to find and deseroy a powerful Vampire who s doing
nothing more evil than feeding regularly. Indeed, a single
adventure could revelve around simply surviving a night in
o Vampires lair. However, more can be made if the Vampire
is actively pursuing a greater goal than seeking his nexe
meal, This evil aspiration gives the heroes more 1o do than
simply kill their enemy and provides a whole exora source
for adventures.

Whar do Vampires want? Generally, they want to increase

their own power until they rule the world or master their

chosen feld, and like any mepalomaniac, anything thar

can speed up the process & most appreciated. Ieis these

short cuts—oppormnities for sudden and dramatic gains in

power—thar cause the Vampines wo ke risks, which make

them vulnerable to the heroes. They might be secking 2

powerful magical arefact, planning a powerful magical rinsal

{sex the examples in the previous chapeer), or antempting

a daring assassination of an clector count. They might be

trving o stir up wouble between two bordering nadions or

* ‘raisg an army without being noticed. There are endless

possibilities and countess books and movies w

borrnw From, not o mention 3 host of advenure
hooks in Chapter V: The Bloodlines. Almos
any il plot imaginable could be conceived by
ahe Vampires and will only be improved by the
addirion of these most malevolent princes

= of darkness,



“My children are often hungry..and
they do so love ro play.”

—MapamE KaLron
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be O Wonld Bestiary lists all the standard forms of

Undead and rvpical Vampires and their servants. These
are designed o be used straight our of the book. But there
are many more ereatures of darkness in the graveyards, fens,
and castles of the Old World that also prove useful o the
Wampires, to say nothing of the endless varieties of horrors
thar smlk the land. Cther Undead mentioned in this book arc
summarized ar the end of this chapres.

New TRAITS

Creamures listed here inclode the following new traits,
originally seen in the Old World Besriary.

Ehereal

An ethereal creature s insubstantial and weighdes. It

can pass through solid objects. induding walls and doors.
Note that this docs not give any ability 1o see through

solid objects, only pass through them. An ethereal creature
partially hidden inside an object gains a +30% bonus on
Concealment Tests. An ethereal orearure thar wishes o be is
completely silent, with no need vo make Silent Move Tests
An ethereal crearure is also immune to normal weapons,
which simply pass through its body a5 if it wasa't there.

Daemons, spells, other ethereal creatures, and opponents
armed with magic weapons may all injure an cthereal
creature normally, An ethereal crearure can't normally affec
the moreal world and. thus, cant damage non-cthereal
opponents unless it has a suirable special ability or ralent,
Creatures with the Ethereal Trair can damage other crearures
with the Ethereal Trait normally.

Mindless
The creature has no Intelligence, Will Power, or Fellowship

Characreristics. It can never take or [ail teses based on these
characterisrics.

Nor All There

The creature is incomplere or does not have a normal anatomy:
Use rukes for Sudden Death Critical Hits for these creatures.

Scales

The creamure has mugh scales that protect it like armour. The
CTCanare gains 2 tinmber of Armour Points on all locations
equal o the number noted in parenthesis. For example,

a creature with Scales (2 has 2 Armour Points on cach
location.

Unstoppable Blows

A creanure with this trait s so large and srong that it amads
are incredibly difficule vo parmy. Opponents suffer a —30%
penalrty to parry amempis.

Doom WoLVES

[¥ire Wohes arc common features of the armies and castles of
the Vampires, but they lack cunning. Oceasionally, a Vampire
lord will seleci a wu!fui-gn:.al 'il‘ll[‘”iEL‘hLl‘ and strength 1o

be the leader of their Undead packs, using special rirvals 1o
preserve these abilitics in their Undead forms, Such beasts arc
knewn as Doom Waolves, and many Vampires keep them as
special companions, both on the hunt and in the home. Like
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Dire Wolves, Doom Wolves are covered in black Fur cur with
sureaks of gore, topped by skull-like heads with burning red
eyes. Doom Walves are often found leading grear packs of
Diire Wolves, turning those monsters ineo a killing force of
eerrifying effectiveness.

— Doom Wolf Statistics —
Main Profile

A W 56 | TB M | Mag | IP FP

2 12 4 4 E 0 ] []

Skills: Concealment, Follow Trail, Perceprion +20%, Swim

Talents: Nonc

Traits: Frighrening, Keen Senses, Leader of the Pack, Natural
Weapons {Claws, Teeth), Undead

Armour: None

Weapons: Claws, Teeth

Slanghter Margin: Average

Leader of the Pack

Daom “Wolves are able to command packs of Thire Wolves
ra bring down dangerous prey, swarming upon the most
vulnerable members, If Dire Wobves are joined by one or
mare Doom Wilves, rear every Wolf in the pacle as if they
have Concealment ithus gaining surprise), and they lose the

—LShamb[ing trair (enabling them o ke the Run action).

GRAVE GRASS

It is not known whether Grave Grass grows naturally or is
ereated by the presence of Diar, but it is 3 common menace
in graveyards, battlehelds, or any other place nich wich ity
primary food source—rorting Hesh, On the surface, only a
light cover of soft preen grass is visible, bur underground, the
extensive oot systems grow bunches of five-foor-long barbed
spikes of incredible hardness, coiled like springs. When the
plant senses pressure on the grassed areas above, ir shoots
these spikes out of the carch ar blinding speed, impaling

the uwnwary. Fomb robbers and Vampire hunters have cried
to develop systems for determining which pieces of grass
conain these deadly pressure points but with little success,
Cithers simply ler their dogs or lackeys walk ahead of them,
for once the spring has been released; the grass is harmless,

— Grave Grass Statistics —

Main Profile
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Skills: Mone

Talents: Mone

Traits: Immobile, Mindless, Watural Weapons, Roots, Spring
Arrack

Armour: MNong

Weapons: Coiled Spears

Slaughter Margin: Averige

Artacks against Grave Grass automarically hirand deal an
extra 1d10 damage, a5 if arracking a stationary object.

Roots

Atracks made on the surface against Grave Grass can
never reduce it below 16 Wounds, which it subsequentdy
regenerates 2t 1 Wound per day: To kill the grass, ateackers
must dig down to the mots and arack them, Digging far
enough to kill 2 parch of Grave Grass takes &n hour plus
1d 1010 minures, assuming access to a decent shovel—
double the tire if not.

Anyone stepping on the exposed section of Grave Grass must

make a Hard (—=20%) Perception Test. If they fail, Grave
(arass gains surprise, otherwise Characrers who succeed sense

something wrong abour the grass and may step off {or bend
down o investigate), Grave Grass mukes all four of i arcacks
as ity first action (each arcack is one spear). Afer this, Grave
Csrass cannort arcack for another twenty-four hours as ir re-
grows its spears.




ScurTLmnGg HANDS

Achand cu from the corpse of a murderer, called 2 *Hand of
Cilory,” i well known by necromancers and magisters alike

for its magical properrics. It is a commen ingredient in spells,
b it has other, more amusing, uses. Vampires have perfected

a way of reanimaring these hands for use as assistants,
attendants, and even familiars. They are only capalile of
causing a paltry amount of damage in 4 fight but can be used
ax a distraction at 4 vital moment,

— Scurtling Hand Sraristics —
Main Profile
W5 | BS 5 T Ag | Int | WP | Fel
33% | 23% [ 15% [ 12% | 507G

Secondary Profile

A W | S8 | TB M | Mag | IP | FP
I 3 1 1 3 { 0 1]

Skills: Concealment +10%, Dodge Blow +10%, Scale Sheer
Surface, Silent Move +20%

Talents: Streer Fighring

Traits: Mindless, Mor all There, Undead

Armour: Mone

Weapons: Fist

Slaughter Margin: Very Easy

SHINERS

Shiners are & type of giant amoeba {some four feer in
diameter) that has evelved w live beyond the water, crecping
into damp swamp castles and half-Aooded ervpes. Once
inside, they coat surfaces with their thin aily flesh, giving
the irem a shiny appesrance, hence the name. ‘This makes
paintings, furniture, and jewellery scem more preserved and
thug more valuable, drawing the curious or greedy rowards
them, whercupon the shiner shoors out burning acid.
Humans are usually strong enough o survive the ateack, but
many a tomlb robber with 2 ruined face will cell vou thar all
thar glitters should not be trusced.

— Shiner Statistics —

Main Profile
WS BS 5 T Ag Imt
Aoty | 0% | 22% [ 14% | 5% | —

WP | Fel

Acid Artack

As a full action, Shiners can expel a viscous, corrosive acid. The
acid auromarically hits any one combatant within 1 vand (in
the same square), dealing & Damage 5 hit to a randomly relled
liseaation. 1€ the atrack hies che targers head, however, be must
make 2 Challenging (1 0%} Agility Test or be blinded for 1410
rownds. Blinded Characeers can only take a half action each
renind, raloe 3 —208h pcmhy o all combar-relaved {and mosr
other] tests, and auromatically fail any test relying en sipht

Engulfing Attack

If 2 Shiner areacks wirh an appendage and inflicts 2 or more
Wiunds on a rarger, the targers hit locarion becomes engulfed.
Engulfed Characters take an automatic Damage 4 atack each
round o the affeceed hit locatian: Ifa limb is engulfed, the

Characrer may not use it unel it is free. If the location is the
head, use the standard Suffocation rules (WERP page 136),
The Shiner will only release the body pare if it is reduced o
fewer than 4 Wounds. Artacks w the engulfed arez deal equal
damage to both the Shiner and the victim.

QOoze

Shiners are amorphous blobs that arc resistane to normal
artacks. Arracks with normal weapons inflict 2 maximum of 1
Wound per hit, Five, magical weapons, and spells do damage
as normal. All hics are assumed 1o be to the Body, and the
Sudden Death Crirical Hit rules apply. During combar,
Shiners may only take the Standard Arack and Move zetions
or use their Acid Amack. Shiners are immune to Fear, Terror,
poison, disease, and all spells, skills, and effecrs char involve
manipulation of emotions and the mind.

UnHoLY BLADES

Whien great wearriors die wich a vow unfulfilled ora curse sill
upon them, they sometimes recurn to life as Wights, Other
times, the spirit of the wartior passes directly into the sword he
used in bartle. These dark blades contain the bloody thoughes
of their wielder and are driven by a dark madness 1w be used for
mawe slanghter, In the main, it lics sdll, waiting for someone

tor pick it up, whercupon it tries to deminate the mind of the
holder and drive him o Kill. I no one picks it up. itis also able
to animare and arcack without a wielder. Only shartering the
blade will seop is relentdless pursuit for Blood.

— Unholy Blades Statistics —

Main Profile

Al w |sB [T M |[Mg| 10 | FP ws | Bs | s | T | ag | Ine | Wp | Ral
] 164 2 1 1 0 0 0 569 | 0% | 42% | 60% | 33% | 5% | 46% | &%
Skills: Concealment +20% Ond :
Talents: Mone A W | SB | TB | M | Mag | IP Fr
Traits: Acid Actack, Engulfing Artack, Mindless. Ooze 3 L n & il 0 0 0

Armour: MNone
Weapons: Amorphous Appendages
Slnugh:er Margin: Challenging

Skills: Perception +10%
Talents: Disarm, Lightning Parry, Srrike to Injure




Trairs: Dominare, Not all There. Wight Blade
Armour: Mone

Weapons: loself

Slaughter Margin: Challenging

Dominare

Anyone touching the hilt of an Unholy Blade mus
immediately make a Haod (—20%) Will Power Tost. or they
must immediarely scize the svord and do bloody murder

with it. The vicrim must oy to kill every living being he can
soc and then seck our more. The onby way 1o stop this bloody
rampage is 10 remove the sword from the trget’s hand. If the
victim is stunned, unconscious, o dead. this action regquins
0o roll. but if dhe victim is acrive. 2 sucorssful Disarm must be
made. Anmyone making a Disarm amempt without 2 weapon or
otherwize handling the unholy blade must succeed on an Fasy
[+ 10%s) ."l.p_;iih' Test, or they touch the hilr and risk becoming
Dominared.

Wight Blade

This blade counts as a magical weapon and deals SB+2 damage,

Wicker MaN

Wicker Men are all, wooden auromarons thar mimic the
[wman form, Necromancers and hedpe wizards (and witches
anel warlocks) eraft them from pieces of wood, metal, and
sackeloth and animare them with a dark and secrer thoal,

similar to the creation of Fenbeasss. Wicker Men eypically
have monstrous heads and are equipped with long, curved
blades artached ro cheir hands. Around their necks hang the

talismans that give them life. These talismans are usually a
maimed creature or damaged body parc—a hand will be
missinge a III!‘_:_E::F_ 4 car missing a paw. The missing part gocs ino
the constroction of a maronette used 1o conmmal the Wicker
Man. Arracking the walisman or the puppet is the best way of
harming this homor; although they look fragile and gangly, the

muagic thar animates them abo makes them resistant 1o harm,

— Wicker Man Sttistics —
Main Profile

Skills: None

Traits: Frightening, Mindless, Natural Weapons (Makeshifi
Claws), Sorcerous Construct

Armour: MNone

Weapon: Makeshift Claws

Slaughter Margin: Challenging

Sorcerous Construct

Wicker Men are created with rdtual magle unknown o the

Colleges of Magic. They are not truly alive, and they require
magical coneeellers, A magic user with a Magic Characreristic
of at least 2 must remain within 1 mile, manipularing the
marionette, of the Wicker Man falls apare, 'The controller need
not have line of sight ro the Wicker Man; however, if he docs
not, the cresture takes a—10% penalry o all rests. A Crinical Hie
to the head breaks the mlisman around its neck, also cnsing the
Wicker Man wo fall apari. All odher Critical Hirs have no effect
unkes they cuse death. Wicker Men are immune o Fear, Termos,
poison, disexse, and all spells. skills, and cffocrs that involve the
manipulation of emotions and the mind.

WnGED NIGHTMARES

Theese momsrostoes are areated from the Hesh and bones of
Grffons, Hippogriffs, and sometimes even Wyverns, a fen
considercd the pinnade of necromancy. They combine afl che
terrible ferodity of the original creanures with the sdditon of
unholy stengrh. They orpically akso have addinonal ousks.
homs, daws, and spikes added to ther forms ro make them
cven more dangerous. These abominarions are Bvoured
by Vampires as beasts of war, partly in mockery of the war
Griffons ddden by the Emperor and his knig
becanse their T.fi:xf_t‘:jrr'_ appearance alonc has boen known 1o

its but micsdy

rout cnrire forces.

— Winged Nightmare Sraristics —

Main Profile
WS | BS s T Ag lmt
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Secondary Profile

A|w |SB|TB| M |Mg| Ir | FP

3 4 & ¥ & 0 0 0

Skills: MNone

Talents: None

Traits: Flicr, Impaling Tusks, Mindless, Marural Weapons
(Beak, Claws, Horns, Tusks), Night Vision, Scales (2),
Terrifying, Undead

Armour: MNone (Head 2, Arms 2, Body 2, Legs 2)

Weapons: Beal, Claws, Horns, Tusks

Slaughter Margin: Very Hard

5
Impaling Tusks
When 2 Winged Nightmare performs a Charge action, its
artack counts as having the Tmpact qualicy,

WRAITHWISPS

When a pmﬁ.n:rf'u] neceomancer dies, his spirit can cling o
existence ag a4 Wraith. Lesser necromancers need help to
go on existing, Masters often drag cheir apprenzices into
un-life in the form of mad half-shades called Wiaithwisps.
A Wraithwisp has roughly the same appearance as a
Wraith—an ethereal figure wrapped in a cloak. However,
only glimpses of the hHgure are seen—a shimmering hood,
willewy tendrils of clath, and two thin, grasping hands.
Wraithwisps rerain only a fragment of personality, as they
retain only a fragment of physical form. The part that
remains is filled with the typical rage of Wraiths but is far
maore incoherent and unfocussed. Harting anything living,
Wraithwisps attack on sight, grasping with their cold hands
and choking the life from cheir vicrims,

— Woraithwisp Statistics —

Main Profile

ws | BS | 8 | T | Ag | Ine | W | Fal

22% | 0% | 20% | 20% 169
Sccondary Profile
A W 5B TH M

29% | 0%

Mag | IP | FP

1 & 2 2 0 0
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Skills: Concealment +20%

Talents: None

Traits: Ch]lijng Areack, Erhereal, Marral Weapons, Might
Vision, Semi-Solid, Undead

Armour: Mone

Weapons: Clurching Hands

Slaughter Margin: Very Easy

Chilline Attad

A Wraithwisp can injure mortal enemies with its touch. These

chilling attacks suck the life out of their targers, and armour
offers no protection against chem. Chilling arcacks can be
dodged but not parried.

Semi-Solid

Although capable of moving through solid ohjeces,
Whaithwisps can sl be harmed by mundane weapons,

ZoMBIE DRAGONS

Deep in the Southlands lics the Plain of Bones. In ancient times,
grear Dragons came here when their long lives were drawing o
an end, each riranic skeleron adding 1o a mounin of bones.
"There they lay, wnil Magash the Black performed his Ritual of
Awakening, Ghoestlights sparked in their empey shulls, and the
carrion giants wse again, prowling the Plain of Bones, secking
ro venr their fury on the living, After the time of Magash, the
Zombie Dragons fell silent again, bur on rare occasions, a
Wampire lowd 35 strong-willed enough o maise and conmol one
of these beases and ride ic inte combat. Then, the world shakes,
grear armies are broken, and the Gods themselves know fear

— Zombie Dragon Statistics —

Main Profilc
W5 | BS 5 T Ag | Int

S2% | 0% | 67% | 62%

A W 5B | TH M
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Skills: Mone

Talents: Excellent Vision, Suike Mighey Blow, Strike 1o Injure,

Traits: Cloud of Flies, Flier, Mindless, Narural Weapons
{Claws; Fangs, Horns, Wings, Tail), Night Vision,
Pestilential Breath, Rending Arcacks, Scales (5), Terrifying,
Undead, Unstoppable Blows

Armour: None (Head 5, Arms 5, Body 5, Legs 3)

Weapons: Claws, Fangs, Horng, Wings, Tail

Slaught.er Margin: Impossible

Cloud of Flies

Zombie Dragons are constantly surroanded by a black cloud
of fies thar buzs incessantly. When fighting, the cloud flies
into the eyes, mourhs, and nestrils of their opponents. This
teerible discraction causes anyone in melee combae with the
Zombic Dragon o rake a ~10% to their Weapon Skill.

Pestilential Breath

As a full acrion, Zombie Drapgons can breathe a deadly black
vapour. Aoy fesh thiz vapour wouches shrivels and dies, Use
the cone template. All erearures affected take Damage 8 hics.
IF this causes a Critical Hit to an Arm or Leg, the limb is lost
urtless & Fate Point is spent. If the Critical Hix is to the Head
or Body and a Fate Poin is not spent, the Charaeter wastes
away o death within seconds.

Rending Artacks

The Zombie Dragon’s natural weapons are so sharp they
count as having the Armour Piercing and Impace qualitics.




.

) ¥,
e s S A

A

Abhorash, Lord of Blood .............. 49
Acthyric Cipher (Blood Gift) ...... 104
Agent of the Shroud (carcer) .. 96
Albion 12
Algrand’s Orrery woeresessssassssases 122
Andanci 15
Antiochus Bland ... 56
Araby 12
Asp Bow 122
B

Banquet of Blood......on.oooee..... 115
Baron Derck von Bite ........... ] |
Baroness Helena von Calper ......... 57
Barriers 113
Bat Form (Blood Gift)...ceceeerree 104
o T S, SR 63
2R P T A —— 115

[P SR T T ———— 1
Blademaster (Blood Gift) ........... 104

Bleceding 112
Blossed Weapons wecemmmmmmsmms 95
Blight (spell) 118
Blood-Sated (Blood Gift) 105
Blood Burst (Blood Gift) oo 105
Blood Chalice 122
Blood Dragon Oath i 46
Blood Dragons.....coeciiaann 43-51
Adventure Hooks 50
B 40
Designs and Stratagems. 48
oD e R e Sh—47
History.... 4345
Motable Blood 'ﬂu{,nn-. .......... 49-50
Sociery and Oudook............... A4l
Blood Drain (Blood Gift) ........... 105
Blood Gifts e 104=110
Blood Kiss ..cocovinecsicans - 35-306, 115
Breeding 113
Bretonnis . cinississssissssssasinieiss 12
B s i 87
C
Call Forth Thunder
(Blood Gift) ...cocommmmaresssnmsssnies 105
AR L coarrarerpbarais 96-100, 110-112
80T 1 R 10-112
Vanapire Hunter s Q=100
Carrier (Blood Gift).....coveeremenrees 105
Carstein RIDE.uwvussssrsessnmsnsssnnas 123

Castle Drakenhof.....ccooororerrrmvereres 838
Chaos i3
Chelsea Joli...... 55
Circlet of Rathek.....oocoeeeeereeeionianas 65
Cormupted Innocence (Blood Gift)... 105
Counting 114
Critical Hits i15
Crossing Thresholds. oo 61
Cuarse of Nagash....... N . ¥ 1 |
Curse of the Revenant (Blood Gift) 105

D

Dacmonsroot e e 40, 94, 114

Dagger of Jet 123
Dark Majesty (Blood Gift) .......... 105
Deathsight (Blood Gift) 106
Defy the Dawn (Blood Gifi) ... 106
Dintomaz 61
Domination (Blood Gift) 106

Doom Wolves.... ... 137138

Drakenhof 21
Dwarfs 13
Elves 15

Embalmer (carcer) comcoooe e 97
Enhanced Senscs (Blood Gift)..... 104

Eschen 91
Estalia 12
Ethercal (trait) ... A37

Ethereal Mist (Blood Gift} ... 106

Familiar 106
Familiar Form (Blood Gift).........106
Father Wsoran's Architect

(ritaal) 120
Fellowship of the Shroud............... 14
Fire 41,114
Focussed Strike (Taleni)............... -4
Foster Braybrook .o 14
Fountains of Blood (spell)........... 119

Furious Charge (Blood Gift) ... 106

Gashnag, The Black Prince .....

Gaze of Nagash (spell}..onreneniecne.. 119
Genevieve Diendonné..oooeeriiennnns 56
i T e s e 124
Grave Grass .138

]

Grave Warden (career)....cumeeseiies 9%
Greater Necromancy ... 128-129
Gromiril 114
B
Heinrich von Wittington ...ccceenene 15
Hellish Vigour (spell) c.e.cvcvevcuenc 119
Host (Blood Gift) oo 106
Hunters.....oooo...oo. - 13=15, 93-100
I
Insanity 115-117
Exquisite Agonics ... e ) |
Godly Conviction............_.> 116
Hears of Melancholy .. 117
Pursued Perfection. . e 1 37
Steeped in Death.. YT,

Iron Sincws (Blood m}mm% 106
lthilmar 114

Killer of the Dead (career) ... 98
Kisler 12
Knight of the Raven (career) ......... 99

Adveniure Hooks oo 58
Breeding .
g R UL, SR SR

1 g 57-58

Nozable Lahmians ................. 55-57

Sodety.. x 3354
chmnnrfdw[)nd{nmul}_.. ..... 120
R S S L 91
Leonora and Leonhart c.ooovonsnssnens 9
Leo Schwenkfeld.ooicncniiaiienins 14
Lore of Nagash .....c.coomssssimssunsnias 118
Louis Cypher ... 62
D Rl L Ryl P g 92
EAREIEE o i i i b e 12
M
Madame Kalfon .....ccciseicinsnans 62-63

Magister Vigilant (carcer)u . 99
Malformed (Blood Gift)....ccooveene.
Mannfred von Carstein .o,

T EerLaTY P rrrrren T e



Mastery Over Flesh

(851 00T TE R o7
Melancholy of Age uniiisisninnnn 115
Melkhior the Anciento e B2
Mindless (trait) .......... . 137
Mirrors ... ai[) ‘-)3
M:}n_sr_rnus Mﬂ_‘is {B]nnd Giﬁ}

MNachihafen ..o A
Marural Necromancer
{Blood Gift) ... W [ | g
Mecranchs i 3906
,-"Ldvcnturc | Pl e SR e 03
Ft;cding .........................................
Blistory it
Lars o,
Matable I\-_:.ﬁrn:.h.:.
Mecrotic Powd.i_r..‘...‘.‘.....‘.‘.........
S T P e e e e e B
Nehekharan Scrolls
(Blood Gift) i
Noble Blood (Blood Gift) ...........
No Reflection ...l

Mot All There {trait) ooemimeneaes

Pass for Human (Blood Gift} ...... 107
Persistent Image (Blood Gifi)...... 107
Piercing Strilee (Blood Gilt) ........ 107
Psychic Drain (Blood Gift) ......... 107

Q

Quickblood (Blood Gift) cvweien

R

107

Rain of Blood (ritual) ..o 121
Raise the Dead (spell) ................. 119
Ravenous (Blood Gift) ................ 107
Re-Animate {spell) ...ocecverinnen. 119
Rebirth in Blood (ritual)...ccceer. 121
Rebuke Undead (spell)................. 96
Red ABbey...connsssrinsresnssmssoss senrarss I
Red TRICSE .mmereesmsenavensnmnsnaressnne FE—3
Realthoficsvvsrersasessressssssessssssssssns 90
Religious Symbols........ccovea.. 40, 114
Ride Through the Night (spell)... 120
Running Water........ocncanennna 40, 115

Sabina Hochstetter....ooooinccenininseena 14

T b1 [ (o NPRROS0 POt 1) |

Scales (Eraft) varmessmmsesemermesssnmnsese 137
Scent Blood (Blood Giﬂ] s AT
‘gt_utﬂing Hands... e 139
Shadowblood [sch} 119
Shiners. .. e 13-‘-)
Silver... cn e lﬁ 59 114
Silver- [’lated “-'Lapnni ................ 95
Silvered Blood (Blood Gift) ........ 107
Silvered Weapons ....icourucisersasiz s 95
Silver Pinnacle .....cocieimivisininnas
Sir Tiberins Kael .. iiecicinnsiin. S0
Skaven.....
Sheletom s s st et
Solid Silver Weapons...umuwae.. 96
Somnental i i e
Spectres w125
Spell ufﬁwakemng {speH} 120
Spider-Oygre ... 12_‘}‘
Spiderspite.... R e {3
Staff ufKaphamun kiR aeD
Stakes... s 114
Stench {Elnnd Gi&] e 108
Strigany Mysric [mreﬂ} eI 1 |
SHTIEOE cnsnisnsririsssnssmssuissrsvirsanses OO 74
Adveniire Hooks ... T3-74
Bivadieinll B e ae il
AT R S e SR 7
] I ST Gi—08
Motable StHEot .o FE=Tk
Sociery and Oudoale.....ooe.e. GE-T0
Sumimon Ancients (Blood Gift)... 108
Summon Ghouls (Blood Gift)..... 105
Summoning the Ship
of the Damned (ritual).....cee.e. 122
Summon Yermin {Blood Gift)..... 108
Summon Wolves (Blood Gift) ..... 108
SumpFdort v 90
SUABERE coreseresevirnnennnene 26,39, 115
Swarm Form (Blood Gift) ....cco.. 109
S ANNE ot iceiisc s et BAD

Advenore Hooks e w92

Significant Places. o, 87-91
SO PO bt s s e 57
Svlvanian Provincial Features ....... 88

T

1 T e R PR S SRR [ )
Templehof E T e A |
Terrible Blmv.& {Blnnd Gift) i 109
Theall (career) i 110
Tilea::ni SRR A
TImor MoCtis. it B2
A s e e

Transfixing Gaze (Blood Gift)..... 109
Tsarevich Pavel Society ..

U

Unhallowed Soul (Blood Gift) .... 109
Unholy Blades.......c.ccorennnnn. 139140
Unholy Regeneration

10T B o —— 1
Unstoppable Blows (trait) ........... 137
Urzen the Unrelenting «ocoinnna. 73

v

Vampire’s Bang.......ooverees s 123
Vampire Bar .. ....ccoommigomniining 104
Vampire Count Yo o PR |
Vampire Lord {career) oo 111
Vampires' Curse (Blood Gift)...... 109
Von Carsteing....co.eeimvecesres e 7483
Advenmare Hools Lo siiisas 53
Brecdinge o iz manin s v J7 0
Feeding: &g 79
Hligeneg: sl asany 74
Mlorral .. i LBk
Motable Vf_rrl (_«Lmuns ............ ‘-:.1—&3
SOEI T i A e R 7078

W

Wailing Blade v,
Walach Harkon ..o 49
Waldenhiof ... cvmriirrisssnsirnars M0
Walking Death (Blood Gift) ....... 109
Warpstone.... s «115
Waterwallcer {Blﬂ-ﬂd Glﬁj it | L
Weaknesses o 113115
Wellspring of Dhar

(Blood Gift) .ovveeeeeerermerssnnsesnes
White Lady oo
Wicker Mam...
R 127
Winged Nightmares............ 140-141
Wings (Blood Gift) ....coveevereannenn. 1110
Witchbane .o eeee e 400, 94, 114
Witchsight .o L
Withering Wave (spell) ... wxse 1200
Wolf Form (Blood Glft} 110
Wraiths .. e ]25
Wra.lthmsps L e |

Z

123

109
B9
S |

L e PP P P e ey

Zacharias the Everliving.......... 6364
Zombie Dragons .o, 141
TR e s e e e e i R T




Check out these other mcredihle titles avmlable to buy
from all good book/game stores or online at
www.blackindustries.com

Knights of
the Grail

L1_.tre of the

www.blackindustries.com
The future of Holeplaying Games




o 'Mf?c{"\“ WFKWW!XL o = "‘& P ‘@@f{_i}:‘«t&.‘g_’uﬂ‘ﬂxyﬂa" i

he Undead loom large in the imaginations of mortals. These shuffling horrors stumble forth from shallow

graves at the beckoning of dreadful necromancers. They stir in forgotten barrows and ancient tombs. They flit
through the mists of the curling fog that banket the fallow fields and haunt they alleys, marking scenes of old crimes
and bloody murders. But amongst these vestiges of fife—these rotting, twisted, tortured forms—there are those who
excite us, who awaken a dark fantasy of fascination. They are the night’s dark masters, the Vampires, and they are the
cunning lords of wickedness and evil, preying on mortals as 2 wolf hunts sheep. They can be beautiful and alluring,
forever frozen in their youth, or hulking and monstrous, twisted by the corruption of their tainted blood. Regardless
of their form, they are a dangerous threat, masterminds of countless plots and sinister designs, and their power, their
majesty, makes slaves of all who live under the pall they cast.

Night’s Dark Masters lifts the shroud from the Vampires, revealing everything you could want to know about
Vampites in the Old World. Inside these blood-slick pages, you’ll find:

* A denailed history of Vampires to shed light on their origins and machinations.

»  Scholar’s accounts that of fer flavourful advice to would-be Vampire huntess.

* A detailed examination of the form and function of Vampires, cataloguing their strengths and

weaknesses.
+ A comprehensive overview of the five major bloodlines, as well as example villains for use straight out *
of the book.

» A complete gazetteer of Sylvania.
+  Exhaustive details for creating Vampire adversaries and Vampire hunters, including new careers such as
the Grave Warden and Black Guard.

+ A bestiary that expands the Undead horrors of the Old World, presenting statistics for terrifying
monsters like Scurtling Hands and Wraithwisps.

This tome is packed with information on some of WFRP’s most notorious Undead, revealing the character and nature
of these nocturnal fiends. Armed with this book, you can construct elaborate adventures that feature Vampires as the
central antagonists or as supporting characters for some greater nemesis. Ready your stakes, keep your blessed water
handy, and say a prayer to Morr, Night’s Dark Masters will take your games into the bloody heart of darkness.
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