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 Ever since the announcement 
of Curse of Strahd I’ve been won-
dering what kinds of creatures we 
would encounter in that adventure. 
While the release of the table of con-
tents did include some interesting en-
tries such as the Barovian Witch and 
Wereravens, there appears to be no 
other vampire variations other than 
Strahd himself in the list. May I warn 
the reader that I have not read the 
full adventure yet, though. 

 Nevertheless, I decided to crea-
te some of my own vampires to use 
in my home campaign. They were 
based on some hints given by Chris 
Perkins of some the elements of the 
setting, such as some Barovians not 
having souls and the presence of sa-
vages in the outskirts of Ravenloft.

 Herein are presented three 
new vampires: the Bloodrager (CR 7), 
the Gutripper (CR 1) and the Brumesoul 
(CR 3). They all have special abilities 
and background lore.

 Hope you enjoy these three 
new vampires. See you all next time!

Also available as
Pay-What-You-Want
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Once fierce human warriors, these barbarians 
were cursed with vampirism by the mists of 
Ravenloft for turning to cannibalism as a ritual 
demonstration of might. Now they roam the dark 
wilderness in search of prey to satisfy their 
thirst for blood.

Expert Trackers. Bloodragers often follow 
the tracks of a potential victim for nights on 
end before attacking.

Reckless Brutality. Once a bloodrager has 
drawn blood from a foe it enters a savage trance 
that makes it fight like an unstoppable beast.

Form of the Wolf. The same 
curse that turned the bloodrag-
ers into undead also granted 
them the power to transform 
into huge blood-thirsty wolves.

Vampire, Bloodrager

Vampire Weaknesses. The vampire has 
the following flaws:

Forbiddance. The vampire can’t en-
ter a residence without an invitation 
from one of the occupants.

Harmed by Running Water. The 
vampire takes 20 acid damage when 
it ends its turn in running water.

Stake to the Heart. The vampire is destroyed if a pierc-
ing weapon made of wood is driven into its heart while it  
is incapacitated.

Sunlight Hypersensitivity. The vampire takes 20 radiant dam-
age when it starts its turn in sunlight. While in sunlight, it has 
disadvantage on attack rolls and ability checks.

Actions

Multiattack. The bloodrager makes two claw attacks or one claw 
attack to grapple the target and then one bite attack.

Claws. Melee Weapon Attack: +8 to hit, reach 5ft., one target.  
Hit: 14 (3d6+4) slashing damage. Instead of dealing damage, 
the vampire can grapple the target (escape DC 14).

Bite. Melee Weapon Attack: +7 to hit, reach 5ft., one creature 
that is grappled by the vampire, incapacitated or restrained. 
Hit: 12 (2d8+3) piercing damage plus 9 (2d8) necrotic dama-
ge. The target’s hit point maximum is reduced by an amount 
equal to the necrotic damage taken, and the vampire regains hit 
points equal to that amount. The reduction lasts until the target 
finishes a long rest. The target dies if this effect reduces its hit 
point maximum to 0.

Saving Throws Str +7, Dex +6, Con +7
Skills Athletics +7, Intimidation +3, Nature +3, Perception +5, 
Stealth +6, Survival +5
Condition Immunities frightened
Damage Resistances necrotic; bludgeoning, piercing, and 
slashing from nonmagical weapons
Senses darkvision 90ft., passive Perception 15
Languages common
Challenge 7 (2,900 XP)

Vampire, Bloodrager
Medium undead (shapechanger), chaotic evil

Armor Class 17 (natural armor)
Hit Points 110 (13d8+52)
Speed 40ft.

Blood Rage. These vampires have a ferocious appetite for 
blood during combat. Each time a living creature is hit by one 
of the bloodrager’s claw attacks the target must succeed on 
a DC 14 Constitution saving throw or start bleeding from the 
wound. The character suffers no ill effect, but the bloodrager 
who caused damage enters a blood frenzy, gaining advantage 
on attacks against the bleeding target until either the target or 
the bloodrager is slain. Due to its recklessness however attacks 
against a frenzied bloodrager have advantage. A bloodrager can 
only gain advantage against a single target, who it will try to slay 
at any cost, even ignoring other foes altogether.

Wolf Form. As a bonus action a bloodrager can shapeshift into 
a huge and blood-soaked wolf to attack its foes. Use the game 
statistics of a giant hyena with the added vampire resistances 
and weaknesses and the extra 9 (2d8) necrotic damage on a bite 
and the accompanying hit point reducing and regenerating ef-
fects. Once transformed the bloodrager assumes the creature’s 
total hit points and reverts to its humanoid form if its hit points 
drop to 0, any excess damage carrying over to the bloodrager’s 
regular hit points. The transformation can also be dismissed as 
a bonus action. Bloodragers often turn into wolf form when they 
enter a blood frenzy.

STR
18 (+4) 16 (+3) 18 (+4) 10 (+0) 14 (+2) 10 (+0)

DEX CON INT WIS CHA
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Vampire, Gutripper
Medium undead, neutral evil

Armor Class 14
Hit Points 22 (3d8+9)
Speed 30 ft.

Saving Throws Dex +6
Skills Perception +3, Stealth +6
Damage Resistances necrotic; bludgeoning, piercing, and 
slashing from nonmagical weapons
Senses darkvision 60ft., passive Perception 13
Languages common
Challenge 1 (200 XP)

Shadowy Figure. Gutrippers have advantage on stealth checks.

Sneak Attack. Once per round a gutripper can cause an extra 
3 (1d6) damage of the same type as the weapon used if they 
have advantage on the attack roll against their target. The 
gutripper does not need advantage if one of the gutripper’s 
allies is within 5 feet of the target and is not incapacitated.

Vampire Weaknesses. The vampire has the following flaws:
Forbiddance. The vampire can’t enter a residence without an 

invitation from one of the occupants.
Harmed by Running Water. The vampire is destroyed if it ends 

its turn in running water.
Stake to the Heart. The vampire is destroyed if a piercing 

weapon made of wood is driven into its heart while it  
is incapacitated.

Sunlight Hypersensitivity. The vampire is destroyed if it starts 
its turn in sunlight. 

Actions

STR
14 (+2) 18 (+4) 16 (+3) 12 (+1) 12 (+1) 10 (+0)

DEX CON INT WIS CHA

Dagger. Melee Weapon Attack: +6 to hit, reach 5ft., one target.  
Hit: 6 (1d4+4) slashing damage.

Bite. Melee Weapon Attack: +4 to hit, reach 5ft., one target.  
Hit: 6 (1d6+3) piercing damage plus 3 (1d6) necrotic dama-
ge. The target’s hit point maximum is reduced by an amount 
equal to the necrotic damage taken, and the vampire regains 
hit points equal to that amount. The reduction lasts until 
the target finishes a long rest. The target dies if this effect 
reduces its hit point maximum to 0.

A horde of lowlives-turned-vampires, the 
gutrippers are like manhunters lurking 
around the urban parts of Barovia in search 
of their next bloody feast. Their origin is a 
mystery as not even Strahd himself admits 
to having a part on their creation. As with 
any other creature in the realm however 
gutrippers are not able to leave Barovia nor 
do they appear to hail from any other place 
away from Strahd’s domain.

Vampire, Gutripper
Night Terrors. Gutrippers tend to travel 

in small groups of up to three individuals 
and only appear at night, however dark and 
gloomy daytime may be. They take advan-
tage of their hiding abilities to quickly and 
silently overpower a victim and procceed to 
feast on their fresh blood and innards.

Weakling Vampires. Although resistant to 
nonmagical damage just like more powerful 
vampires, gutrippers are much more vul-

nerable to running water and sunlight, 
being destroyed instantly instead of 
taking damage from them.
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Vampire, Brumesoul
Medium undead, chaotic evil

Armor Class 16 (natural armor)
Hit Points 42 (5d8+20)
Speed 30 ft.

Saving Throws Con +6
Skills Intimidadtion +3, Perception +1
Damage Resistances necrotic; bludgeoning, piercing, and 
slashing from nonmagical weapons
Senses darkvision 60ft., passive Perception 11
Languages common
Challenge 3 (700 XP)

Mist Veil. A dark fog surrounds the brumesoul at all 
times, covering a 10-foot-radius sphere centered on 
the vampire. The area is heavily obscured and is only 

dispersed if the creature is slain. A creature with the 
darkvision feature can see normally inside the fog, but 
no light source can penetrate the dark barrier. As a bonus 
action the brumesoul can use its influence over the mists 
to instantly teleport to any unnocupied space inside the 
fog, provoking no attacks of opportunity while doing so.

Vampire Weaknesses. The vampire has the following flaws:
Forbiddance. The vampire can’t enter a residence with-

out an invitation from one of the occupants.
Harmed by Running Water. The vampire takes 20 acid 

damage when it ends its turn in running water.
Stake to the Heart. The vampire is destroyed if a piercing 

weapon made of wood is driven into its heart while it  
is incapacitated.
Sunlight Resistance. Dark mists surround the vampire, 

partially sheltering it from the sun. The vampire takes 2 radiant 
damage when it starts its turn in sunlight. While in sunlight, it 
has disadvantage on attack rolls and ability checks.

Actions

STR
16 (+3) 18 (+4) 18 (+4) 9 (-1) 9 (-1) 12 (+1)

DEX CON INT WIS CHA

Bite. Melee Weapon Attack: +6 to hit, reach 5ft., one target.  
Hit: 8 (1d8+4) piercing damage plus 4 (1d8) necrotic 
damage. The target’s hit point maximum is reduced by an 
amount equal to the necrotic damage taken, and the vam-
pire regains hit points equal to that amount. The reduction 

lasts until the target finishes a long rest. The target dies if 
this effect reduces its hit point maximum to 0.

Multiple Targets. The shadow claw can target one or two targets 
at once. Make only one attack roll and compare the result to the 
AC values of both targets. Both targets must be within 10 feet of 
each other.

Shadow Claw. Melee Weapon Attack: +4 to hit, reach 10ft., two 
targets within 10 ft. of each other. Hit: 7 (1d6+4) necrotic dama-
ge. On a hit the target suffers 1 level of exhaustion as the mists 
drain her life energy. A creature dies instantly if it reaches the 
6th level of exhaustion.

Some Barovians are born without a 
soul. While it is unknown if their es-
sences can linger on after death, some of 
them do rise again in undeath. The very 
mists of the land fill their soulless bodies 
with a dark mockery of a spirit under 
Strahd’s will and command.

Eternal Darkness. Once risen from 
the grave the brumesouls are forever 
shrouded in a dark fog that allows them 
to walk in sunlight for a brief period of time.

Claws of the Mists. Brumesouls can shape 
their pitch-black souls into giant claws. They 
drain their victims’ will to live, making them 
easier meals to appease the brumesoul’s 
thirst for blood.

Vampire, Brumesoul
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, 
Inc. and is Copyright 2000 Wizards of the Coast, Inc 
(“Wizards”). All Rights Reserved.
1. Definitions: (a)”Contributors” means the copyright and/
or trademark owners who have contributed Open Game 
Content; (b)”Derivative Material” means copyrighted 
material including derivative works and translations 
(including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, 
improvement, compilation, abridgment or other form 
in which an existing work may be recast, transformed or 
adapted; (c) “Distribute” means to reproduce, license, 
rent, lease, sell, broadcast, publicly display, transmit or 
otherwise distribute; (d)”Open Game Content” means the 
game mechanic and includes the methods, procedures, 
processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement 
over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, 
and means any work covered by this License, including 
translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) “Product 
Identity” means product and product line names, logos 
and identifying marks including trade dress; artifacts; 
creatures characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, 
symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other 
visual or audio representations; names and descriptions 
of characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; places, 
locations, environments, creatures, equipment, magical or 
supernatural abilities or effects, logos, symbols, or graphic 
designs; and any other trademark or registered trademark 
clearly identified as Product identity by the owner of the 
Product Identity, and which specifically excludes the Open 
Game Content; (f) “Trademark” means the logos, names, 
mark, sign, motto, designs that are used by a Contributor 
to identify itself or its products or the associated products 
contributed to the Open Game License by the Contributor 
(g) “Use”, “Used” or “Using” means to use, Distribute, 
copy, edit, format, modify, translate and otherwise create 
Derivative Material of Open Game Content. (h) “You” or 
“Your” means the licensee in terms of this agreement.
2. The License: This License applies to any Open Game 
Content that contains a notice indicating that the Open 
Game Content may only be Used under and in terms of 
this License. You must affix such a notice to any Open 
Game Content that you Use. No terms may be added to 
or subtracted from this License except as described by 
the License itself. No other terms or conditions may be 
applied to any Open Game Content distributed using this 
License.
3.Offer and Acceptance: By Using the Open Game Content 
You indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing 
to use this License, the Contributors grant You a perpetual, 
worldwide, royalty-free, non-exclusive license with 
the exact terms of this License to Use, the Open Game 
Content.
5.Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, 
You represent that Your Contributions are Your original 
creation and/or You have sufficient rights to grant the 
rights conveyed by this License.
6.Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include 
the exact text of the COPYRIGHT NOTICE of any Open 
Game Content You are copying, modifying or distributing, 
and You must add the title, the copyright date, and the 
copyright holder’s name to the COPYRIGHT NOTICE of 

any original Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, 
except as expressly licensed in another, independent 
Agreement with the owner of each element of that 
Product Identity. You agree not to indicate compatibility 
or co-adaptability with any Trademark or Registered 
Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in 
another, independent Agreement with the owner of 
such Trademark or Registered Trademark. The use of 
any Product Identity in Open Game Content does not 
constitute a challenge to the ownership of that Product 
Identity. The owner of any Product Identity used in Open 
Game Content shall retain all rights, title and interest in 
and to that Product Identity.
8. Identification: If you distribute Open Game Content You 
must clearly indicate which portions of the work that you 
are distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents 
may publish updated versions of this License. You may use 
any authorized version of this License to copy, modify and 
distribute any Open Game Content originally distributed 
under any version of this License.
10 Copy of this License: You MUST include a copy of this 
License with every copy of the Open Game Content You 
Distribute.
11. Use of Contributor Credits: You may not market or 
advertise the Open Game Content using the name of any 
Contributor unless You have written permission from the 
Contributor to do so.
12 Inability to Comply: If it is impossible for You to comply 
with any of the terms of this License with respect to some 
or all of the Open Game Content due to statute, judicial 
order, or governmental regulation then You may not Use 
any Open Game Material so affected.
13 Termination: This License will terminate automatically 
if You fail to comply with all terms herein and fail to cure 
such breach within 30 days of becoming aware of the 
breach. All sublicenses shall survive the termination of this 
License.
14 Reformation: If any provision of this License is held to 
be unenforceable, such provision shall be reformed only 
to the extent necessary to make it enforceable.
15 COPYRIGHT NOTICE Open Game License v 1.0 Copy-
right 2000, Wizards of the Coast, Inc. System Reference 
Document, Copyright 2000-2003, Wizards of the Coast, 
Inc.; Autores: Jonathan Tweet, Monte Cook, Skip Williams, 
Rich Baker, Andy Collins, David Noonan, Rich Redman, 
Bruce R. Cordell, John D. Rateliff, Thomas Reid, James 
Wyatt, baseado em material original de E. Gary Gygax e 
Dave Arneson. 

System Reference Document 5.0 Copyright 2016, Wiz-
ards of the Coast, Inc; Authors Mike Mearls, Jeremy 
Crawford, Chris Perkins, Rodney Thompson, Peter Lee, 
James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris 
Sims, and Steve Townshend, based on original material 
by E. Gary Gygax and Dave Arneson.

END OF LICENSE

EM RESPEITO AO ITEM 8 DA OPEN GAME LICEN-
SE v1.0a, INDICAMOS COMO CONTEÚDO ABERTO, 
TODO ESTE MATERIAL COM EXCEÇÃO DE NOMES 
LUGARES, PERSONAGENS, ARTES, ILUSTRAÇÕES, 
ESQUEMAS, DIAGRAMAÇÕES E QUALQUER OUTRO 
MATERIAL QUE CONFIGURE PROPRIEDADE INTE-
LECTUAL DOS SEUS AUTORES. 


