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The dhampir is a creature born into
darkness. They are truly children of the night,
born of a union between a human and a vampire.
Appearing as normal human children, they begin
showing signs of their dark heritage at
adolescence as their features sharpen and become
more fearsome. Pointed ears and angular facial
features along with dark hair and eyes are
hallmarks of the dhampir and any who recognize
them for what they are typically brand them as
spawn of evil and attempt to cast them out or
destroy them.

The dhampir is not bound to a path of evil,
unlike their vampiric parent. Because they are

often cast out for the tainted blood in their veins,
they often take up with adventuring parties and
spend their lives moving from place to place. But
their cursed blood is not without its benefits.
Many dhampirs attempt to use their powers for
the greater good, hoping that through noble deeds
that they can stave off the gnawing hunger in their
soul.

Due to their affinity for darkness, all
dhampirs have infravision at a range of 60 feet. In
addition their unnaturally sharpened senses allows
them to detect secret doors witha 1 —2 on a d6
roll when they are actively searching.

Dhampirs are proficient in all weapons,
but due to their natural grace and unique abilities
they are only able to wear leather armor, though
they may use shields. Their vampiric tenacity and
bloodlust is reflected in their saving throws and
attack values. dhampirs use the attack value of a
fighter of equal level and the saving throws of an
elf of equal level. Though they can be of any
alignment, almost all dhampirs are neutral or
chaotic, as the desire for blood inside them rarely
lends itself to the discipline of a lawful
worldview.

Reaching 9" Level: At 9" level a dhampir
may set up a small stronghold. If they do so, they
become known as a Night Lord. This is typically a
secluded keep or crypt, though not always. Over
the next several months 5d6 mindless undead will
be drawn to the dhampir and will serve him
loyally, though they will often try to carry out the
orders of a more noble master with as much
malice as possible. These creatures are typically
skeletons, zombies, or ghouls, though at the
Labyrinth Lord's discretion it is possible that
more powerful undead may come into the Night
Lord's service. If these monsters are slain new
followers will arrive in 1d6 months to replace the



slain undead.

Often if a Night Lord's stronghold is
discovered by the local forces of good and law
they will seek to destroy both him and his
stronghold.

Hide in Shadows: A dhampir will always think
he is successful in this skill, and will not know
otherwise until others react to his presence. He
must remain motionless when hiding.

Move Silently: When successful, others will not
hear the movements of a dhampir. However, the
dhampir always thinks he is successful in this
skill, and will not know otherwise unless others
react to his presence.

Charming Gaze: As dark gift of their vampiric
heritage the dhampir is often able to

Charm Person just 1st level magic-user/elf spell.
However, unlike the spell, a dhampir uses a
special percentage chart to determine whether the
person is charmed. Depending upon the situation,
the Labyrinth Lord may add bonuses or penalties
to the dhampir's d100 roll. At 1st level a dhampir
can attempt to charm a person once per day, twice
a day at 5th level, and three times a day at 10th
level.

In order to use this ability the dhampir
must be able to look into the eyes of their victim
and if the target succeeds in their saving throw to
resist this effect the dhampir cannot attempt to use
this ability on that individual until he gains one
level of experience.

Bloodlust: Like all vampires, the dhampir craves
blood. Though it is not required to sustain him,
the craving is still a primal urge and it does give
him power if he consumes blood. All dhampir
possess a natural bite melee attack. This attack
does 1d4 (plus strength modifiers) in damage. The
dhampir may use this ability to consume the
blood of a victim in order to regenerate damage
they have taken, though they may never exceed
their maximum hit points through use of this
ability.

If the dhampir successfully bites a living
humanoid victim they may choose to heal up to
two hit points per character level, up to 20 hit
points at 10" level. Each round they gain a

number of hit points equal to the damage dealt by
the bite attack, but each round they cannot heal
more damage than they inflicted with their bite
attack and the total damage healed each day
cannot exceed two hit points per character level.

Note that victims slain by the dhampir's
bite attack do not rise as undead minions under
the control of the dhampir.

Accursed Touch: At 3" level the very touch of a
dhampir can be painful to the living. The undead
energy that drives their existence grants them
considerable power. They may add their Charisma
bonus to all melee damage rolls made against
living targets. This includes any weapons they
wield and their bite attack.

Inhuman Movement: Beginning at 5" level the
dhampir may now walk on walls and even
ceilings, defying gravity due to their unnatural
gift. Though they cannot fly like their vampiric
ancestors, they can still stand on any solid surface
as long as they can find footing.

Unholy Aura: At 7" level the dhampir has tapped
into the darkest gifts of their heritage. Mindless
undead (such as skeletons and zombies) recognize
them as one of their own and will not attack them
unless they are attacked first. Once the dhampir
initiates combat with a group of mindless undead,
however, the entire group recognizes the danger
of their foe will treat them like any other enemy.

Darkest Embrace: At 9" level the dhampir has
so completely embraced their undead heritage that
they are immune to all level draining and negative
energy effects such as the touch of a wight or
Cure Light Wounds (Reversed) spell.

In addition, the dhampir is now so
completely given to darkness that they will
automatically be recognized as evil by a Detect
Evil spell or similar magical scrying, regardless of
whether they are evil or not. In addition, they can
no longer benefit from the magical healing of a
Cure Light Wounds or similar spell. Instead they
receive healing from reversed versions of these
spells.



Experience Level Hit Dice Special Ability Hide in |Charming [Move
Shadows | Gaze Silently
0 1 1d6 Blood Lust 15% 15% 20%
2501 2 2d6 25% 20% 25%
5001 3 3d6 Accursed Touch 35% 25% 35%
10001 4 4d6 45% 35% 45%
20001 5 5d6 Inhuman Movement |55% 45% 55%
40001 6 6d6 65% 55% 65%
80001 7 7d6 Unholy Aura 75% 65% 75%
160001 8 8d6 85% 75% 85%
310001 9 9d6 Darkest Embrace 95% 85% 95%
460001 10 +2 hit points only* 99% 95% 99%

*Hit point modifiers from constitution are ignored

Image by: Joe J. Calkins



DESIGNATION OF PRODUCT IDENTITY

Labyrinth Lord™ is copyright 2007 - 2012, Daniel Proctor. Labyrinth Lord™ and Advanced Labyrinth Lord™ are
trademarks of Daniel Proctor. These trademarks are used under the Labyrinth Lord™ Trademark License 1.2, available at
http://www.goblinoidgames.com.

Barrel Rider Games™ is copyright 2012, James M. Spahn. The Barrel Rider Games™ logo is copyright 2012, James M.
Spahn.

Adamant Entertainment™ is Copyright Adamant Entertainment 2007

Cover Image and Page 2 Image Copyright 2013, Malcolm McClinton

Page 4 Image Copyright 2013, Joe J. Calkins

DESIGNATION OF OPEN GAME CONTENT
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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.

3.0ffer 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 Copyright 2000, Wizards of the Coast, Inc.



