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Bottled Blood

Introduction

Vampire heroes (and antiheroes) are commonplace in the media these days, but the 3.5 OGL and Pathfinder systems
were not well suited to allow for vampiric player characters. At least, not until Liber Vampyr: Secrets of the Blood, the free book
from Necromancers of the Northwest that not only approached vampires as a player character option instead of as a monster,
but did so in a way where players could “build their own vampire,” by selecting the powers, abilities, and even weaknesses that
appealed to them, allowing different characters to personify different interpretations of what it means to be a vampire.

While Liber Vampyr provided a wealth of options for the vampirically-inclined, there’s always room for more, and
that’s where this book comes in. By providing another 50 feats, as well as three prestige classes, all designed to work with the
cruomancy system first seen in Liber Vampyr, this book nearly doubles the amount of options available to a vampire player
character, allowing players more freedom in fulfilling their vision of their character, and providing all sorts of new tricks and
toys for vampire characters.

But whereas Liber Vampyr deliberately attempted to be as broad in scope as possible, in order to best encompass the
greatest variety of vampire myths, legends, and lore, Scions of the Vampire: Blood, Shadow, and Smoke focuses more tightly
on a few key vampiric themes, attempting to give greater depth in these areas. The book introduces three vampiric lineages,
bloodlines with special powers passed from vampire to vampire. Each of these three lineages is tied to one of the main
thematic powers of the book: the passionate Borsiviak are masters of strange and powerful blood magic, while the flighty
Montavix are known for their ability to control, and even transform into, mist. Meanwhile, the mysterious Shaedross are lords
of the darkness, and can twist that nebulous force to control it in terrifying ways. Each of these lineages has a prestige class
that allows characters to unlock the greatest secrets of these dark, undead families, but many abilities related to these powers
are also available as feats, and can be selected by characters regardless of their lineage. The feats also have a few other, lesser
themes, including several feats relating to the use of magical coffins.

Finally, the book contains several groups of supplemental rules, which address some additional aspects of vampirism.
The rules for bottled blood provide guidelines for how to handle the collection and preservation of bottled blood, allowing
vampires to keep a store of the vital fluid ready in case of an emergency, or to condense it into a more potent form. Blood
bonuses explores the idea of certain magic or otherwise special sources of blood, and how they can provide alternative ben-
efits to vampires who consume them. There is also a brief discussion of the interactions between revenants and disease, which
explores not only the ability of revenants to act as carriers for disease (and the implications if they do), but also the existence
of certain diseases which are specifically able to affect vampires.



Feats

The following section introduces 50 feats that serve
as the primary means for revenants and other cruomancers to
gain access to the trademark powers and abilities of vampires.

Aromatic Feats

Aromatic feats are a new type of feat introduced in
this book, which allow creatures that have them to create
potent effects while in the form of a misty cloud. Normally,

a character can only apply the effects of one aromatic feat at
any given time, but certain feats and abilities can change this,
such as the Misty Cocktail feat, which allows a character to
apply the effects of up to two such feats simultaneously.

Vampire Feats

The majority of feats in this book are vampire feats.
This is a new category of feats which is used primarily to
identify which feats characters with levels in cruomancy
classes can take as bonus feats. For the most part, vampire
feats are feats that allow characters to spend blood points in
order to accomplish various things, though there are several
vampire feats that do not require blood points to function
(but do still require a minimum cruomancer level), and there
are also some feats that allow characters to spend blood
points that are not vampire feats, because they are specifically
not usable by undead creatures.

Like combat feats, there are no special rules that
govern all vampire feats. The descriptor is merely a handy
way of identifying what feats can be taken as bonus feats by
characters with levels in classes like revenant bloodletter.
That said, there are some rules that apply to feats of any
sort that require the expenditure of blood points to activate,
whether they are vampire feats or not. These rules are
outlined below.

Spending Extra Blood Points

A number of feats in this book grant characters the
option to spend more blood points when activating the feat’s
ability, in order to gain a greater effect. Each of these options
is presented in a separate paragraph, below the main effect
of the feat, and, in the case of feats with several such options,
each option is presented as its own individual paragraph.
Typically, in order to take advantage of one of these options,
the character must meet a certain requirement, which is
usually either having a certain cruomancer level, or having
an additional feat. In both cases, these are specified in the
option’s description, and the character cannot use that option
unless he meets those requirements, even if he has the
necessary blood points to spend.

These additional options will either require that the
character spend an alternate number of blood points instead
of the normal amount, or that he spend a number of extra
blood points in addition to the normal amount. In the case
of options that require the character to spend an alternate
blood point cost, the character can only use one such option
any given time that he activates the feat’s ability, and that cost

replaces the normal cost of activating the feat. In the case
of options that require the character to spend an additional
blood point cost, the character can use any number of
these options that are available to him, as long as he is able
to pay the blood point cost. These additional blood point
costs are each added to the normal cost of using the feat.

If the character wants to use both an option that requires
an alternate cost and an option that requires an additional
cost at the same time, he can do so. Any additional costs are
added to the alternate cost in order to determine the final
cost of activating the ability.

New Feats

The following section presents a variety of new
vampire feats. They are presented in alphabetical order.

Blood Bottler (Vampire)

You are particularly adept at preserving blood so that it can be
consumed at a later date.

Prerequisite: Craft (alchemy) or Heal 1 rank.

Benefit: You gain a +5 bonus on Craft (alchemy) and Heal
checks made to preserve blood. Additionally, whenever you
use short-term preservation to preserve blood, the blood
remains preserved for twice as many days as it normally
would. Further, the cost for you to use long-term preservation
to preserve blood is reduced to 10 gp per blood point, rather
than the normal 25.

Blood Connoisseur (Vampire)

Your refined palette allows you to gain greater benefits from
consuming unusual and exotic blood.

Prerequisite: Cruomancer level 1*.

Benefit: Whenever you gain a blood bonus from consuming
blood, you treat that blood as though it were one tier higher
than it actually is for the purposes of determining the blood’s
effects. See Blood Bonuses, on page 30, for more information
on blood bonuses and tiers of blood.

Blood Dart (Vampire)

You can channel the blood from within your body, hardening
it with your rage and hatred, and propel it from your mouth or
fingertip as a deadly projectile.

Prerequisite: Cruomancer level 1*.

Benefit: As a standard action, by spending 1 blood point, you
can fire a projectile of solidified blood at a single target. Treat
this as a ranged touch attack with a range increment of 20
feet. If the attack hits, it deals 1d1o points of piercing damage.

When your cruomancer level reaches 4, and every
three cruomancer levels thereafter, whenever you use this
ability, you can spend 1 additional blood point. For each
additional blood point spent in this way, the attack deals an
additional 1d10 points of piercing damage.

Blood Wall (Vampire)

You can channel the blood from within your body, pouring it
out onto the ground before you, and watching as it rises in
front of you as a solid curtain of vital fluid.

Prerequisites: Blood Dart, cruomancer level 8.



Table 1-1: Feats

Feats Prerequisites Benefits
Blood Bottler Craft (alchemy) or Heal 1 rank +5 bonus to preserve blood and reduce cost to do so
Blood Connoisseur Cruomancer level 1st Consumed blood counts as 1 tier higher for blood bonuses
Blood Dart Cruomancer level 1st Fire a projectile of blood for 1d10 piercing damage

Blood Wall Blood Dart, cruomancer level 8th Create a 10 ft.-tall wall of blood

Bloody Armor Blood Dart Create armor out of blood for a +4 armor bonus to AC

Bloody Weapon Blood Dart Create a magical melee weapon out of blood
Bloodflow Adept Cruomancer level 7th Gain both blood points and blood bonuses at the same time
Call Blood Vampire’s Bite, cruomancer level 6th  Drain blood from foes at a distance

Improved Call Blood Call Blood, cruomancer level uth Your call blood inflicts more damage

Greater Call Blood Igz}plroved el feonancerievel Your call blood inflicts even more damage
1
Necrify Blood Call Blood, cruomancer level uth Deal 1d3 Con damage to target, and he may become a vampire
Quidken B34 Call Blood Target gains variety of bonuses, but suffers a penalty against

fear effects and may act erratically

Spoil Blood

Call Blood, cruomancer level gth

Target's blood cannot be consumed for blood points

Vein of Empathy

Call Blood

Gain empathic link with creature whose blood you consumed

Claws of the Vampire

Cruomancer level 1st

Gain 1 or 2 claw attacks

Deadly Vampire Claws

Claws of the Vampire, cruomancer
level 8th

Improve the critical threat range your claw attacks to 19-20

Improved Claws of the

Claws of the Vampire, base attack

Make a 2nd attack with each claw

Vampire bonus +6
Great§r Claws of the Improved Claws of the Vampire, base ke sl vl si i T el R
Vampire attack bonus +11

Master Claws of the
Vampire

Greater Claws of the Vampire, base
attack bonus +16

Make a 2nd, 3rd, and 4th attack with each claw

Cleansing Bite

Vampire’s Bite

Target saves against current poisons or diseases with a +5 bonus
when you drain his blood

Grace of the Night or Strength of the

Cloak of the Night Night You gain increased miss chance in dim light and darkness
18
Coffin Sleeper Undead, cruomancer level 1st Gain a link with a coffin to gain special benefits
Coffin Rebirth Coffin Sleeper, revenant, cruomancer If destroyed, you are reborn in your nearest coffin affected by

level gth

Coffin Sleeper, but gain an additional major weakness

Coffin Restoration

Coffin Sleeper, revenant, cruomancer
level 7th

When in a coffin affected by Coffin Sleeper, you heal quickly
and are immune to the blood dependence weakness

Coffin Shroud

Coffin Sleeper, cruomancer level 7th

Coffin is magically locked and protected from divination

Coffin Prison

Coffin Shroud, cruomancer level gth

Lock a creature inside coffin and hold it in stasis

Coffin Transformation

Coffin Prison, cruomancer level uith

Lock a creature inside coffin to transform it into a revenant

Fortified Coffin Coffin Sleeper, cruomancer level sth  Your coffin gains and grants a number of defensive benefits
Grace of the Night Cruomancer level 1st Bonus to Dex in darkness, but penalty in light
Mist Form Cruomancer level 5th Your body turns to mist and you gain special benefits
Improved Mist Form Mist Form, cruomancer level 15th You suffer less damage while in mist form
Misty Cloud Mist Form Your space increases to 10 feet and you obscure vision
@inTing Mt N e vt e o gl i Creatures in your squares suffer penalties to AC, initiative,

Perception, and Will saves

Empowering Mist

Misty Cloud, cruomancer level nth

Undead in your space are empowered

Improved Misty Cloud

Misty Cloud

Your space increases to 15 feet

Misty Cocktail

Misty Cloud, any two aromatic feats,
cruomancer level 11th

You can apply the effects of up to 2 aromatic feats each time you
use the Misty Cloud feat

Noxious Mist

Misty Cloud, cruomancer level 7th

Sicken creatures that share a square with you

Slumber Mist

Misty Cloud, cruomancer level uth

Exhaust creatures that share a square with you

Mist-Wrapped

Cruomancer level 1st

Surround yourself in mists to gain various benefits

Plaguebringer Revenant You can carry multiple diseases at once
Plaguelord Plaguebringer Your diseases are more effective

Shroud of the Night Cruomancer level 3rd Create a darkness effect centered on yourself
Eyes of the Damned Shroud of the Night See in darkness of any sort

Shadow Servant

Shroud of the Night, cruomancer level
sth

Animate and control your shadow in normal or bright light




Resilient Shadow Shadow Servant

Use Shadow Servant in dim light

Shadow Animation Shadow Servant, cruomancer level 7th Use your shadow to animate a corpse
Shadow Stride Shadow Servant, cruomancer level gth  Your body melds into your shadow
Shadow Survivor Shadow Stride, cruomancer level nth  Escape through your shadow if you would be destroyed
Strength of the Night Cruomancer level 1st Bonus to Str in darkness, but penalty in light

Greater Beast Traits (bat, rat, snake, or
spider), Vampiric Beast Form,
cruomancer level 7th

Vampiric Swarm Form

Based on the creature selected with Greater Beast Traits,
transform into a swarm of creatures

Benefit: As a standard action, by spending 3 blood points,
you can create a solid wall of blood. The wall takes your
choice of one of the following forms: a 30- foot line, or a ring
with a 10-foot radius. In either case, the wall is 10 feet tall, and
5 feet thick. The wall is opaque, and completely obscures all
creatures on the other side. The wall blocks projectiles, and
ranged attacks made through the wall automatically miss.
Further, any creature attempting to pass through the wall
must succeed on a Strength check (DC 20) to do so. Whether
or not the Strength check is successful, the creature must also
succeed on a Fortitude save (DC 10 + 1/2 your cruomancer
level + your Constitution modifier) or be sickened for 1d4
rounds.

If the area in which you create the blood wall already
has one or more creatures in it, each of those creatures may
choose to move to any adjacent unoccupied square as a
free action, and this movement does not provoke attacks of
opportunity. Any creature that chooses to remain in a square
that will be occupied by the blood wall becomes trapped
within it, and cannot leave the wall without succeeding on a
Strength check, as normal.

The blood wall remains in place for a number of
rounds equal to 3 + 1 per two cruomancer levels you possess.

Bloodflow Adept (Vampire)

You are better able to extract the life essence from stolen
blood than most, and can gain blood points and special blood
bonuses simultaneously.

Prerequisite: .

Benefit: Whenever you consume blood from which you can
gain a blood bonus, you can choose to gain that blood bonus
without having to forgo any blood points that you would
gain from that blood. You must still consume enough blood
to gain a blood point in order to gain the bonus. See Blood
Bonuses, on page 30, for more information on blood bonuses
and how they can be gained.

Normal: Normally, in order to benefit from a blood bonus,
you must forgo gaining a blood point when the blood is
consumed.

Bloody Armor (Vampire)

You can cause blood to ooze from your pores, covering your
entire body and hardening into a protective shell.
Prerequisite: Blood Dart.

Benefit: As a swift action, by spending 1 blood point, you can
gain a +4 armor bonus to AC. This armor does not have an
armor check penalty, maximum Dexterity bonus, or arcane
spell failure chance. The armor lasts for a number of rounds
equal to your Constitution score.

When your cruomancer level reaches 5, and every
four levels thereafter, whenever you use this ability, you can
spend 1 additional blood point. For each additional blood
point spent in this way, the armor bonus granted by the
armor increases by +2.

Bloody Weapon (Vampire)

You can cause blood to flow from your wrists, tempering it
with your vampiric power, and forming it into a weapon in
your hand.

Prerequisite: Blood Dart.

Benefit: As a swift action, by spending 1 blood point, you
can create a single melee weapon of your choice, which
appears in your hand. It functions as a normal melee weapon
of its kind (with damage, critical threat range, and critical
multipliers as normal for weapons of its type), but gains an
enhancement bonus to damage rolls (but not attack rolls)
equal to 1 + 1 per two cruomancer levels you possess (to a
maximum of 11 additional damage at 20® level). The weapon
created this way overcomes damage reduction as though it
were magic. The weapon lasts for a number of rounds equal
to your Constitution score, or until you lose contact with it,
whichever comes first.

If your cruomancer level is 6 or higher, you may
spend 1 additional blood point whenever you use this ability.
If you do, the weapon overcomes damage reduction as though
it were silver and evil-aligned.

If your cruomancer level is 8 or higher, you may
spend 1 additional blood point whenever you use this ability.
If you do, the weapon gains the vicious weapon special ability.

Call Blood (Vampire)

You can draw out the blood from within a nearby living
creature, draining the creature’s life force from afar.
Prerequisites: Vampire’s Bite, cruomancer level 6%.
Benefit: As a full-round action, you can force a single living
creature within 30 feet to succeed on a Fortitude save (DC 10
+1/2 your cruomancer level + your Charisma modifier), or
suffer 1 point of Constitution damage. For every 4 points of
Constitution damage inflicted in this way, you gain a single
blood point. Only Constitution damage inflicted to the same
creature in consecutive rounds is counted for the purposes
of this ability (for example, inflicting 2 points of Constitution
damage on one target, and then inflicting 2 points of
Constitution damage on another target several minutes later
would not cause you to gain 1 blood point).

Calming Mist (Aromatic, Vampire)
When you transform into a cloud, the mists that you become
carry a soothing scent that causes creatures to lower their



defenses.

Prerequisites: Misty Cloud, cruomancer level 7.

Benefit: Whenever you use the Misty Cloud feat to take the
form of a cloud of mist, you can spend 1 additional blood
point. If you do, then any creature that enters or begins its
turn in a square you occupy must succeed on a Fortitude
save (DC 10 + 1/2 your cruomancer level + your Constitution
modifier) or be lulled into a false sense of security. Such
creatures suffer a -5 penalty on Perception checks and

on Initiative rolls. Further, affected creatures suffer a -2
penalty to AC and Will saves. These effects last for as long
as the creature remains in a square that you occupy, plus an
additional minute thereafter.

Claws of the Vampire (Vampire)

You are able to call on your vampiric power to twist your
hands into deadly claws.

Prerequisite:Cruomancer level 1*t.

Benefit: As a swift action, by spending 1 blood point, you
can cause one or both of your hands to transform into claws,
as your fingernails grow longer and sharpen to dagger-like
points in moments. For each hand you transform into a
claw, you gain a claw primary natural attack that deals 1d4
points of slashing damage on a successful hit (for a Medium
creature). These claws are ill-suited for handling objects,
however, and you suffer a -2 penalty on attack rolls made
with held weapons, as well as on any skill or ability check
that requires fine manipulation (such as most Disable Device
checks). The effect lasts for 1 minute, or until you end it as a
swift action.

If your cruomancer level is 4 or higher, you may
spend 1additional blood point whenever you use this ability.
If you do, the claw attacks deal 1d6 points of slashing damage
(for a Medium creature) instead of the normal amount.

Cleansing Bite (Vampire)

When you drain blood from a victim, you can specifically
drain away toxins in their blood.

Prerequisite: Vampire’s Bite.

Benefit: You can attempt to drain toxins from a creatures’
blood by feeding on them, cleansing their blood in the
process. Whenever you use the Vampire’s Bite feat on a
creature that is currently suffering from a disease, poison,
or other blood-borne affliction, you can use this ability
instead of gaining the normal benefits of the Vampire’s Bite
feat. If you do, the target still suffers Constitution damage,
as normal, but may make a new saving throw to resist any
poisons, diseases, or similar blood-borne afflictions from
which he is suffering. Further, he gains a +5 bonus on this
saving throw. Multiple uses of this ability on the same
subject within the same 24-hour period allow the target
additional saving throws, and the bonus on such saving
throws increases by +2 for each successive attempt (the
subject suffers Constitution damage each time, as normal).
If the affliction from which the target is suffering is one that
can affect you, you are exposed to it, and must make the
appropriate saving throw to avoid being affected.

Cloak of the Night (Vampire)

You can rely on the power of darkness to shroud and protect
you from your foes.

Prerequisite: Grace of the Night or Strength of the Night.
Benefit: The miss chance you gain from concealment as a
result of being in dim light or darkness is increased by 1% per
cruomancer level you possess.

Coffin Prison (Vampire)

You can trap your victims in coffins you have specially
prepared, saving them for later use.

Prerequisites: Coffin Shroud, cruomancer level 9.

Benefit: By performing a special ritual, you can imbue

a coffin that you affected with the Coffin Sleeper feat,
transforming it into a magical prison. This ritual requires
inscribing additional mystic runes on the inside of the coffin
with your own blood, a process which requires 1 hour to
perform and the expenditure of 1 blood point. Once the ritual
has been performed, the coffin loses the benefits of the Coffin
Sleeper feat, but gains a number of other properties.

The affected coffin is constantly locked, as though
by the spell arcane lock. The coffin unlocks automatically
at your touch, and you can suppress or resume the locking
effect as a swift action, regardless of your distance from the
coffin. Additionally, any creature within the coffin at the
time that the coffin is closed is affected as though by the
temporal stasis spell (no save), with one exception: while the
creature does not age, he gains the benefits of rest, allowing
him to recover hit point and/or ability score damage while
imprisoned within the coffin.

Coffin Rebirth (Vampire)

Should you die, you are reborn in your coffin, though you are
permanently scarred by the experience.

Prerequisites: Coffin Sleeper, revenant, cruomancer level
oth,

Benefit: If you are destroyed, you are reborn in the nearest
coffin that you have affected with the Coffin Sleeper feat 1d4
days later. When you are reborn in this way, you permanently
gain an additional major weakness that you do not already
possess from among the options on the list of available major
weaknesses for the revenant template. If this would cause
you to have 5 or more major weaknesses, the rebirth fails,
and you remain destroyed. You are reborn without any of
your possessions, which remain in the place where you were
destroyed, unless they are otherwise moved. Weaknesses
gained as a result of this feat can be removed only by a wish
or miracle spell, at a rate of one weakness removed per wish
or miracle spell cast. Removing a weakness in this way with

a miracle spell requires the expenditure of 25,000 gp in
powdered diamond.

Coffin Restoration (Vampire)

If'you are placed within your specially-prepared coffin, you can
be restored from the brink of death.

Prerequisites: Coffin Sleeper, revenant, cruomancer level
7,

Benefit: While resting in a coffin that you affected with the
Coffin Sleeper feat, you regain hit points at a rate of 1 point
per minute. This functions even if you have been reduced to
o or fewer hit points, as long as your body is still more or less



intact. Additionally, whenever you rest in such a coffin for a
full eight hours, you are immune to the effects of the blood
dependence revenant weakness for 24 hours. Days in which
you do not expend blood points to sustain yourself as a result
of this feat do not count towards the penalties for the blood
dependence weakness.

Coffin Shroud (Vampire)

The privacy of your coffin sanctum is ensured supernaturally.
Prerequisites: Coffin Sleeper, cruomancer level 7.
Benefit: By performing a special ritual, you can imbue a
coffin that you affected with the Coffin Sleeper feat with

a variety of potent security effects. This ritual requires
inscribing additional mystic runes on the inside of the coffin
with your own blood, a process which requires 3 hours to
perform and the expenditure of 5 blood points. Once the
ritual has been performed, the coffin remains affected
indefinitely, though if you perform the ritual on another
coffin, the first coffin loses all benefits from this feat.

The affected coffin is constantly locked, as though
by the spell arcane lock. The coffin unlocks automatically
at your touch, and you can suppress or resume the locking
effect as a swift action, regardless of your distance from the
coffin. Additionally, the coffin, as well as the surrounding area
within a number of feet of the coffin equal to five times your
cruomancer level (to a maximum of a 100-foot-radius at 20t
level) cannot be perceived by spells of the scrying subschool,

and spells such as locate creature or locate object cannot find
creatures or objects that are within this area.

Coffin Sleeper (Vampire)

You learn how to gain power from sleeping in a coffin or
similar container.

Prerequisites: Undead, cruomancer level 1.

Benefit: You learn the secrets of turning a coffin or similar
item (such as a bier, sarcophagus, etc.) into a personal
sanctum that grants you power. In order to do so, you must
perform a special ritual in which you inscribe several mystic
runes upon the inside of the coffin with your own blood. This
takes 1 hour to perform and requires that you spend 1 blood
point.

Whenever you rest for 8 hours within a coffin that
has been specially prepared in this way, you heal 3 hit points
per Hit Dice you possess, instead of the normal amount that
you would gain from resting. Additionally, if you choose,
you can enter a state of suspended animation while in your
coffin. If you do so, you determine when you enter the state
how long you wish to remain that way. You are then placed in
a state of suspended animation, as the spell temporal stasis,
until the chosen amount of time has passed, or until your
coffin is opened or destroyed, in which case the effect ends
immediately.

Coffins that you prepare in this way are mystically
linked to you, personally, and cannot be used by other



characters in this way. Any given coffin can only be linked

to a single creature in this way at any given time. Further, as
long as you remain linked to the coffin, whenever the coffin is
dealt damage, you suffer an equal amount of damage, of the
same type. Apply the object’s hardness, as well as any special
weaknesses or defenses you possess, when determining how
much damage you suffer (for example, if someone dealt 10
points of fire damage to your coffin, after hardness, you would
suffer 10 points of fire damage. If you had fire resistance 5, you
would suffer only 5 points of fire damage, whereas if you were
vulnerable to fire, you would suffer 15 points of fire damage,
etc.). You can safely sever the bond between yourself and

a coffin you have affected with this feat through a special
ritual that takes 10 minutes to perform, and requires physical
contact with the coffin.

Coffin Transformation (Vampire)

You can transform creatures imprisoned in your coffins into
revenants.

Prerequisites: Coffin Prison, cruomancer level 11,
Benefit: You can perform a special ritual upon a coffin that
you have prepared with the Coffin Prison feat, and which
currently contains a living, humanoid creature. This ritual
requires 8 hours to perform, and the expenditure of 7 blood
points. At the end of the ritual, the creature within the coffin
transforms into a revenant, gaining the revenant template.
You do not gain any direct control over the new revenant,
but there is a subtle bond between the two of you, which
you can exploit to a limited extent. The new revenant feels a
strong but subtle compulsion to do as you ask, and is treated
as having an attitude of friendly for the purposes of making
requests of him, even if his actual attitude towards you is
notably worse.

Deadly Vampire Claws (Vampire)

Your claws are particularly razor-sharp and dangerous.
Prerequisites: Claws of the Vampire, cruomancer level 8,
Benefit: Whenever you use the Claws of the Vampire feat,
you may spend 1 additional blood point. If you do, the claws
granted by that feat have a critical threat range of 19-20.
Apply this change before effects such as the keen special
weapon ability or the Improved Critical feat.

If your cruomancer level is 12 or higher, you may
spend an additional 1 blood point whenever you use this
ability. If you do, the claws granted by the Claws of the
Vampire feat have a critical multiplier of x3, instead of x2.

Empowering Mist (Aromatic, Vampire)

When you transform into a cloud, the mists that you become
are infused with negative energy, empowering any undead
creatures within.

Prerequisites: Misty Cloud, cruomancer level nt.

Benefit: Whenever you use the Misty Cloud feat to take the
form of a cloud of mist, you can spend 2 additional blood
points. If you do, then any undead creature that enters or
begins its turn in a square you occupy gains a +4 profane
bonus to each of its ability scores, and fast healing equal

to 1/3 your cruomancer level (rounded down, minimum

1). These effects last for as long as the creature remains in

a square that you occupy, plus an additional 1d4 rounds
thereafter.

Eyes of the Damned (Vampire)

You can see perfectly in even supernatural darkness, and can
grant this ability to others.

Prerequisite: Shroud of the Night.

Benefit: You can see perfectly in darkness of any sort,
including supernatural darkness. This is not darkvision, and
extends to the full range of normal sight, and also allows
you to distinguish colors (although everything appears to
be different shades of black, you can still make out and
recognize individual colors).

Additionally, as a move action, by spending 1 blood
point, you can touch another creature to grant it this vision
for 1 hour. When your cruomancer level reaches 4, and
every three cruomancer levels thereafter, you can affect an
additional creature each time you use this ability.

Fortified Coffin (Vampire)

Your coffin is particularly hard to damage, and you are
exceptionally well-protected while within it.

Prerequisites: Coffin Sleeper, cruomancer level 5.
Benefit: Any coffin you have affected with your Coffin
Sleeper feat has a hardness equal to 5 + your cruomancer
level, and an amount of resistance to acid, cold, electricity,
and fire equal to 5 + 1/2 your cruomancer level. Finally, while
you are within such a coffin, as long as the coffin remains
closed, you gain an amount of spell resistance equal to 15 +
your cruomancer level.

Grace of the Night (Vampire)

Your dexterity waxes and wanes with the darkness.
Prerequisite: Cruomancer level 1*.

Benefit: As long as you are in an area of darkness or less
light, you gain a +2 enhancement bonus to your Dexterity
score. This bonus is lost if you ever enter an area of dim or
brighter light, and does not return until you are in an area
of darkness or less light again. You are actually weakened by
light, and whenever you are in an area of normal or brighter
light, you suffer a -2 penalty to your Dexterity score.

When your cruomancer level reaches 8, the bonuses
and penalties from this feat increase to 4, and when your
cruomancer level reaches 12, the bonuses and penalties
increase to 6.

Greater Call Blood (Vampire)

You can drain blood from your victims at a range with
alarming speed and efficiency.

Prerequisites: Improved Call Blood, cruomancer level 16,
Benefit: As a full-round action, you can force a single living
creature within 30 feet to succeed on a Fortitude save (DC 10
+1/2 your cruomancer level + your Charisma modifier), or
suffer 1d6 points of Constitution damage. For every 2 points
of Constitution damage inflicted in this way as part of a single
use of this ability, you gain a single blood point. This ability
is particularly draining for you to use, and you must wait at
least 1 minute between uses of this ability.
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Greater Claws of the Vampire (Vampire)

Your vampiric claws move with an unearthly speed, allowing
you to deliver an inhuman number of blows with them.
Prerequisites: Improved Claws of the Vampire, base attack
bonus +11.

Benefit: Whenever you use the Claws of the Vampire feat,
you may spend 2 additional blood points. If you do, for as
long as you have the claws granted by that feat, whenever you
use the full attack action, you can make a second and third
attack with each of those claws. Second attacks made in this
way suffer a -5 penalty, and third attacks made in this way
suffer a -10 penalty. This ability cannot be used in conjunction
with the Improved Claws of the Vampire feat.

Improved Call Blood (Vampire)

You can drain blood from your victims at a range with greater
efficiency.

Prerequisites: Call Blood, cruomancer level nt.

Benefit: As a full-round action, you can force a single living
creature within 30 feet to succeed on a Fortitude save (DC

10 + 1/2 your cruomancer level + your Charisma modifier),

or suffer 1d3 points of Constitution damage. If you inflict at
least 2 points of Constitution damage in this way, you gain a
single blood point. This ability is particularly draining for you
to use, and you must wait at least 3 rounds after using this
ability before you can use it again.

Improved Claws of the Vampire (Vampire)

Your vampiric claws move with an incredible speed, allowing
you to make more attacks with them each turn.
Prerequisites: Claws of the Vampire, base attack bonus +6.
Benefit: Whenever you use the Claws of the Vampire feat,
you may spend 1 additional blood point. If you do, for as long
as you have the claws granted by that feat, whenever you use
the full attack action, you can make a second attack with each
of those claws. These secondary attacks suffer a -5 penalty.

Improved Mist Form (Vampire)

While in mist form, you are even more difficult to harm.
Prerequisites: Mist Form, cruomancer level 15,

Benefit: Whenever you use the Mist Form feat, you can
spend an additional 2 blood points. If you do, then you suffer
no damage from non-magical sources, and suffer only 1/3 the
normal amount of damage from magical sources (including
magic weapons and spells that deal hit point damage),
instead of the amounts listed in the Mist Form feat.

Improved Misty Cloud (Vampire)

When you transform into a cloud, you can take the form of a
cloud of exceptional size.

Prerequisite: Misty Cloud.

Benefit: Whenever you use the Misty Cloud feat, your space
increases to 15 feet, instead of 10 feet.

If your cruomancer level is 12 or higher, you can
spend an additional 2 blood points when you use this ability.
If you do, your space increases to 20 feet, instead.

If your cruomancer level is 18 or higher, you can
spend an additional 4 blood points when you use this ability.
If you do, your space increases to 30 feet, instead.

Master Claws of the Vampire (Vampire)

Your vampiric claws are swift enough to allow you to slice
your opponents to ribbons in moments.

Prerequisites: Greater Claws of the Vampire, base attack
bonus +16.

Benefit: Whenever you use the Claws of the Vampire feat,
you may spend 3 additional blood points. If you do, for as
long as you have the claws granted by that feat, whenever you
use the full attack action, you can make a second, third, and
fourth attack with each of those claws. Second attacks made
in this way suffer a -5 penalty, third attacks made in this way
suffer a -10 penalty, and fourth attacks made in this way suffer
a -15 penalty. This ability cannot be used in conjunction with
the Improved Claws of the Vampire or Greater Claws of the
Vampire feats.

Mist Form (Vampire)

You can transform your body into a smoky blue vapor,
allowing you to travel freely and avoid harm.

Prerequisite: Cruomancer level 5.

Benefit: As a standard action, by spending 3 blood points,
you can turn your body to mist. This functions as the spell
gaseous form, with a few exceptions. You gain a fly speed of
20 feet, with perfect maneuverability, instead of the normal
fly speed. Instead of gaining DR 10/magic, you suffer only 1/5
the normal amount of damage from non-magical attacks,
and only 1/2 the normal amount of damage from magical
attacks (including attacks made with magic weapons, attacks
that bypass DR/magic, and spells, spell-like abilities, and
supernatural abilities that inflict hit point damage). In both
cases, the amount of damage you take is rounded up. Finally,
when exposed to moderate winds (11+ mph), you suffer 1d4
points of damage per round, and in strong winds (21+ mph)
you suffer 3d4 points of damage per round, instead.

Mist-Wrapped (Vampire)

You are constantly surrounded by a misty vapor, and can
summon most powerful mists at will.

Prerequisite: Cruomancer level 1*.

Benefit: You are constantly wreathed in knee-high mist
which swirls mysteriously as you walk, and curls menacingly
about your body when you stand still. This does not interfere
with combat in any way, but does grant a +2 bonus on
Intimidate checks. You can suppress or resume this effect as a
move action.

Additionally, as a standard action, by spending 1
blood point, you can wrap your entire body in mists. This
functions as obscuring mist, except that the mist moves with
you if you move.

Finally, you can summon lesser mists which cover a
larger area. As a standard action, by spending 1 blood point,
you can create a cloud of mist 1 foot high in a 50-foot-radius
centered on you. This mist does not move with you, and does
not interfere with combat, but may obscure certain terrain
elements (such as pits, traps, etc.). Further, this supernatural
mist is unsettling, and imposes a -1 penalty on saving throws
made to resist fear effects.



Misty Cloud (Vampire)

When you take the form of mist, you can become a large
cloud, rather than maintaining your own shape.
Prerequisite: Mist Form.

Benefit: Whenever you use the Mist Form feat, you can
choose to disperse into a larger cloud of mist, rather than a
smoky version of yourself. If you do, your space increases to
10 feet (for a Medium creature). Additionally, the squares that
you occupy obscure vision, including darkvision. A creature
within your area has concealment (20% miss chance) from
adjacent creatures, and total concealment from creatures
further away.

Misty Cocktail (Vampire)

While in mist form, those who breathe your swirling vapors
are affected in myriad ways.

Prerequisites: Misty Cloud, any two aromatic feats,
cruomancer level nt.

Benefit: You can apply the effects of up to two aromatic feats
each time you use the Misty Cloud feat. You must spend the
necessary blood points for each aromatic feat separately.
Normal: Normally, you can only benefit from one aromatic
feat at any given time.

Necrify Blood (Vampire)

You can taint the blood of humanoid creatures, potentially
causing them to become revenants.

Prerequisites: Call Blood, cruomancer level 1.

Benefit: As a full-round action, by spending 7 blood points,
you can alter the blood of a single living humanoid creature
within 60 feet of you, causing some or all of his blood to
fester and rot, and possibly eventually transforming him
into a revenant. The target is entitled to a Fortitude save (DC
10 + 1/2 your cruomancer level + your Charisma modifier)

to negate this effect. Otherwise, he suffers 1d3 points of
Constitution damage, and is afflicted with the Red Hunger
disease.

RED HUNGER

Type disease, special; Save Fortitude (DC varies)

Onset 1day; Frequency 1/day

Effect 1d2 Con. Consuming at least 5 ounces of blood from
another humanoid creature grants a +2 bonus on saving
throws to resist the disease’s effects for 24 hours. Creatures
whose Constitution scores are reduced to o as a result of this
disease rise as revenants after 1d4 days.; Cure 2 consecutive
saves.

Noxious Mist (Aromatic, Vampire)

When you transform into a cloud, the mists that you become
carry the sickening stench of the grave.

Prerequisites: Misty Cloud, cruomancer level 7.

Benefit: Whenever you use the Misty Cloud feat to take the
form of a cloud of mist, you can spend 1 additional blood
point. If you do, then any creature that enters or begins its
turn in a square you occupy must succeed on a Fortitude
save (DC 10 + 1/2 your cruomancer level + your Constitution
modifier) or be sickened for as long as they continue to share
a space with you, and for 1 round thereafter. Creatures that
fail this saving throw by 5 or more are nauseated for 1 round,
and then sickened, as normal.

If you also have the Plaguebringer feat, then you may
also expose any creature affected by this ability to one of the
diseases that you are currently carrying (if any).

Plaguebringer (Vampire)

You are better able to control your body’s response to diseases.
Prerequisite: Revenant.

Benefit: You can be a carrier for more than one disease at a
time. You can maintain a number of separate diseases at any
one time equal to 1 + 1/3 your cruomancer level (rounded
down, minimum 2). If you are exposed to a disease when you
are already carrying the maximum number of diseases, you
choose which disease to lose. Whenever you would expose

a creature to a disease as a result of being a carrier, you can
choose which of the diseases that you are carrying the target
is exposed to, or you can choose not to expose them to any
disease at all. Finally, you gain a +2 bonus on Fortitude saves
made to resist diseases that specifically affect revenants.
Normal: Normally, you can only carry one disease at a time,
and you cannot choose not to spread it.

Plaguelord (Vampire)

The diseases that you carry are particularly virulent.
Prerequisite: Plaguebringer.

Benefit: The saving throw DC for diseases that you are
carrying is equal to 10 + 1/2 your cruomancer level + your
Constitution modifier, or their normal DC, whichever is
higher. Additionally, any onset period for such diseases

mn
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that is measured in days is instead measured in hours (the
frequency remains the same). Finally, the bonus on Fortitude
saves granted by the Plaguebringer feat increases to +4.

Quicken Blood (Vampire)

You use the power of your own blood to reach out to that of
another, quickening his heart and speeding the flow of blood
through his veins.

Prerequisite: Call Blood.

Benefit: As a standard action, by spending 1 blood point,
you can cause the pulse of a living creature within 60 feet to
quicken. This has a number of effects. First, the target gains a
+2 morale bonus to his Strength, Dexterity, and Constitution
scores. He also gains a +4 morale bonus to initiative, and, if
he is currently in combat, his place in the initiative order is
adjusted accordingly. Further, he gains a +2 morale bonus on
all Acrobatics, Climb, Escape Artist, Perception, and Stealth
checks. Finally, he suffers a -4 penalty on saving throws made
to resist fear effects. These benefits and drawbacks last for 1
minute. At the GM’s discretion, some characters under the
effects of this ability may behave more erratically or make
decisions that they might not otherwise make, as their fight-
or-flight instincts are brought to the fore.

Resilient Shadow (Vampire)

Your shadow is able to exist in areas with less light.
Prerequisite: Shadow Servant.

Benefit: Whenever you use the Shadow Servant feat, your
shadow can exist in dim light, in addition to the light levels it
can normally exist at. Your shadow still cannot exist in areas
of darkness or less light.

Shadow Animation (Vampire)

Your shadow can grant dark life to the dead.

Prerequisites: Shadow Servant, cruomancer level 7.
Benefit: While using the Shadow Servant feat, if your
shadow is adjacent to the corpse of a Large, Medium, or Small
humanoid creature, you can spend 1 blood point to have

your shadow merge with the corpse’s shadow, allowing you

to control the corpse like a puppet. The corpse is animated

as a skeleton or zombie (at the GM’s discretion, depending
on the state of the body). You see what it sees, and can direct
its actions mentally, as the Shadow Servant feat. Because the
corpse has a physical form, unlike your shadow servant, you
can direct it to attack other creatures, manipulate objects,
and so on. Anything that would end the shadow servant
effect, including being in dim light or darkness, also ends this
control, causing the skeleton or zombie to return to being

a lifeless corpse. If the skeleton or zombie is destroyed, you
cannot use this ability on the corpse again for 24 hours, but
your shadow servant effect is not necessarily ended.

Shadow Servant (Vampire)

You can channel your consciousness into your shadow,
animating it independently of your body.

Prerequisites: Shroud of the Night, cruomancer level 5.
Benefit: As a full-round action, by spending 1 blood point,
you can animate your own shadow, allowing you to control
it independently of your actual body. You can move your
shadow at a speed of 30 feet, but it cannot travel more
than 50 feet per cruomancer level away from your body

(to a maximum of 1,000 feet at 20" level). It is completely
insubstantial, and cannot interact with other creatures or
objects, nor can it be interacted with. The shadow can only
exist in areas of normal or bright light, and if it enters an
area of dim or less light, the effect ends immediately. Because
the shadow is effectively two-dimensional, it can squeeze
through even tiny cracks, potentially allowing it to reach
locations that your physical body cannot. While controlling
your shadow in this fashion, you can see and hear as though
you were in the shadow’s location, but you are unaware of
your body’s surroundings, and cannot see or hear normally,
nor can you act in any way other than to move the shadow.
You are not considered helpless, however.

While using this ability, you do not cast a shadow.
Any creature can notice your lack of shadow with a successful
Perception check (DC 15). Similarly, while you are animating
your shadow, any creature can notice the shadow moving
without any apparent source with a successful Perception
check (DC 10). For every 2 ranks of Stealth you possess, these
DCs increase by +1. Just because a creature notices your
shadow does not mean that they can identify the shadow as
belonging to you.

You can end the effect at any time as a full-round
action, at which point your shadow returns to your body
immediately (regardless of distance) and ceases to be
animated. The effect can also be ended by a dispel magic
spell, or similar, cast on either your body or your shadow, or
by any effect or action that causes your shadow to be in an
area of dim or less light. You cannot use this ability while you
are in an area of dim or less light.

Shadow Stride (Vampire)

You can merge your physical body into your shadow, allowing
you to travel in shadow form.

Prerequisites: Shadow Servant, cruomancer level gt.
Benefit: Whenever you use the Shadow Servant feat, you
can spend an additional 3 blood points. If you do, your
physical body melds into your shadow, effectively ceasing

to exist for as long as the effect remains in place. When the
effect ends (either because you choose to end it, or because
it is dispelled, or because your shadow enters an area of dim
or less light) your body reforms in whatever location your
shadow was in when the effect ended. If there is not enough
room for you in that location, you are shunted to the nearest
location where there is room for you, and suffer 1d6 points of
damage for every 50 feet you are shunted in this way.

Shadow Survivor (Vampire)

Even if your body is slain, you may be able to reform from your
shadow.

Prerequisites: Shadow Stride, cruomancer level n.
Benefit: You can use your Shadow Servant feat even when
you are currently unconscious as a result of being reduced
to o or fewer hit points. Doing so costs you 2 blood points,
instead of 1. Additionally, if your body is completely
destroyed for any reason, then in the split second before
destruction, you can spend 5 blood points to animate

your shadow and cause it to flee your body. This functions
identically to the Shadow Servant feat, except that you have
no body to return to, and as such can travel wherever you
like, without having to remain within a certain range of your



body. However, if the Shadow Servant effect would end for
any reason (such as by entering an area of light in which it
cannot exist), you are completely destroyed. If you manage to
maintain the Shadow Servant effect for three full days, then
your body reforms around your shadow, and you are returned
to life.

Shroud of the Night (Vampire)

You can surround yourself with darkness and shadows at a
whim.

Prerequisite: Cruomancer level 3%.

Benefit: As a standard action, by expending 2 blood points,
you can shroud yourself in darkness. This function as the
spell darkness, except that it is always centered on you, and
moves with you, and the effect only lasts for a number of
rounds equal to your cruomancer level. You can always see
perfectly within this effect’s area. Darkness created by this
ability does not prevent you from suffering negative effects
from sunlight.

If your cruomancer level is 5 or higher, you can spend
1additional blood point whenever you use this ability. If you
do, the radius of the effect increases to be equal to 5 feet per
cruomancer level you possess.

Slumber Mist (Aromatic, Vampire)

When you transform into a cloud, the mists that you become
carry a sweet, calming scent that induces slumber.
Prerequisites: Misty Cloud, cruomancer level 11",

Benefit: Whenever you use the Misty Cloud feat to take the
form of a cloud of mist, you can spend 2 additional blood
points. If you do, then any creature that enters or begins its
turn in a square you occupy must succeed on a Fortitude
save (DC 10 + 1/2 your cruomancer level + your Constitution
modifier) or become exhausted for 1 minute, after which he
is fatigued for 1 hour. Creatures that fail this saving throw by
5 or more fall unconscious for 1 hour, instead (such creatures
can still be awakened by normal means, but suffer double
the normal penalty to Perception checks while sleeping as

a result of this ability). Even if a creature succeeds on this
saving throw, he is fatigued for 1d4 rounds.

Spoil Blood (Vampire)

You can temporarily suppress the life essence within a
creature’s blood, preventing cruomancers from gaining power
by drinking it.

Prerequisites: Call Blood, cruomancer level 9.

Benefit: As a standard action, by spending 1 blood point,
you can alter the blood of a living creature within 6o feet,
rendering their blood unfit for vampiric consumption. This
has no effect on the target, but any creature that attempts

to consume the target’s blood in any way (whether with the
Vampire’s Bite feat, the Call Blood feat, or other means) does
not gain any blood points as a result of doing so. This effect
lasts for 24 hours, but you can end it at any time as a move
action.

Strength of the Night (Vampire)

Your strength waxes and wanes with the darkness.
Prerequisite: Cruomancer level 1*.

Benefit: As long as you are in an area of darkness or less

light, you gain a +2 enhancement bonus to your Strength
score. This bonus is lost if you ever enter an area of dim or
brighter light, and does not return until you are in an area
of darkness or less light again. You are actually weakened by
light, and whenever you are in an area of normal or brighter
light, you suffer a -2 penalty to your Strength score.

When your cruomancer level reaches 8, the bonuses
and penalties from this feat increase to 4, and when your
cruomancer level reaches 12, the bonuses and penalties
increase to 6.

Vampiric Swarm Form (Vampire)

You can transform your shape into that of a swarm of
creatures.

Prerequisites: Greater Beast Traits (bat, rat, snake, or
spider), Vampiric Beast Form, cruomancer level 7.

Benefit: As a standard action, by spending 3 blood points,
you can take the form of a swarm of creatures. The exact type
of creatures depends on which creature(s) you selected when
you gained the Greater Beast Traits feat, as outlined on the
table below.

Table 1-2: Vampiric Swarm Form

Beast Swarm
Bat Bat swarm
Rat Rat swarm

Snake Snake swarm'

Spider Spider swarm

1. Non-venomous. See Pathfinder Bestiary 3.

This functions as beast shape 111, except that you
also gain swarm traits, and your size increases to 10 feet, with
a reach of o feet. You gain the appropriate swarm attack for
the swarm you transform into, and also gain the following
abilities, if you transform into the appropriate swarm: disease
(rat swarm), poison (spider swarm), or wounding (bat
swarm). The saving throw DCs of any poisons or diseases
associated with these abilities is equal to 10 + 1/2 your
cruomancer level + your Constitution modifier, instead of the
normal DC.

Vein of Empathy (Vampire)

Once you have tasted the blood of a creature, you can forge an
empathic bond with them.

Prerequisite: Call Blood.

Benefit: As a standard action, by spending 1 blood point, you
can forge a one-way empathic bond with a single creature
whose blood you have consumed within the last week.

This bond allows you to identify the direction and relative
distance to the creature’s current location at any given time,
and also allows you to get a general sense of the target’s
mood, but does not allow you to learn the target’s thoughts,
or anything nearly so specific. Finally, this empathic link
imposes a -2 penalty on saving throws made to resist spells,
spell-like abilities, and supernatural abilities that you use on
the target. This empathic link has a maximum range of 1 mile
per cruomancer level you possess, and lasts for a number of
hours equal to your cruomancer level.
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New Prestige Classes

The following section presents three new prestige
classes that make use of cruomancy rules, and allow
characters to specialize in a more in-depth fashion in some
of the themes highlighted in this book. Each of these prestige
classes is designed to represent a particular vampiric lineage,
or family line, and a character must have that heritage in
order to take levels in the class. While players should be
free to declare that their character is related to one of the
three bloodlines listed here, it would be exceptionally rare
for a character to belong to more than one, making it all but
impossible for a character to have levels in more than one
of these prestige classes. They are presented in alphabeitcal
order.

Borsiviak Scion

Blood is everything. Not just to ones such as us,
but to all living creatures. Blood is the water of life, which
nourishes and strengthens all living creatures. It is from the
blood that a creature draws its life force, and our kind survives
by consuming this life force from the blood, and thrive by
harnessing its power to serve our needs. But for a few of us,
there are secrets in the blood that are not available to lesser
revenants. For scions of the Borsiviak line, there are ways
in which blood can be manipulated or controlled that make
us seem to other revenants as they, themselves, are to mere
mortals.

~Baron Edmund Borsiviak, Borsiviak Scion.

Borsiviak scions are revenants who can trace their
undead bloodline back to Samuel Borsiviak, a powerful and
infamous revenant who achieved an incredible mastery over
blood and its physical and metaphysical properties. Borsiviak
scions tap into this quasi-familial connection in order to
unlock vampiric powers not available to other revenants. The
Borsiviak bloodline courses with a natural affinity for blood
magic, and the blood of a Borsiviak who is properly trained
can be manipulated to perform a number of incredible feats.
Particularly powerful Borsiviak scions can even control the
blood of other creatures, and through it, control the creatures
themselves.

Making a Borsiviak Scion

Borsiviak scions are always cruomancers, and many
of them have a spellcasting background, as well. Most
Borsiviak scions were revenant occultists or revenant scourges
before taking the prestige class, but it is not unheard of for
a non-spellcaster to become a Borsiviak scion, and some
revenant bloodletters and revenant infiltrators are found
amongst their ranks. Borsiviak scions are not ideally suited
for melee combat, but they are able to hold their own in such
a position, and can use their blood vengeance class feature
to punish those who would attack them in melee. Generally,
however, a Borsiviak scion will fill whatever role in the party
that he filled before becoming a Borsiviak scion.

Requirements

To qualify to become a Borsiviak scion, a character
must fulfill all the following criteria.

Cruomancer Level: 7.

Skills: Spellcraft 7 ranks.

Feats: Blood Dart and either Bloody Armor or
Bloody Weapon.

Ability Scores: The saving throw DCs of a Borsiviak
scion’s various class features are all Constitution-based, so a
high Constitution makes the Borsiviak scion’s powers more
difficult to resist. Since most Borsiviak scions are spellcasters,
they will also benefit from ensuring that their primary
spellcasting ability score (as determined by their original
spellcasting class) is high. If the Borsiviak scion intends
to fight in melee, he will benefit from high Strength and
Dexterity scores, but these are generally less important if he
can rely on allies or minions to protect him while he focuses
on using his blood magic.

Alignment: As revenants, it is very unusual for a
Borsiviak scion to be good-aligned, and the majority are evil-
aligned. This has less to do with their particular bloodline,
and their decision to tap into it, than it does with their
nature as undead who must prey on the living to survive,



Table 2-1: Borsiviak Scion

Base Bonus

Attack Fort Ref Will Blood

Level Bonus Save Save Save Special Spells Per Day Points
1st +0 +1 +0 +1  Blood minion - 1
2nd +1 +1 +1 +1  Bonus feat +1 level of existing spellcasting class 3
3rd +2 +2 +1 +2  Bloody vengeance +1 level of existing spellcasting class 4
4th +3 +2 +1 +2  Bloody eruption - 6
sth +3 +3 +2 +3  Bonus feat, efficient feeding +1 level of existing spellcasting class 7
6th +4 +3 +2 +3  Animating blood +1 level of existing spellcasting class 9
7th +5 +4 +2 +4 Improved bloody vengeance - 10
8th +6 +4 +3 +4 Bonus feat +1 level of existing spellcasting class 12
oth +6 +5 +3 +5 Blood puppetry +1 level of existing spellcasting class 13
10th +7 +5 +3 +5 Bloodstorm - 15

however. In general, Borsiviak scions have a slight tendency
towards chaotic alignments over lawful ones, and are given to
occasional mood swings or abrupt changes in temper, though
this is only a slight tendency, and not something that plagues
all Borsiviak scions.

Hit Die: d8.

Class Skills

The Borsiviak scion’s class skills are Heal (Wis),
Intimidate (Cha), Knowledge (arcana) (Int), Knowledge
(nature) (Int), Spellcraft (Int).

Skill Ranks per Level: 2 + Intelligence modifier.

Class Features

All of the following are class features of the Borsiviak scion.

Weapon and Armor Proficiency: A Borsiviak scion
gains no additional weapon or armor proficiencies.

Cruomancy: For each level of Borsiviak scion
that a character gains, his cruomancer level increases by 1.
Additionally, as he gains additional levels of Borsiviak scion,
the maximum number of blood points that he can have in
his blood point pool increases, as indicated on Table 2-1: The
Borsiviak Scion.

Blood Minion (Su): As a full-round action, by
expending 3 blood points, a Borsiviak scion can create a
short-lived creature that is made of his own blood. The
blood pours from his veins and congeals to form a creature
in an adjacent square. Treat this creature as though it were
a familiar granted by the wizard’s arcane bond class feature,
except that it possesses construct immunities, as well as the
amorphous and compression universal monster abilities. The
Borsiviak scion uses his cruomancer level as his wizard level
to determine what familiar benefits the blood minion gains.

The blood minion serves the Borsiviak scion
faithfully, as though summoned by a summon monster spell,
and remains for a number of minutes equal to the Borsiviak

scion’s cruomancer level. The Borsiviak scion can choose a
different type of familiar (bat, cat, frog, etc.) each time he
uses this ability.

Spellcasting: At 2™ level, and the other levels
indicated on Table 2-1: The Borsiviak Scion, a Borsiviak
scion gains new spells per day as if he had also gained a level
in a spellcasting class he belonged to before he added the
prestige class. He does not, however, gain any other benefits a
character of that class would have gained.

If the character had more than one spellcasting class
before he became a Borsiviak scion, he must choose which
class he adds each Borsiviak scion level to for the purposes of
determining spells per day.

Alternatively, for each level at which the Borsiviak
scion would gain additional spellcasting, he can choose to
forego that benefit. For every two such levels of spellcasting
that he gives up in this way, he gains a single vampire bonus
feat of his choice for which he qualifies (a Borsiviak scion who
chooses to forego spellcasting at every opportunity will gain a
bonus feat in this way at 3¢, 6%, and 9™ levels).

Bonus Feat: At 2" level, and every three levels
thereafter, a Borsiviak scion gains a single vampire feat of his
choice for which he qualifies as a bonus feat.

Bloody Vengeance (Su): Beginning at 3™ level,
whenever a Borsiviak scion is damaged by a melee attack,
he can spend 1 blood point as an immediate action. If he
does, he can release a spray of blood from the wound, and
magically crystallize it as it leaves his body, causing a spray
of bloody crystal shards to fly in the face of his attacker,
inflicting 3d10 points of slashing damage to the attacker.

A successful Reflex save (DC 10 + 1/2 the Borsiviak scion’s
cruomancer level + the Borsiviak scion’s Constitution
modifier) halves this damage. If the attacker is more than 5
feet away (such as because he attacked with a reach weapon),
this ability has no effect.

At 4™ level, and every two levels thereafter, the
Borsiviak scion can spend 1 additional blood point. For each
additional blood point spent in this way, the amount of
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damage increases by 1d10, and the saving throw DC increases
by +1.

Bloody Eruption (Su): Beginning at 4 level, a
Borsiviak scion can cause a nearby creature’s blood to erupt
from its body in a gory fountain. As a full-round action,
the Borsiviak scion can expend 5 blood points, and choose
a single living creature within 60 feet. That creature must
succeed on a Fortitude save (DC 10 + 1/2 the Borsiviak
scion’s cruomancer level + the Borsiviak scion’s Constitution
modifier), or suffer 5d6 points of bleed damage. This bleed
damage is slightly harder to heal that normal bleed damage,
and the DC for Heal checks made to stop the bleeding
is equal to 15 + the Borsiviak scion’s cruomancer level. A
creature that succeeds on its saving throw is not affected by
this ability.

This ability can also be used to affect revenants and
other non-living creatures that rely upon blood, but it does
so somewhat differently. Instead of suffering bleed damage,
such creatures, when affected by this ability, lose blood
points at a rate of 3 per round. This loss stops automatically
when the creature is reduced to o blood points, or can be
stopped prematurely through the same means that can be
used to stop the bleed damage this ability causes in living
creatures. Revenants and similar creatures receive a +2 bonus
on saving throws made to resist this ability.

Efficient Feeding (Su): Beginning at 5% level, a
Borsiviak scion’s mastery of blood manipulation allows him
to gain more power from the same amount of ingested blood.
Whenever the Borsiviak scion gains 1 or more blood points
for any reason, he gains 1 more blood point than he otherwise
would.

Animating Blood (Su): Beginning at 6 level,
a Borsiviak scion can use his blood to bring an inanimate
object to life. In order to use this ability, the Borsiviak scion
must be adjacent to the object in question, and must spill
some of his own blood on the object, requiring that he take
a full-round action that provokes attacks of opportunity to
do so, and expend 4 or more blood points. If he does, the
object springs to life, becoming an animated object with a
number of additional construction points equal to 1/3 the
Borsiviak scion’s cruomancer level (rounded down). The
animated object obeys the Borsiviak scion’s commands, as
though summoned by a summon monster spell, and remains
animated for a number of hours equal to the Borsiviak scion’s
class level. Only objects of Medium size or smaller can be
affected, and attended objects receive a Will save (DC 10 + 1/2
the Borsiviak scion’s cruomancer level + the Borsiviak scion’s
Constitution modifier) to resist being animated in this way.

The Borsiviak scion can use this ability to animate
objects larger than Medium size, but doing so costs
additional blood points: a Large object requires 2 additional
blood points to animate, while a Huge creature requires 4
additional blood points. A Borsiviak scion cannot animate
objects larger than Huge size with this ability.

Whenever the Borsiviak scion uses this ability, he
can expend any number of additional blood points. For each
additional blood point spent in this way, the animated object
gains one additional construction point.

Improved Bloody Vengeance (Su): Beginning at
7t level, a Borsiviak scion’s bloody vengeance class feature
improves. The ability now affects all creatures in a 15-foot
cone, and the attacking creature suffers a -4 penalty to his
Reflex save to halve the damage.

Blood Puppetry (Su): Beginning at 9" level, a
Borsiviak scion can take control of a living creature’s blood,
using it to control that creature’s actions to a limited degree.
As a standard action, by spending 6 blood points, the
Borsiviak scion can choose a single living creature within
60 feet to affect with this ability. The affected creature must
succeed on a Fortitude save (DC 10 + 1/2 the Borsiviak scion’s
cruomancer level + the Borsiviak scion’s Constitution score)
or lose control of his body, as his blood begins to move in
concert with the Borsiviak scion’s wishes. For 1 round per
cruomancer level he possesses, the Borsiviak scion can spend
a standard action to concentrate on the effect, dictating
the target’s actions for that turn from among the following
options:

e Attack Nearest: If any creatures are adjacent to the
target, the Borsiviak scion chooses one of them, and
the target makes a full-attack action against that
creature with a melee weapon (or with unarmed
strikes, if no melee weapon or natural attacks are
available). Otherwise, the target charges the nearest
creature (or, if charging is impossible, moves and
then attacks the nearest creature with a melee
weapon). If the target has a ranged weapon in hand,
then he instead makes a ranged attack against the
nearest non-adjacent creature. All attacks deal lethal
damage, if possible.

e Dance: The target capers and prances in place, and
can take no other actions. The target suffers a -4
penalty to AC and a -10 penalty to Reflex saves, and
loses any shield bonus to AC. Further, its dancing
provokes attacks of opportunity from adjacent
creatures.

e Disrobe: The target begins removing everything that
it is wearing, dropping removed items on the ground
in its square. The target begins with accessories such
as rings, amulets, cloaks, boots, and so on, removing
clothing, robes, and armor last. Objects are removed
at a rate of one item per move action, except in the
case of armor, which takes the normal amount of
time to remove.

Drop: The target drops all held items and falls prone.
Run: The target takes two move actions. You choose
the path that the target takes. This movement
provokes attacks of opportunity. If this movement
would cause the target to move into a dangerous
area (such as off the edge of a cliff or into a pool of
acid), the target may make a new saving throw with
a +4 bonus. Success on this saving throw allows

the character to avoid going into the dangerous
area (stopping just short of it), and ends the blood
puppetry effect entirely.

Any turn in which the Borsiviak scion does not
spend a standard action to direct the target, the target may
act normally, but the Borsiviak scion can resume issuing
commands the following turn, until the effect ends. Creatures
without blood are immune to this effect.



This ability can also be used on any non-living
creature that has a blood point pool. Such creatures get a +4
bonus on their saving throw to resist the effect.

Bloodstorm (Su): Beginning at 10" level, a Borsiviak
scion can cause the blood to erupt from a number of nearby
creatures simultaneously, instead of one creature at a time.
As a full-round action, the Borsiviak scion can spend 12 blood
points. If he does, he affects each living creature within 20
feet of himself with his bloody eruption class feature.

Playing a Borsiviak Scion

Borsiviak scions are often more in touch with their
humanity than are most other revenants, though that doesn’t
make them any more hesitant to consume the lifeblood of
living, sentient creatures. Their mystical ability to control and
influence blood is feared and respected by revenants of all
sorts, often making it easier for a Borsiviak scion to get along
with his prey than with his peers.

Races: Nearly all Borsiviak scions are revenants, as
there are very few non-revenant cruomancers, and a strong
talent in cruomancy is necessary to be able to unlock the
powers a Borsiviak scion wields. Further, a Borsiviak scion
must possess a blood link to the bloodline’s originator,
Samuel Borsiviak, and this link almost always comes from
being made into a revenant by someone with such a link.
Historically, most Borsiviak scions were human in life, but
in recent decades, it was discovered that half-orcs and half-
elves often have a natural talent for the sort of blood magic
that Borsiviak scions wield, presumably due to their mixed
lineages, and so more members of these races have been
embraced by Borsiviaks lately.

Religion: As revenants, Borsiviak scions generally
find little of value in traditional religions, most of which
condemn the undead and would not condone or understand
the need to feed on the blood of the living. Of all revenants,
however, Borsiviak scions are among the most likely to find
another form of religion, often one devoted to a darker
deity that is more tolerant of—and sometimes even actively
supportive of —their undead nature. Worship of Nocturne
is common amongst Borsiviaks, but only slightly more so
than other, similarly evil deities. Many Borsiviaks also follow
a series of pseudo-religious practices known as The Red
Circle, which teaches that all living things are connected
through their blood, and that all blood initially flows from
the same source. Sometimes Borsiviaks pursue this spiritual
cult in addition to other religions, and sometimes it is
instead of other worship, but more Borsiviaks than not pay
at least lip service to this philosophy and its strange blood-
related rituals. In fact, it is believed that The Red Circle was
created by a Borsiviak (Red Circle adherents often claim it
was created by Samuel Borsiviak himself, but scholars agree
that this is unlikely, as there are no records of the cult until
a century or more after Samuel Borsiviak’s death), and it is
quite rare for anyone not associated with Borsiviak blood to
become involved in the cult.

Other Classes: Though they still have some
difficulty in dealing with any non-revenants, Borsiviak scions
have a tendency to be more passionate, and, by extension,

compassionate, than most other types of revenants, and so
they typically have less difficulty getting along with other
party members than do many other types of revenants. While
they still think of non-revenants as “mortals” and “prey,” they
are still able to form friendships with individuals, at which
point they stop thinking about those particular friends in
those terms. The teachings of The Red Circle, the blood cult
that many Borsiviak scions are involved with, which states
that all creatures are connected to one another by blood,

and that all blood initially flowed from the same source, also
makes it somewhat easier to see living creatures as people
and deal with them civilly, even if they would still hunt such
creatures, given the chance.

Borsiviak scions share several key traits with
sorcerers, giving them a common point of ground (on the
other hand, many Borsiviak scions find sorcerer blood
difficult to resist, which can make things more strained). A
Borsiviak scion’s religious preferences typically dictate the
way that they respond to divine spellcasters: they tend to get
on well with clerics and oracles of dark gods, and druids who
are able to envision revenants as being part of the hunter/
prey dynamic, or even the cycle of life, but they are often
violently at odds with clerics and oracles devoted to deities
who lack tolerance for the undead, as well as druids who see
revenants as being against the natural order.

Borsiviak Scions in the World

We had him surrounded, which was probably our
first mistake. We had been hunting the vampire for weeks,
and it hadn’t dawned on us that perhaps he might have
realized he was being followed. When we tracked him to a
narrow alleyway, we saw our chance, and took it. We had six
or seven of the city guard with us, plus Master Silvas himself,
who had personally slain over a dozen vampires in his time.
My job was simply to read out The Prayer of Dawn, which
was supposed to weaken the vampire, so I stayed back as the
others closed in. He simply smirked, and, with a wave of his
hand, they all began to convulse horribly. I was frightened,
but I kept reading, even though it seemed to have no effect.
After a few moments, the guards’ skin seemed to split open
like the ground in an earthquake, and blood began to pour
out through a network of horrible cracks, as they keeled over,
one by one. Master Silvas lasted long enough to make a lunge
at the creature, but he was weak from blood loss, and fell
mid-swing. To my horror, the creature turned his eyes to me.
I closed my own eyes, waiting for the inevitable, but I simply
heard him say “Clean this up, won’t you?” and when I opened
my eyes, he was gone!

~Timothy Rose, acolyte of the Church of the Dawn

Daily Life: Borsiviak scions live like other
revenants—they feed off the living in order to prolong
their undead existence, and tend to avoid going out during
the daytime, due to their weakness to the sun. That said,
Borsiviak scions are, in many ways, more human than other
revenants, and have more strongly-developed emotional
needs for companionship and similar comforts that most
revenants leave behind. As a result, they are more likely than
other revenants to spend a good deal of their time attempting
to establish relationships with the living, and to try to fit in
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with them. A few particularly charismatic Borsiviak scions
actually attempt to develop close friendships with those
that they feed on regularly, and will often take such “feeding
concubines” as much for their companionship as for an easy
and regular source of blood.

Notables: The most famous Borsiviak scion, if
the term can be applied to him, is most certainly Samuel
Borsiviak, the progenitor of the bloodline. Little is known
of the early days of Samuel Borsiviak’s unlife, but eventually
he became an expert at preserving and enhancing the blood
of mortals, and he became quite popular in revenant circles
during this time as a provider of “distilled vitae,” which was
essentially bottled blood with particularly strong potency.
A cunning man, Samuel Borsiviak used his political clout
to play powerful revenants against one another for his own
benefit, and in so doing became quite powerful himself,
until he crossed the wrong vampire, a vengeful and powerful
woman named Illiana Solomon, who determined to make
an example of Samuel Borsiviak. She attempted to have him
publicly drained of all his blood, but found that no matter
how he was cut or punctured, or what magic was used, his
vital fluid simply refused to flow from his veins, so instead
she had him beheaded. It is rumored that she still remains in
possession of the severed head, and that if it were reclaimed
it could be used to return him to life (with a drop of blood
from his own bloodline) but all who have attempted to retake
it have never been heard from again.

One of the most influential Borsiviak scions today is
Baron Edmund Borsiviak. His title is not one granted by any
mortal kingdom, nor is it incredibly accurate, for in his lands
he is the highest authority and answers to no one, and the
territory that he claims for himself is much larger than any
single barony. Within his realm (which includes two entire
mortal kingdoms, and a portion of a third), he rules over the
revenants and other vampires, including those who are not of
his own bloodline, ruling over disputes and ensuring that his
laws (most of which serve to protect revenants from discovery
by mortals) are followed. Of course, a certain amount of his
success comes from knowing how far his words will carry
weight, and so there are some vampires within his realm
that even he avoids crossing except in particularly pressing
situations. While the baron demands discretion from those
in his realm, to avoid confrontation with mortals, in private
he is quite fond of elaborate luxuries and shows of wealth and
power, and hosts numerous extravagant soirées throughout
the year. He is also something of a shameless nepotist, openly
favoring members of Borsiviak blood for appointments
throughout his realm.

Organizations: While there is little in the way of a
formal organization amongst the various progeny of Samuel
Borsiviak, the clan is generally somewhat more tight-knit
than many other vampiric bloodlines, and members often
keep close tabs on one another, actually viewing each other
as something of an extended family, and generally behaving
as such. A Borsiviak scion can generally expect to be able to
count on others of his bloodline for small favors, hospitality,
and kindness, to a certain extent, although he can also expect
his various relatives to come calling for similar favors of their
own, with the expectation that reasonable aid be rendered.

The Brotherhood of the Red Circle is a religious
order devoted to the teachings of the mystical path of the

Red Circle, a faith common among Borsiviak scions, and

not very popular outside their ranks. This “blood cult,” as

its detractors refer to it, is made up almost exclusively of
Borsiviak’s descendants, and often involves itself in the affairs
of Borsiviak scions. According to the brotherhood, all who
practice the blood magic inherent to the Borsiviak line must
follow the Red Circle, and it is heresy for the magic to be
used by an unbeliever. For the most part they are unable to
effectively police this claim, as there are far more Borsiviak
scions than there are members of the brotherhood, but when
particularly egregious offenders come to the order’s attention,
such “heretics” must be careful to protect themselves, lest
they face the order’s wrath.

NPC Reactions: With the exception of those who
are very well-informed about vampires and revenants,
Borsiviak scions are treated much the same as any other
revenant—which is, they are viewed with fear and suspicion
by the average commoner, if not with outright hostility.
Among other revenants, Borsiviak scions are the subject of
quite a bit of gossip and superstition, as their blood-related
powers are not very well understood. Many revenants wonder
what sort of power a Borsiviak might be able to exert over
their own blood, and whisper amongst themselves about
such things, and the dangers of this particular bloodline.
Shaedross scions criticize them for their more humanistic
attitudes, and Borsiviaks in turn criticize Shaedross scions for
being too detached from reality.

Borsiviak Scion Lore: Characters with ranks in
Knowledge (religion) can research Borsiviak scions to learn
more about them. When a character makes this skill check,
read or paraphrase the information from the table below,
including the entries for lower DCs.

DC Result

10 Borsiviak scions are cruomancers with a special tie to
the Borsiviak bloodline, who have access to unusual
powers that most cruomancers cannot access.

15 A Borsiviak scion’s special powers allow him
exceptional control over blood, including that still

flowing in living creatures. They can spill their own blood to
create a short-lived servant made of ichor.

20 Borsiviak scions can also turn blood into a weapon:
both their own, damaging creatures that wound them,

and that of their victim, which they forcibly draw out of his
convulsing body.

25 Very powerful Borsiviak scions can control their
victims like puppets through their blood, and can use their
blood to breathe life into inanimate objects.

30 A character who achieves this level of success can
learn about specific Borsiviak scions, the areas in which they
operate, the activities they undertake, and some of their more
famous exploits, etc.



Montavix Scion

So many revenants remain anchored to their forms.
It’s sad, really. After sloughing off the oppressive and hateful
bindings of being living and mortal, they still find themselves
enslaved by the needs and desires of their bodies, and stay
shackled in the form of mortals. But we have the power to
shrug off physical form, and we can survive, and even thrive,
without such hindrances.

~Elizabeth Gal du Montavix, Montavix Scion.

Montavix scions are revenants who can trace their
undead bloodline back to Contessa Isabella Montavix, a
powerful and cunning revenant who is particularly well-
known for her affinity for assuming the form of cloying
smoke. Unlike most revenants, the Contessa could even feed
upon victims while in this gaseous state, and it is this power,
which led to her rising to become a Contessa in the first
place, that runs in the veins of Montavix scions, who, through
hard work and dedication, can achieve similar masteries over
their own semi-incorporeal states.

Making a Montavix Scion

Montavix scions are always cruomancers, and many
of them have a spellcasting background, as well, though
others come from backgrounds as rogues or revenant
infiltrators. Montavix scions are fairly well-protected and
have little to fear from melee combat, knowing that they can
rely upon their ability to become insubstantial to protect
them. As a result, even those Montavix scions who would
otherwise be too vulnerable to risk fighting on the front line
are generally willing to do so when it is called for. Because of
their specialty in becoming vaporous, Montavix scions also
tend to make excellent scouts, spies, thieves, and assassins.

Requirements

To qualify to become a Montavix scion, a character
must fulfill all the following criteria.

Cruomancer Level: 7.
Skills: Acrobatics, Escape Artist, or Stealth 7 ranks.
Feats: Mist Form, Misty Cloud.

Ability Scores: Montavix scions are a varied lot, and
depending on their exact role, can benefit from a variety of
different ability score configurations. Montavix scions who
are also spellcasters will want to make sure that their primary
spellcasting ability score modifier (whatever it is) is suitably
high. Those that intend to fight in melee will benefit from
high Strength and Constitution scores, although the latter is
generally less important, as they can rely on their ability to
turn into mist to avoid lethal blows. Dexterity is generally less
important for Montavix scions than it is for characters filling
similar roles, as they can rely on their mist form to move
silently and dodge traps and even locked doors.

Alignment: As revenants, it is very unusual for a
Montavix scion to be good-aligned, and the majority are evil-

aligned. This has less to do with their particular bloodline,
and their decision to tap into it, than it does with their
nature as undead who must prey on the living to survive,
however. Montavix scions, whether as part of their lineage
or simply because of the freedom that they are afforded by
their powers, often lean towards moonlighting as thieves and
assassins, and so have a somewhat strong tendency towards
chaotic alignments, over lawful ones, but there are certainly
exceptions to this rule.

Hit Die: d8.

Class Skills

The Montavix scion’s class skills are Acrobatics
(Dex), Bluff (Cha), Escape Artist (Dex), Sleight of Hand
(Dex), and Stealth (Dex).

Skill Ranks per Level: 2 + Intelligence modifier.

Class Features
All of the following are class features of the Montavix scion.

Weapon and Armor Proficiency: A Montavix scion
gains no additional weapon or armor proficiencies.

Cruomancy: For each level of Montavix scion
that a character gains, her cruomancer level increases by 1.
Additionally, as she gains additional levels of Montavix scion,
the maximum number of blood points that she can have in
her blood point pool increases, as indicated on Table 2-2: The
Montavix Scion.

Vaporous Escape (Su): Whenever a Montavix
scion would be reduced to o or fewer hit points by an attack
(including melee and ranged attacks, as well as spells or spell-
like, supernatural, or extraordinary abilities that deal hit
point damage, but not death effects), she can spend 5 blood
points as a free action. If she does, she is instead reduced to
1 hit point, and automatically assumes a gaseous form, as
though she had used the Mist Form feat.

Additionally, while using the Mist Form feat
(whether as part of this ability or on its own), a Montavix
scion that is reduced to o hit points or fewer does not
automatically fall unconscious, as normal for a creature with
the risen subtype. Instead, she can continue to act normally
without penalty until she has a negative hit point total equal
to or greater than her Constitution score, at which point
she falls unconscious, as normal for a creature with the
risen subtype. If the Montavix scion does not have the risen
subtype, this has no effect.

Bonus Feat: At 2™ level, and every three levels
thereafter, a Montavix scion gains a single vampire feat of her
choice for which she qualifies as a bonus feat.

Spellcasting: At 2™ level, and the other levels
indicated on Table 2-2: The Montavix Scion, a Montavix scion
gains new spells per day as if she had also gained a level in
a spellcasting class she belonged to before she added the
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Table 2-2: The Montavix Scion

Base Bonus

Attack Fort Ref Will Blood

Level Bonus Save Save Save Special Spells Per Day Points
1st +0 +0 +1 +1  Vaporous escape - 1
2nd +1 +1 +1 +1  Bonus feat, wind resistant  +1 level of existing spellcasting class 3
3rd +2 +1 +2 +2  Revenant vigor +1 +1 level of existing spellcasting class 4
4th +3 +1 +2 +2 Misty dodge - 6
sth +3 +2 +3 +3  Bonus feat +1 level of existing spellcasting class 7
6th +4 +2 +3 +3  Revenant vigor +2 +1 level of existing spellcasting class 9
7th +5 +2 +4 +4  Claws of mist - 10
8th +6 +3 +4 +4 Bonus feat +1 level of existing spellcasting class 12
oth +6 +3 +5 +5 Revenant vigor +3 +1 level of existing spellcasting class 13
10th +7 +3 +5 +5 Hungry mist - 15

prestige class. She does not, however, gain any other benefits
a character of that class would have gained.

If the character had more than one spellcasting class
before she became a Montavix scion, she must choose which
class she adds each Montavix scion level to for the purposes
of determining spells per day.

Alternatively, for each level at which the Montavix
scion would gain additional spellcasting, she can choose to
forego that benefit. For every two such levels of spellcasting
that she gives up in this way, she gains a single vampire bonus
feat of her choice for which she qualifies (a Montavix scion
who chooses to forego spellcasting at every opportunity will
gain a bonus feat in this way at 3%, 6, and g levels).

Wind Resistant (Su): Beginning at 2™ level, a
Montavix scion becomes supernaturally resistant to wind
while in gaseous form. Whenever she uses the Mist Form
feat, she does not take damage from wind of any speed.
Additionally, she is not blown about by the wind, and can
move freely in areas of any wind speed while in gaseous form.

Revenant Vigor (Su): Beginning at 3 level, a
Montavix scion is better able to resist effects that use her
undead nature as a weakness, and she gains a +1 bonus on
saving throws made to resist spells or abilities that specifically
affect undead (such as control undead, undeath to death, or
a cleric’s channel energy class feature). Further, her well-
developed sense of self-preservation makes it easier for her
to dodge the most devastating attacks, and she also gains a +1
dodge bonus to AC against attacks that specifically deal extra
damage or have extra effects against undead creatures (such
as the attack of a paladin using the smite evil class feature, or
an attack made with a disrupting weapon). At 6 level, and
every three levels thereafter, these bonuses increase by an
additional +1.

If the Montavix scion already possesses the revenant
vigor class feature from another source, add the bonuses from
the two sources together to determine her total bonus.

Misty Dodge (Su): Beginning at 4 level, a Montavix
scion can reflexively turn to mist in order to avoid the brunt
of an attack. Whenever she is hit by a ranged or melee
attack, before damage is dealt, as an immediate action, she
can spend 8 blood points. If she does, she immediately

assumes a gaseous form, as though with the Mist Form feat,
before damage is dealt. The Montavix scion must declare
she is using this ability after the result of the attack roll

is determined (including rolls to confirm a critical hit, if
necessary), but before damage is announced.

Claws of Mist (Su): Beginning at 7% level, a
Montavix scion is capable of hardening small parts of herself
into claws while using the Mist Shape feat. Whenever she
uses the Mist Shape feat, she can spend 2 additional blood
points. If she does, then for the duration of the effect, she
gains the ability to manifest claws and make attacks with
them. This grants her two claw primary natural attacks,
which deal 2d6 points of damage each (for a Medium
creature). She does not add her Strength modifier to this
damage. She can attack with these claw attacks, even though
she cannot normally make attacks while using the Mist Form
feat.

If the Montavix scion also uses the Misty Cloud
feat when she uses this ability, she is able to use her claws
somewhat differently. She can still make claw attacks,
as above, but she has a reach of o feet. Alternatively, she
can simply rake at each creature she shares a square with,
automatically inflicting 2d6 points of damage to each such
creature. Doing so is a standard action. Finally, as a full-
round action, she can concentrate on manifesting her claws
within the lungs of a creature that she is sharing a space with,
clawing at them from the inside. This automatically inflicts
4d6 points of damage, and the target must succeed on a
Fortitude save (DC 10 + 1/2 the Montavix scion’s cruomancer
level + the Montavix scion’s Intelligence modifier) or be
staggered on the following round as he is wracked with
spasmodic coughing. Creatures that do not breath, or who are
currently holding their breath, cannot be affected by this last
use of the claws.

Hungry Mist (Su): At 10t level, a Montavix scion
learns to draw blood from victims while in mist form. In
order to do so, she must use the Misty Cloud feat to take the
form of a cloud of mist. As a full-round action, while in this
form, she can drain blood from each creature whose square
she occupies, inflicting 1 point of Constitution damage to
each such creature. When she returns to her normal form,
she gains a number of blood points equal to 1/3 the amount
of Constitution damage inflicted in this way while she was
transformed (rounded down).



Playing a Montavix Scion

In general, Montavix scions are somewhat more
prone to mischief and indulging their (often cruel) sense of
humor and playfulness than many other revenants, and are
more likely to toy with their prey like a cat stalking a mouse
than are others of their kind. Even when dealing with other
revenants they tend to be impish and refuse to take things
seriously, which can occasionally land them in trouble when
they are impudent towards the wrong elder vampire. This
carefree attitude may simply be a familial trait, or it may have
something to do with the fact that their special abilities make
them much safer from permanent harm, allowing them to
treat life like a game.

Races: Nearly all Montavix scions are revenants, as
there are very few non-revenant cruomancers, and a strong
talent in cruomancy is necessary to be able to unlock the
powers a Montavix scion wields. Further, a Montavix scion
must possess a blood link to the bloodline’s originator,
Contessa Isabella Montavix, and this link almost always
comes from being made into a revenant by someone with
such a link. There are a few rare cases, however, where
non-revenants (including at least one living mortal) have
become Montavix scions, demonstrating that this is possible,
although very rare. While the majority of Montavix scions
are human, they are by far a more varied lot than the
descendants of Shaedross or Borsiviak blood, and members

of a variety of races can be found in their ranks. Halflings
and gnomes are particularly common, and together make up
almost a third of all Montavix scions.

Religion: Montavix scions generally have little
patience for religion. Even if they were to find a religion
that did not condemn them as bloodsucking, undead
monstrosities (and such religions are not overly common),
the average Montavix scion’s outlook on life is often that of
living in the moment, heedless and carefree, with perhaps
a dash of hedonism on the side, a viewpoint that does
not lend itself to meditations on the afterlife and rewards
therein. That said, some Montavix scions find enjoyment in
particularly debauched or hedonistic religions, and are not
shy to use religion to their own advantage, when possible.
Those Montavix scions that have a less flighty personality
may also find religion, and tend to favor deities associated
with secrets, thieves, and mysteries.

Other Classes: As with many revenants, Montavix
scions have some difficulty getting along with living
creatures, as they view such “mortals” as being beneath
them, much as a human might scorn the idea of forming
a friendship with a pig or a chicken (a comparison that
Montavix scions are quick to make). More so than other
revenants, they make a point of taunting their living
companions about their own vampiric nature and the failings
and frailties of the living, and many Montavix scions gain
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a perverse pleasure from the reactions that this treatment
generates.

Montavix scions typically have little patience for
clerics, druids, monks, or paladins, denouncing them as
“stuffy,” though they are not usually above tormenting them
by asking difficult and probing questions about their faiths.
They generally have little more patience for alchemists,
wizards, and the sort, and prefer companions who share their
free and easy attitude. Whatever they may say about their
companions, however, wise Montavix scions often try to find
companions who compliment the scion’s own shortcomings:
typically this means muscle, and frequently magical talent.
Just because a Montavix scion depends on a companion’s aid
does not necessarily spare him from her predatory games,
however.

Montavix Scions in the World

It is a mystery what happened, my lord. Though
there was strong fog that night, our lanterns were lit, the
wards against invisibility were in place, and the men were
sharp-eyed. I am certain that no one could have crossed
that courtyard without being seen. Even had such a thing
happened, however, the door to the bishop’s chamber is a foot
thick of solid oak, and the lock was unpickable—and it was
still locked when morning came. There were no windows, and
the room was warded against teleportation. Certain spells,
which I put in place myself, would have alerted the entire
compound if anyone so much as touched the ground in that
room. What'’s more, there was no mark upon the bishop’s body
in the morning, though he had not a drop of blood within him.
Whatever threat this was, it could not have been anticipated,
and my security was surely not at fault.

~Jacques Guilhomme, knight, in a letter to Baron
Tyrell Ustvan.

Daily Life: In many ways, the life of a Montavix
scion resembles that of any other revenant: they must drink
the blood of the living in order to survive and in order to
draw upon their dark powers, and this necessitates that a
certain amount of their time is spent on ensuring a steady
supply of fresh lifeblood. They are, of course, more active
during the night, when they do not suffer from the effects of
their sunlight weakness. Of course, another reason that they
are more active during the night is that it is a more conducive
time for the kinds of risky, dangerous capers that they often
occupy themselves with, and many Montavix scions seem to
turn to extreme thrill-seeking to provide spice to their long
and unnatural lives.

Notables: The most notable Montavix scion is,
of course, the one for whom the entire line was named.
Contessa Isabella Montavix was a poor, if very beautiful,
baker’s daughter in life, and gained her vampiric state
when an unimportant revenant, engrossed by her beauty,
decided to take her for his own and make a thrall of her. She
ultimately resisted his power and escaped, but had no one
to turn to in this strange world of the undead. Eventually
she began to make her way as a thief and, later, an assassin,
and lacking anyone to teach her the ways of her kind, she

wound up developing several new techniques in the area of
transforming into mist, which have yet to be replicated by
anyone outside of her blood. In time, she came to be quite
well respected in her field, and was awarded her title by

a human king in exchange for a particularly difficult and
important assassination. She remains active to this day, and
while she does not spend much time in her county (which
she has ruled for over 200 years), she continues to claim it as
her own, somewhat to the embarrassment and consternation
of the nearby aristocracy.

Besides the Contessa, the most well-known Montavix
scion is likely Elizabeth Gal du Montavix, although she is
not very well-loved by most of her kind. Elizabeth serves
as a sort of “vampire’s vampire hunter,” and spends most of
her time hunting down rogue revenants who are unable to
keep a low profile, or who otherwise are deemed to threaten
the vampiric way of life. Of course, Elizabeth is a pragmatic
woman, and she is not necessarily above being convinced
that a particular individual needs her special services—
especially if that convincing comes in the form of a bag of
gold.

Organizations: Montavix scions, by and large, keep
to themselves, and are left to themselves. This is not the cold,
passionless disinterest that some revenant bloodlines have for
their members, but instead speaks to the general attitude of
Contessa Isabella Montavix and her descendants, who value
their freedom and the ability to pursue their various whims
as they see fit. As a result, this laissez-faire attitude arises
both from a respect for the younger generations’ freedoms,
as well as the fact that the older generation is frankly too
busy pursuing their own ends to be bothered about what
their vampiric offspring are doing. That said, there is still a
loose association amongst members, and a Montavix scion
can generally expect to be able to call upon the revenant that
turned her, as well as those that she herself has turned, for
help in dire circumstances.

Although not strictly limited to Montavix scions, the
Shrouded Society, a secretive guild of thieves and assassins
available for hire—to those who know how to contact them—
is comprised heavily of Montavix scions. Though the guild
does include mortal agents of supreme skill, almost 50%
of their number are Montavix scions, and nearly all of their
leadership are such, or at least so claim the rumors. In fact,
very little is known for certain about this organization, except
that they are said to be the best of the best at what they do,
and, as a result, are incredibly hard to even contact, let alone
afford.

NPC Reactions: With the exception of those who
are very well-informed about vampires and revenants,
Montavix scions are treated much the same as any other
revenant—which is, they are viewed with fear and suspicion
by the average commoner, if not with outright hostility.
Among other revenants, they are frequently a source of much
frustration, and are not generally well-liked by many of their
peers, a state of affairs that the average Montavix scion is all
too happy to exacerbate with further provocation. Shaedross
scions, in particular, are likely to rise to a Montavix scion’s
bait, and to quietly fume (and plot revenge) over being
humiliated.



Montavix Scion Lore: Characters with ranks in
Knowledge (religion) can research Montavix scions to learn
more about them. When a character makes this skill check,
read or paraphrase the information from the table below,
including the entries for lower DCs.

DC Result

10 Montavix scions are cruomancers with a special tie to
the Montavix bloodline, who have access to unusual
powers that most cruomancers cannot access.

15 A Montavix scion’s special powers relate to her ability
to transform into a cloud of mist, and they can do so
in a split second, to avoid potentially lethal blows.

20 Montavix scions are resistant to the effects of wind
while in gaseous form, and are also resistant to ~ many
abilities that are specifically powerful against undead.

25 Very powerful Montavix scions can form deadly claws

while in gaseous form, or even drain their victims’ blood in
this state.

30 A character who achieves this level of success can

learn about specific Montavix scions, the areas in which they
operate, the activities they undertake, and some of their more
famous exploits, etc.

Shaedross Scion

In regards to our...condition, many choose to
focus only on the bloody aspects of it. In the minds of most
revenants, vampirism is all about lifeblood: the rigors of
securing a supply, the pleasures of its consumption, and
the various ways in which its power can be harnessed. But
our family knows that there is more than just blood. Our
lineage—your lineage—is one that celebrates all aspects of
our condition, and knows that while it is true that we are
creatures of certain hot passions and lusts, we are also cold,
calculating creatures of the night, rulers of the darkness. And
if there is one thing that mortals fear above all else, it is the
darkness.

~Albert Shaedross, Shaedross scion.

Shaedross scions are revenants who can trace their
undead bloodline back to Nicodemus Shaedross, a powerful
and infamous revenant who ruled the night many centuries
ago. Shaedross scions tap into this quasi-familial connection
in order to unlock vampiric powers not available to other
revenants. The Shaedross bloodline carries within it a
powerful taint of darkness, which allows those who master
these latent powers incredible control over shadows and
darkness, the better with which to stalk the night and prey
upon their enemies.

Making a Shaedross Scion

Shaedross scions are almost exclusively spellcasters,
and are always cruomancers. Most Shaedross scions were
revenant occultists or revenant scourges before taking the
prestige class, but it is not unheard of for a non-spellcaster to
become a Shaedross scion, and some revenant bloodletters
and revenant infiltrators are found amongst their ranks. Few
Shaedross scions are capable melee fighters, and most rely on

either summoned shadow minions or debilitating darkness
in order to weaken their foes, allowing the Shaedross scion to
defeat them with ease.

Requirements

To qualify to become a Shaedross scion, a character
must fulfill all the following criteria.

Cruomancer Level: 6.
Skills: Stealth or Intimidate 6 ranks.
Feats: Shadow Servant, Shroud of the Night.

Ability Scores: The saving throw DCs of a Shaedross
scion’s various class features are all Charisma-based, so a high
Charisma makes the Shaedross scion’s powers more difficult
to resist. Since most Shaedross scions are spellcasters, they
will also benefit from ensuring that their primary spellcasting
ability score (as determined by their original spellcasting
class) is high. Most Shaedross scions rely on darkness effects
or summoned shadow minions to protect them in combat,
and so generally rely less on Dexterity to avoid attacks than
members of other classes, though this approach leaves them
vulnerable if their foe is able to counteract their shadowy
defenses.

Alignment: As revenants, it is very unusual for a
Shaedross scion to be good-aligned, and the majority are evil-
aligned. This has less to do with their particular bloodline,
and their decision to tap into it, than it does with their nature
as undead who must prey on the living to survive, however.

In general, Shaedross scions have a slight tendency towards
lawful alignments over chaotic ones, and are more precise
and detached in their decision-making than many other
revenants, but this is far from universal.

Hit Die: d6.

Class Skills

The Shaedross Scion’s class skills are Bluff (Cha),
Disguise (Cha), Intimidate (Cha), Sleight of Hand (Dex),
Spellcraft (Int), and Stealth (Dex).

Skill Ranks per Level: 2 + Intelligence modifier.

Class Features

All of the following are class features of the Shaedross scion.

Weapon and Armor Proficiency: A Shaedross
scion gains no additional weapon or armor proficiencies.

Cruomancy: For each level of Shaedross scion
that a character gains, his cruomancer level increases by 1.
Additionally, as he gains additional levels of Shaedross scion,
the maximum number of blood points that he can have in
his blood point pool increases, as indicated on Table 2-3: The
Shaedross Scion.

Create Shadow Object (Su): As a standard action,
by spending 1 blood point, a Shaedross scion can create
a single mundane object anywhere within 30 feet. The
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Table 2-3: The Shaedross Scion

Base Bonus

Attack Fort Ref Will Blood

Level Bonus Save Save Save Special Spells Per Day Points
1st +0 +0 +0 +1  Create shadow object - 1
2nd +1 +1 +1 +1 Intense darkness +1 level of existing spellcasting class 2
3rd +1 +1 +1 +2  Shadow insurrection +1 level of existing spellcasting class 3
4th +2 +1 +1 +2  Chilling darkness +1 level of existing spellcasting class 4
sth +2 +2 +2 +3 Summon shadow minions - 5
6th +3 +2 +2 +3  Terrifying darkness +1 level of existing spellcasting class 6
7th +3 +2 +2 +4  Shadow possession +1 level of existing spellcasting class 7
8th +4 +3 +3 +4 Imprison in darkness +1 level of existing spellcasting class 8
oth +4 +3 +3 +5 Create shadow monstrosity - 9
10th +5 +3 +3 +5 Banish into darkness +1 level of existing spellcasting class 10

object to be created is obviously made of shadows, but is
otherwise as solid and real as a standard object of its kind.
The object in question must be Medium-size or smaller, and
lasts for a number of minutes equal to the Shaedross scion’s
cruomancer level, or until he dismisses it (a move action).

At 5% level, when he uses this ability, the Shaedross
scion can spend 1 additional blood point. If he does, the
object that he creates can be up to Large size.

Spellcasting: At 2™ level, and the other levels
indicated on Table 2-3 The Shaedross Scion, the Shaedross
scion gains new spells per day as if he had also gained a level
in a spellcasting class he belonged to before he added the
prestige class. He does not, however, gain any other benefits a
character of that class would have gained.

If the character had more than one spellcasting class
before he became a Shaedross scion, he must choose which
class he adds each Shaedross scion level to for the purposes of
determining spells per day.

Alternatively, for each level at which the Shaedross
scion would gain additional spellcasting, he can choose to
forego that benefit. For every two such levels of spellcasting
that he gives up in this way, he gains a single vampire bonus
feat of his choice for which he qualifies (a Borsiviak scion who
chooses to forego spellcasting at every opportunity will gain a
bonus feat in this way at 3, 6, and 8% levels).

Intense Darkness (Su): Beginning at 2™ level,
whenever a Shaedross scion uses the Shroud of the Night
feat, the light level in the affected area is automatically
reduced to darkness, instead of only being reduced by 1 step.
Additionally, the radius of the effect increases by 5 feet for
every two Shaedross scion levels he possesses.

Additionally, whenever the Shaedross scion casts a
spell that adjusts the light level (such as darkness or deeper
darkness), he can spend 2 blood points. If he does, he can
apply this ability to that spell, as though it were the Shroud of
the Night feat.

Shadow Insurrection (Su): Beginning at 3" level, a
Shaedross scion can cause a creature’s shadow to turn against
him in a potentially lethal fashion. As a standard action, by
spending 2 blood points, the Shaedross scion can animate

the shadow of a single creature within 60 feet. Unless the
creature succeeds on a Will save (DC 10 + 1/2 the Shaedross
scion’s cruomancer level + the Shaedross scion’s Charisma
modifier), his shadow immediately attacks him, dealing

an amount of damage equal to 1d8 + the Shaedross scion’s
Charisma modifier. Each round, at the beginning of the
target’s turn, he can attempt a new Will save to end the effect.
If he fails, he must either spend a move action to control

his shadow, or he is damaged by the shadow again. This
continues for 1 minute, or until the target succeeds on a Will
save to resist the effect.

Chilling Darkness (Su): Beginning at 4™ level,
whenever a Shaedross scion uses the Shroud of the Night
feat, he can expend 1 additional blood point. If he does, then
each creature that enters or begins its turn in the affected
area must succeed on a Fortitude save (DC 10 + 1/2 the
Shaedross scion’s cruomancer level + the Shaedross scion’s
Charisma modifier) or suffer 2d6 points of cold damage.
When the Shaedross scion reaches 6% level, and every two
class levels thereafter, this cold damage increases by 1d6. A
creature that succeeds on its Fortitude save takes no damage.

Additionally, whenever the Shaedross scion casts a
spell that adjusts the light level (such as darkness or deeper
darkness), he can spend 3 blood points. If he does, he can
apply this ability to that spell, as though it were the Shroud of
the Night feat.

Summon Shadow Minions (Su): Beginning at 5
level, a Shaedross scion can summon shadows to fight on his
behalf. As a full-round action, by expending 5 blood points,
the Shaedross scion can summon 1d4 shadows. The shadows
fight on the Shaedross scion’s behalf, as though summoned
by a summon monster spell, and remain for a number of
rounds equal to the Shaedross scion’s cruomancer level.
Shadows summoned in this way cannot create spawn.

At 7% level, and again at 9'" level, the number of
shadows summoned by this ability increases by +1 (to a
maximum of 1d4+2).

Terrifying Darkness (Su): Beginning at 6 level,
whenever a Shaedross scion uses the Shroud of the Night
feat, he can expend 2 additional blood points. If he does,
then each creature that enters or begins its turn in the
affected area must succeed on a Will save (DC 10 + 1/2 the



Shaedross scion’s cruomancer level + the Shaedross scion’s
Charisma modifier) or become frightened for as long as he
remains within the affected area. Creatures that fail their
saving throw by 5 or more are panicked, instead.

Additionally, whenever the Shaedross scion casts a
spell that adjusts the light level (such as darkness or deeper
darkness), he can spend 4 blood points. If he does, he can
apply this ability to that spell, as though it were the Shroud of
the Night feat.

Shadow Possession (Su): Beginning at 7 level,
a Shaedross scion can enter another creature’s shadow and
use it to control that creature as a puppet. In order to use
this ability, the Shaedross scion must be using the Shadow
Servant feat, must move into the same square as the creature
to be affected, and must expend 7 blood points. The target
must succeed on a Will save (DC 10 + 1/2 the Shaedross
scion’s cruomancer level + the Shaedross scion’s Charisma
modifier), or else the Shaedross scion gains control of the
creature in a fashion similar to magic jar. This functions
as magic jar except that the target’s soul remains within
his body, and he is able to see and hear everything that
occurs, although he is unable to act. Additionally, when the
effect ends, the Shaedross scion’s soul returns to his body
automatically, regardless of distance (if the Shaedross scion
has the Shadow Stride feat, and uses it in conjunction with
this ability, then when the effect ends the Shaedross scion’s
body appears in an empty square adjacent to the target,
instead).

This effect lasts for up to 1 hour per cruomancer level
the Shaedross scion possesses, but ends automatically if the

creature being controlled enters an area where the light level
would cause the Shadow Servant effect to end.

Imprison in Darkness (Su): Beginning at 8" level,
a Shaedross scion can trap a creature within a darkness effect
by centering the darkness on that creature, causing it to move
with the intended victim. Whenever the Shaedross scion uses
the Shroud of the Night feat, or casts a spell that creates an
area of darkness and has a target other than “one creature,”
(such as darkness or deeper darkness), he can choose to have
the darkness effect be centered on a single creature within
60 feet, instead of on himself, a touched object, or the spell’s
normal target. If he does, the target is entitled to a Will save
(DC equal to the spell’s saving throw DC, or 10 + 1/2 the
Shaedross scion’s cruomancer level + the Shaedross scion’s
Charisma modifier in the case of the Shroud of the Night
feat) to resist this effect. If he succeeds on the saving throw,
the darkness effect fails. Otherwise, it is centered on the
target and moves with him, preventing him from being able
to leave the area of darkness.

Create Shadow Monstrosity (Sp): Beginning
at 9 level, a Shaedross scion can mold shadows to create
monstrous minions from his own worst nightmares. This is
a full-round action, and the Shaedross scion must expend 7
blood points to use this ability. The Shaedross scion creates
a shadow version of a single creature whose Hit Dice do not
exceed his cruomancer level. The shadow creature obeys
the Shaedross scion’s commands, as though summoned by a
summon monster spell, and remains for a number of rounds
equal to the Shaedross scion’s cruomancer level.

The shadow versions of creatures that are created by
this ability deal only half as much damage as they normally
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would, and any spells or abilities used by the shadow creature
with effects that are not damage have only a 50% chance of
affecting any given creature. On the other hand, the shadow
creature cannot be harmed by non-magical weapons, and
suffers only half damage from magic weapons and spells.

Banish into Darkness (Sp): Beginning at 10"
level, a Shaedross scion can banish a creature to the Plane
of Shadow, and create a metaphysical link between himself
his victim that allows him to consume the target’s essence
while he remains trapped on the Plane of Shadow. In order
to use this ability, the Shaedross scion must succeed on a
melee touch attack, and must expend g blood points. If he
does, the target must succeed on a Will save (DC 10 + 1/2 the
Shaedross scion’s cruomancer level + the Shaedross scion’s
Charisma modifier) or be transported to the Plane of Shadow,
as though with the spell plane shift. The target is stranded
on the Plane of Shadow, and cannot leave the plane unless
he finds a means to do so (such as casting his own plane shift
spell, or finding a portal to another plane, etc.).

Additionally, as long as the target remains on the
Plane of Shadow, a mystical link between the Shaedross scion
and the target allows the Shaedross scion to consume the
target’s life energy. Each hour, the target must succeed on a
Fortitude save (DC 10 + 1/2 the Shaedross scion’s cruomancer
level + the Shaedross scion’s Charisma modifier + 1 for each
previous saving throw) or suffer 1 point of Constitution drain.
For each point of Constitution drain inflicted in this way, the
Shaedross scion gains a single blood point. If the target ever
leaves the Plane of Shadow, this mystical link is severed, and
remains severed even if the target later returns to the Plane of
Shadow.

Playing a Shaedross Scion

More so than many other revenants, Shaedross
scions have a tendency to be detached and distant. Most
Shaedross scions see themselves as lone wolves, and prefer
only the dark of night as their companion. That does not
mean that Shaedross scions are incapable of working with
others, and they will often do so if it furthers their own ends,
but they only very rarely consider themselves to be a part
of any group or organization, and are quick to strike out on
their own again as soon as doing so is more beneficial for
them. While there is a loose hierarchy of Shaedross scions
(including some revenants who belong to the Shaedross
bloodline but either chose not to pursue its unique powers
of darkness or were unable to do so), the members of this
bloodline are more hands-off than members of most other
bloodlines, and it is possible for a Shaedross scion to go years,
or even decades, without hearing from the revenant who
sired him, or any others of his kind, for that matter.

Races: Nearly all Shaedross scions are revenants,
as there are very few non-revenant cruomancers, and a
strong talent in cruomancy is necessary to be able to unlock
the powers a Shaedross scion wields. Further, a Shaedross
scion must possess a blood link to the bloodline’s originator,
Nicodemus Shaedross, and this link almost always comes
from being made into a revenant by someone with such
a link. There are a few rare cases, however, where non-
revenants (including at least one living mortal) have become

Shaedross scions, demonstrating that this is possible,
although very rare. Most Shaedross scions were humans or
elves before becoming revenants, though this more reflects
the preferences of those revenants descended from Shaedross
when it comes to what races to turn than it does anything
else.

Religion: Like all revenants, Shaedross scions
tend to take a dim view of religion, and have no desire
to be reminded about morals or ethics, nor about higher
powers or the possibility of punishment for any misdeeds
that they may have done (such as feeding on the lives of
innocents). Shaedross scions are somewhat less likely than
other revenants to worship—or even pay respects to—
Nocturne, the goddess of vampires and supposed progenitor
of revenants. On the other hand, due to their connection
to darkness and shadows, Shaedross scions are far more
likely than other revenants to become worshippers of gods
(or, sometimes demon princes or other power fiends) that
rule over darkness and shadows. A very small number of
Shaedross scions develop a cult-like reverence for their
bloodline’s founder, Nicodemus Shaedross, treating him as a
minor deity.

Other Classes: Shaedross scions, like most
other revenants, tend not to get along very well with non-
revenants, seeing them as lesser beings. Even among
revenants, Shaedross scions can be somewhat condescending,
as they have special powers most revenants can't replicate. In
general, though, they have a sort of professional appreciation
for and camaraderie with other spellcasters, especially
revenant occultists, but also mortal spellcasters as well,
provided they are suitably accomplished. Those Shaedross
scions with a religious bent similarly find similarities between
themselves and clerics or oracles devoted to similar deities,
though they naturally have an even stronger hatred of the
agents of other deities.

Shaedross scions typically place a high value on
stealth in their allies, and have little patience for those
who are unable to keep up with them while staying quiet
and in the shadows. That said, despite their close affinity
for darkness and shadows, some Shaedross scions prefer
dramatic displays, and place less value on stealth. Though
Shaedross scions nearly all benefit from the protection of
fighters and other martial characters, they typically have little
respect for them.

Shaedross Scions in the World

I awoke to a feeling. It wasn’t a sound—I'm certain
on this point—but an undeniable certainty that I was being
watched. I sat bolt upright and looked around, but I couldn’t
see anything. It was pitch black in every direction, darker
than the darkest night. I stumbled out of my bed and tried to
make my way to my balcony, stumbling and tripping over the
furniture on my way. As I fell to the cold stone, I heard a cold
chuckle echo throughout the room, and I knew my tormentor
was standing over me. I scrambled, trying to get to my feet,
when I felt his heavy boot press down on my back, slamming
me back down and knocking the wind from me. I can only be



grateful that the creature had a use for me, for he began to
give me a list of his demands, rather than ripping out my soul
and devouring it, as I'm sure he would have otherwise done.

~ John Simons, Lord Mayor of Solbrooke.

Daily Life: Shaedross scions live like other
revenants—they feed off the living in order to prolong their
undead existence, and tend to avoid going out during the
daytime, due to their weakness to the sun. Shaedross scions
have a more complex relationship with light and darkness
than most other vampires, however, as many of their powers
require a certain amount of light in order to work, and they
can shroud themselves in darkness at a whim. As a result,
they tend to shy away from the sun somewhat less than
other revenants, although they typically feel even more
uncomfortable in places of light.

Notables: Of course, the most famous of the
Shaedross line is the father of the bloodline, Nicodemus
Shaedross. A powerful sorcerer in life, Shaedross became
obsessed with extending his own life, and rather than turning
to lichdom, as many powerful spellcasters do, he pursued
vampirism, capturing and experimenting on revenants in
order to try to determine a way to transform himself into one.
Eventually he ran afoul of a revenant more powerful than he,
and was transformed and enslaved for his efforts. Eventually,
however, he broke free and quickly established himself as a
terror of the night. Always one to experiment, he attempted
to use his arcane power to try to find a way to remove the
revenant weakness to sunlight. Though he was ultimately
unsuccessful, he developed a number of potent abilities
related to darkness and shadows, which remain his legacy
to this day. Though he is widely believed to have died two
centuries ago, rumors persist that Nicodemus Shaedross still
lives, and is merely waiting for the right opportunity to strike
from the shadows.

The most well-known Shaedross scion that is
currently active is Albert Shaedross. Albert is the head priest
of the Temple of the Night, an organization that he himself
founded. The temple is a very thinly-veiled recruitment drive,
and those who join the temple and earn a place in its “inner
circle,” (a relatively easy process, all things considered, for
Albert is eager for new recruits) are offered the chance to
become “masters of the night,” and drained dry; if they refuse.
Exactly why Albert is so eager to create more revenants—and
why he is so willing to flirt with revealing himself to the
public, for the nature of the temple is a very open secret—is
unknown, but he has certainly attracted the attention of
other revenants, both within and without the Shaedross
bloodline, as well as more than a few vampire hunters and
similar.

Organizations: The descendants of Shaedross are
not, overall, the most sociable individuals, and for the most
part they prefer their own company, rather than forming close
bonds with other members of their extended undead family.
Of course, this also means that most revenants who are
turned by a Shaedross scion aren’t turned for companionship,
and typically are treated as indentured servants by the one
that turns them, at least until the newly turned revenant

becomes powerful enough to gain some resistance to this
control, at which point they are typically cut loose to fend

for themselves. Still, there is a general sense that the sire is
responsible for his spawn, and so the family forms a sort of
hierarchy, albeit a relatively loose and hands-off one. There is
some concern among the older and more powerful Shaedross
scions that an indiscreet revenant might reveal secrets of
their techniques, and somehow allow revenants of other
bloodlines to gain these powers, lessening the Shaedross
scions’ edge over other revenants.

NPC Reactions: With the exception of those who
are very well-informed about vampires and revenants,
Shaedross scions are treated much the same as any other
revenant—which is, they are viewed with fear and suspicion
by the average commoner, if not with outright hostility.
Among other revenants, Shaedross scions generally get on
just as poorly as they do with their own kind, and as loners,
they tend not to foster strong connections to revenants of
any sort. They have a particular antagonism with Montavix
scions, who insist on making light of them. They generally
look down on Borsiviak scions, who they feel are far too
human.

Shaedross Scion Lore: Characters with ranks in
Knowledge (religion) can research Shaedross scions to learn
more about them. When a character makes this skill check,
read or paraphrase the information from the table below,
including the entries for lower DCs.

DC Result

10 Shaedross scions are cruomancers with a special tie
to the Shaedross bloodline, who have accessto  unusual
powers that most cruomancers cannot access.

15 A Shaedross scion’s special powers are related to
shadows and darkness. They are able to create objects out
of shadows, and can create areas of truly intense darkness.

20 Shaedross scions can also animate shadows to serve
them, including turning a creature’s very own shadow
against him.

25 Very powerful Shaedross scions can control their
victims like puppets through their shadows, and can even
banish their victims to the Plane of Shadow.

30 A character who achieves this level of success can
learn about specific Shaedross scions, the areas in which they
operate, the activities they undertake, and some of their more
famous exploits, etc.
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Supplemental Rules

The following section provides several different
groups of supplemental rules, which govern additional
aspects of vampirism, including the bottling and
preservation of blood, effects from special or supernatural
sources of blood, and special interactions between vampires
and diseases.

Bottled Blood

Rather than having to personally hunt down
each meal whenever they need to consume blood, many
cruomancers—especially those who consider themselves
“civilized”—prefer to keep a ready store of bottled blood,
for convenience and security’s sake, if nothing else. Some
revenants even subsist entirely on bottled blood that they
purchase, and never feed directly from living creatures if they
can possibly help it (often considering such acts to be “dirty”
and beneath them). The following section provides rules for
bottling, preserving, and even condensing blood.

Using Bottled Blood

Assuming that the blood has been sufficiently
preserved (see Preserving Blood, below), enough blood to
supply one blood point can be stored in a small, 5-0z. vial.
This blood can then be consumed like a potion, immediately
providing the drinker with a single blood point. If the drinker
is not a cruomancer, and does not have a blood point pool,
then drinking blood in this fashion has no effect.

While it is possible to store blood in larger quantities
than this (potentially including entire bottles, casks, or
barrels of the stuff), it is difficult to precisely extract one
blood point worth of blood from such containers. As a
result, whenever a character drinks from such a container
as though it were a potion, he only gains 1 blood point from
doing so, and for each blood point consumed in this way,
another blood point worth of blood is wasted (for example, a
character drinks from a bottle containing three blood points
worth of blood. He gains one blood point, one blood point is
lost, and one blood point remains within the bottle). Certain
particularly large containers may be unwieldy to move and/
or difficult to drink from, possibly increasing the amount
of time required to consume blood from it, or increasing
the number of blood points worth of blood that are wasted,
at the GM’s discretion. For characters wishing to gain large
amounts of blood points at once, see Condensed Blood,
below.

Preserving Blood

Keeping bottled blood fresh enough that it can still
provide blood points is a difficult endeavor. There are several
methods of preserving blood, both mundane and magical,
so that it can continue to be used for hours, days, and
sometimes even weeks after being separated from a body.

Short-Term Preservation

The simplest, but also most important, means of

preserving blood is short-term preservation, which allows
the blood to retain its potency after being removed from
the victim. This protection against metaphysical decay is
short-lived, but is necessary for any long-term preservation
technique or greater enhancement to be applied.

Short-term preservation must occur at the time the
blood is harvested, or the blood is ruined. Extracting blood
in such a way that short-term preservation can be applied
is a slow and somewhat exacting process, requiring a full
minute per blood point to be extracted and preserved. The
creature harvesting the blood must succeed on either a Craft
(alchemy) check or a Heal check (DC 10 in either case). A
success indicates that the blood is successfully preserved,
and can be consumed to gain blood points, for 24 hours.
For every 5 points by which the result exceeds the DC, the
amount of time that the blood is preserved for increases by
an additional 24 hours. In order to preserve blood in this
way, the harvester must have a clean vial, bottle, or similar
container in which to hold the blood.

Short-term preservation cannot be applied to the
same dose of blood multiple times. In order to preserve
harvested blood for longer periods of time, either long-term
preservation methods or magic must be used.

Long-Term Preservation

While it is relatively simple to harvest blood in such
a way that preserves its life essence for a while, such methods
are rarely able to sustain it for more than a few days, at most.
In order to preserve stored blood for long periods of time,
a somewhat more complicated and costly process must be
used.

Long-term preservation can occur at any time, as
long as the blood is currently still preserved (whether it is
currently preserved with short-term preservation, long-term
preservation, or magic is irrelevant). This process requires
the use of an alchemy lab, as well as 25 gp worth of special
reagents and chemicals per blood point worth of blood to
be preserved. It takes 1 hour of work per blood point to be
preserved in this way, as well as a successful Craft (alchemy)
check or Heal check (DC 15 in either case). A success
indicates that the blood is successfully preserved, and can
be consumed to gain blood points, for one week. For every
5 points by which the result exceeds the DC, the amount
of time that the blood is preserved for increases by one
additional week. In order to preserve blood in this way, the
harvester must have a clean vial, bottle, or similar container

in which to hold the blood.

Unlike short-term preservation, long-term
preservation can be applied to the same dose of blood
multiple times. Each time that long-term preservation is
applied, the amount of time before the blood stops being
preserved “resets” to the amount of time granted by the latest
preservation effect.

Magical Preservation

In addition to the preservation methods listed above,
magic can also be used to preserve blood and allow it to



retain its useful properties after being harvested. Below is a
discussion of two spells, and their ability to preserve blood, as
well as a new magic item that was created for this purpose. It
is possible that other spells or magic items could potentially
be used to preserve blood, at the GM’s discretion.

Ardesalf’s Preservation: This spell, found in A
Necromancer’s Almanac: 2012, can preserve the contents of a
single, sealed container, which includes containers that hold
blood. This spell can preserve a vial containing any amount of
blood points, but can only preserve a single vial, regardless of
the amount of blood points worth of blood within.

Gentle Repose: This spell is normally used to preserve
whole corpses, but can easily be adjusted to preserve bottled
blood, instead. A gentle repose spell cast in this way preserves
1 blood point worth of blood for each caster level its caster
possesses, for the duration of the spell. This blood can be
split up in multiple different containers, but must all be
within 5 feet of each other at the time that the spell is cast.

Preservation Vial: The following magic item was
made specifically for the purpose of preserving blood.

PRESERVATION VIAL

Aura faint necromancy; CL 3

Slot none; Price 500 gp; Weight 1 1b.

Construction Requirements Craft Wondrous Item,
Ardesalf’s preservation; Cost 250 gp.

These fine vials are often made of glass that has
been tinted a dark red or even black color, to keep out the
light. While they are occasionally embossed with decorations
directly onto the glass, more commonly they feature intricate
gold or silver attachments which cover the top third or so
of the vial, and are often engraved with various fanciful
decorations, often of traditional hunting scenes.

A preservation vial completely preserves any liquid
stored inside it, effectively placing that liquid in stasis. This
means that even highly perishable liquids can be safely stored
in a preservation vial indefinitely.

Purchasing Preserved Blood

Although the sale of preserved blood is outlawed
in many civilized nations, some do allow it—especially
those that are particularly tolerant of the undead, but also
those who recognize legitimate uses for preserved blood in
alchemical or magical studies. Even in places where it is an
illegal or controlled substance, preserved blood can often still
be found on the black market by those who know where to
look, although in such cases it is often twice as expensive, or
more.

In places where it is legal, preserved blood can
generally be purchased at the cost of 75 gp per blood point
worth of blood. Blood purchased in this way generally
remains preserved for 2d6 days after the date that it was
purchased (roll 2d6 once and apply the result to all doses of
blood purchased that day).

Even in places where preserved blood is legal, there
are still usually very limited quantities of it in any one area,

making it difficult to purchase large amounts of preserved
blood. The following table provides information on how
many blood points worth of preserved blood can generally be
found in communities of various sizes at any given time.

Table 3-1: Preserved Blood Availability

Community BP Available Refresh Rate
Thorp 0 =
Hamlet 2 1/week
Village 5 2/week
Small town 10 4/week
Large town 15 1/day
Small city 20 2/day
Large city 25 3/day
Metropolis 40 5/day

In addition to having a greater number of blood
points worth of preserved blood available at any given time,
large communities also refresh their supply of blood more
quickly. The refresh rate column on Table 3-1: Preserved
Blood Availability indicates the number of blood points
worth of preserved blood that becomes available per week
(or, in more populated communities, per day), up to the
maximum amount available at any given time (indicated by
the BP available column). Note that in places where the
sale of preserved blood is illegal or controlled, it may be
considerably more scarce and difficult to come by.

Condensed Blood

While the convenience of bottled blood in any form
greatly outweighs the alternative of having to hunt down a
fresh blood source every time blood points are required, there
are still certain difficulties. Those who want to consume large
quantities of blood at any given time—such as in the middle
of a heated battle—find it difficult to do so with any amount
of speed, and often lose precious blood in the process.
Luckily, certain alchemical process can be used to “condense”
blood, allowing the life essence of large quantities of the
substance to be contained in a mere 5-0z. vial of fluid.

Condensed blood comes in a variety of “strengths,”
based on how many blood points can be gained by
consuming it. Effectively, anywhere from 2 blood points to
10 blood points can be “crammed in” to a single 5-0z. dose of
blood, allowing the drinker to gain all of those blood points
by drinking it as a single move action. However, the process
is not easy, and the more condensed the blood is, the more
difficult and expensive condensation becomes.

Condensation Process

In order to create condensed blood, a character
must have access to an alchemist’s lab, as well as two or more
blood points worth of preserved blood (see Preserving Blood,
above, for more information on how preserved blood can
be acquired). Further, the person preparing the condensed
blood must succeed on a Craft (alchemy) check, a process
which takes 8 hours of uninterrupted work. Finally, a certain
amount of special reagents and chemicals is also necessary,
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the exact cost of which depends on how heavily condensed
the blood is to be: the more blood points that the final
product is to contain, the more expensive the components, as
indicated on Table 3-2: Condensed Blood.

Table 3-2: Condensed Blood

Blood Points DC Materials Cost Market Price
2 15 75 gp 150 gp
3 17 175 gp 350 gp
4 19 300 gp 600 gp
5 21 450 gp 900 gp
6 23 650 gp 1,300 gp
7 25 900 gp 1,800 gp
8 27 1,250 gp 2,500 gp
9 29 1,750 gp 3,500 gp
10 31 2,500 gp 5,000 gp

As the number of blood points to be included
in the resulting condensed blood increases, the process
of condensation becomes more difficult and expensive.
The blood points column on Table 3-2 Condensed Blood
indicates the number of blood points that can be gained by
drinking the resulting condensed blood. The DC column
indicates the DC of the Craft (alchemy) check that must be
made in order to perform the condensation. Failure on this
check means that any costly materials are wasted, and the
blood involved is destroyed and useless. The materials cost
column indicates the cost of the additional reagents and
other materials required in the condensation process, which
must be provided in order to condense the blood. Finally, the
market price column indicates the market price for a vial of
condensed blood containing that particular amount of blood
points. Note that, as with buying preserved blood, the market
price may be double or more the listed amount in places
where the sale of preserved blood is banned.

Unlike large quantities of blood stored in a single
large container, condensed blood allows the imbiber to gain
the full amount of blood points stored within the condensed
blood by drinking it, a process that is identical to drinking a
potion. The process of condensing the blood also causes it to
be preserved for 1 month, after which it can be preserved for
longer periods through normal means (see Preserving Blood,
above, for more information).

Blood Bonuses

Not all blood is created equal, and certain creatures
carry far more precious payloads in their veins than others
do. The blood of dragons, elves, sorcerers, and princes
all carry certain extra qualities which make them highly
desirable to revenants and other cruomancers. While any
bloodsucker can gain at least a limited amount of benefit
from such special blood, it takes special preparation, or else
special training, in order to gain its full benetfits.

Gaining Bonuses from Blood

By default, a revenant or other cruomancer gains
the same benefit from consuming blood, regardless of its
source: accumulating blood points. Certain creatures with
special blood, however, can provide other benefits when
their blood is consumed, instead of gaining blood points.
Not all cruomancers are able to process this blood effectively,
however, and not all sources of blood are as potent as others.
As aresult, gaining the full benefits of certain types of blood
can require a certain investment of effort on the part of the
cruomancer.

Whenever a cruomancer would gain a blood point
by consuming blood from certain creatures (as specified in
Types of Blood, below), he can choose to forego that blood
point. If he does, he instead gains the benefits associated
with that creature’s blood. The exact benefit depends on the
type of creature whose blood is being consumed, and on the
quality of the blood, as defined by the blood’s tier (see Benefit
Tiers, below).

Learning About Blood Bonuses

The cruomancer is automatically made aware of what
tier a given source of blood is as he consumes it, and can bear
this in mind when deciding whether to gain a blood point or
the blood’s bonus. The cruomancer does not automatically
know what bonus will be provided by specific blood types at
specific tiers, however, unless he succeeds on a Knowledge
check. The type of Knowledge check depends on the source
of the blood. For most blood sources, it is the same type
of Knowledge check used to learn about the creature from
which the blood was drawn (Knowledge [planes] for angels,
archons, demons, and devils, Knowledge [arcana] for dragons
and magical beasts, and so on). In the case of noble blood,
the Knowledge skill used is Knowledge (nobility), and in
the case of spellcaster blood, the Knowledge skill used is
Knowledge (arcana). The DC for these checks is based on the
tier: tier 1 blood requires a DC 15 Knowledge check to learn
about, while tier 2 blood requires DC 20, and tier 3 blood
requires DC 25. Any character can make these Knowledge
checks, not just cruomancers, though few have reason to do
sO.

Mixed Blood

In a few rare cases, a cruomancer may come across
blood that falls into more than one category, such as an
elf wizard (elf and spellcaster), or a fairy princess (fey and
noble). In this case, the cruomancer chooses one type from
among those that are appropriate, and gains that benefit.
If he would later gain another blood point from the same



source, he can choose a different type at that time, but he
cannot gain more than one set of bonuses from the same
blood point.

Benefit Tiers

For each type of blood that is capable of granting a
special benefit (see Types of Blood, below), there are three
tiers of potency, which determines the exact benefit gained.
Tier 1is the lowest tier, and as tiers increase, the bonus
granted by the blood becomes more potent. In some cases,
higher tiers provides additional benefits not granted at lower
tiers, and in other cases, higher tiers simply provide a larger
benefit of the same sort.

Increasing Benefits

Most of the time, when a cruomancer consumes
blood that grants a special bonus, it will provide the
tier 1 bonus listed for that blood type. There are certain
circumstances that will provide him with greater benefits,
however.

Alchemical Refinement: Though not particularly
useful for cruomancers who need powerful blood in a hurry,
those who plan ahead and are willing to expend some gold in
the process can refine the blood, and in so doing unlock its
full potential. Doing so requires that the blood be bottled or
preserved in some way (see Bottled Blood). Enhancing a dose
of blood that would normally grant a tier 1 benefit to one that
grants a tier 2 benefit requires 100 gp in reagents and requires
a successful Craft (alchemy) check (DC 15). Enhancing blood
that would normally grant a tier 2 benefit to one that grants
a tier 3 benefit requires 250 gp in reagents and requires a
successful Craft (alchemy) check (DC 20). In both cases, the
process takes 24 hours, though only 1 hour of work is needed
per dose, after which the cruomancer is free to do other
things as the alchemical processes take over the work.

Feats: The Blood Connoisseur feat allows a
cruomancer to gain benefits from blood as though the blood
were one tier higher than it actually is.

Powerful Donor: If the creature whose blood is
being consumed had a CR at least 3 higher than the drinker’s
Hit Dice, then the drinker gains the tier 2 benefit, instead.

If the creature whose blood is being consumed had a CR at
least 6 higher than the drinker’s Hit Dice, then the drinker
gains the tier 3 benefit, instead.

Special Donor: Certain special creatures provide
blood that is treated as 1 tier higher than it actually is for the
purposes of the benefits that it grants, such as true dragons
and royalty. At GM discretion, certain individual creatures
may have similar benefits.

Types of Blood

Not all creatures’ blood has special beneficial effects,
and even among those that do, different types of creatures
have blood with different side effects. The following section

provides information on the types of benefits provided by
blood from a variety of different sources.

Angel

Angel blood has a subdued sweetness to its taste,
and is particularly mild. It is almost calming to drink, and
has been likened by some mortal cruomancers to warm milk.
Because it provides less of a rush than many other types of
blood, it is generally less prized by blood connoisseurs.

Tier 1: The drinker is affected as though by
protection from evil (CL equal to the angel’s Hit Dice,
maximum 20) for 1 hour.

Tier 2: The drinker is affected as though by
protection from evil (CL equal to the angel’s Hit Dice,
maximum 20) for 1 hour. Additionally, he gains a +2 sacred
bonus to the ability score of his choice (chosen at the time
that the benefit is gained), which lasts for 1 hour.

Tier 3: The drinker is affected as though by
protection from evil (CL equal to the angel’s Hit Dice,
maximum 20) for 1 hour. Additionally, he gains a +2 sacred
bonus to the ability score of his choice (chosen at the time
that the benefit is gained), which lasts for 1 hour. Finally, the
drinker is healed by both positive and negative energy for 1
hour.

Archon

The blood of archons has a curiously muted and
subdued taste, which is too subtle and faint for the liking of
many blood connoisseurs. It also provides less of a rush than
many other types of blood, though some revenants insist
that, to a refined palette, it offers a more cerebral type of
enjoyment.

Tier 1: The drinker gains immunity to fear effects,
as well as the shaken condition and the effects of the Turn
Undead feat, for 1 hour.

Tier 2: The drinker gains immunity to fear effects,
as well as the shaken condition and the effects of the Turn
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Undead feat, for 1 hour. Additionally, he can speak to any
creature that has a language, as though with the tongues
spell, for 1 hour.

Tier 3: The drinker gains immunity to fear effects,
as well as the shaken condition and the effects of the Turn
Undead feat, for 1 hour. Additionally, he can speak to any
creature that has a language, as though with the tongues
spell, for 1 hour. Finally, he gains a +1 sacred bonus to AC for 1
hour.

Demon

Demonic blood is foul to the taste, and those who
have consumed it say that it is a foul blend reminiscent of
sulfur, acrid smoke, and coals. Despite its unpleasant taste,
it fills its drinker with intense feelings of power, and many
revenants are more than willing to suffer the unpleasant hit
to their palette in order to gain the rush of abyssal power.

Tier 1: The drinker gains a +1 profane bonus on
attack and damage rolls made against good creatures for 1
hour.

Tier 2: The drinker gains a +1 profane bonus on
attack and damage rolls made against good creatures for
1 hour. Additionally, his natural weapons, as well as any
weapon he wields, are treated as being both chaotic and evil
for the purposes of overcoming damage reduction for 1 hour.

Tier 3: The drinker gains a +1 profane bonus on
attack and damage rolls made against good creatures for
1 hour. Additionally, his natural weapons, as well as any
weapon he wields, are treated as being both chaotic and evil
for the purposes of overcoming damage reduction for 1 hour.
Finally, he gains a +2 enhancement bonus to his Strength
score for1 hour.

Devil

Devil’s blood has a strong metallic tang to the taste,
and is particularly slow-flowing and viscous. Though fairly
sweet and tangy initially, the blood leaves a strong aftertaste
that is both intensely bitter and warm-tasting.

Tier 1: The drinker can see perfectly in darkness of
any kind, even that created by a deeper darkness spell, for 1
hour. Additionally, he gains a +1 profane bonus on Bluff and
Diplomacy checks for 1 hour.

Tier 2: The drinker can see perfectly in darkness of
any kind, even that created by a deeper darkness spell, for
1 hour. He also gains the ability to speak telepathically, to a
range of 100 feet. Finally, he gains a +2 profane bonus on Bluff
and Diplomacy checks for 1 hour.

Tier 3: The drinker can see perfectly in darkness of
any kind, even that created by a deeper darkness spell, for
1 hour. He also gains the ability to speak telepathically, to a
range of 100 feet. Further, he is affected as though by the spell
detect thoughts (CL equal to the devil’s Hit Dice, maximum
20) for 1 hour. The saving throw DC uses the drinker’s
Charisma modifier. Finally, he gains a +3 profane bonus on
Bluff and Diplomacy checks for 1 hour.

Dragon

The blood of dragons is powerful, and infused with
intense magical properties. It is somewhat thicker than most
blood, and is very spicy in flavor. Many revenants find it
unpleasantly intense, especially as the taste tends to linger
for some time, but those who drink dragon blood frequently
often develop a taste for it. A true dragon (as opposed to
other creatures with the dragon type) produces blood that is
treated as 1 tier higher than it actually is for the purposes of
the benefits it grants.

Tier 1: The drinker gains a number of temporary
hit points equal to his cruomancer level. Additionally, if
the dragon had a breath weapon, the drinker gains energy
resistance 5 against the type of energy associated with that
breath weapon (if the dragon did not have a breath weapon,
he gains fire resistance 5, instead). These benefits last for 1
hour.

Tier 2: The drinker gains a number of temporary
hit points equal to his cruomancer level. Additionally, if
the dragon had a breath weapon, the drinker gains energy
resistance 5 against the type of energy associated with that
breath weapon (if the dragon did not have a breath weapon,
he gains fire resistance 5, instead). He also gains spell
resistance equal to 5 + the dragon’s CR. These benefits last for
1 hour.

Tier 3: The drinker gains a number of temporary
hit points equal to his cruomancer level. Additionally, if
the dragon had a breath weapon, the drinker gains energy
resistance 5 against the type of energy associated with that
breath weapon (if the dragon did not have a breath weapon,
he gains fire resistance 5, instead). He also gains spell
resistance equal to 5 + the dragon’s CR. Finally, he gains a +2
enhancement bonus to all ability scores. These benefits last
for 1 hour.

Elf

Elven blood is particularly sweet, and many blood
connoisseurs refer to it as being “light” and “airy,” in nature.
It is often compared to honey or particularly sweet wines. The
blood of half-elves is notably less potent than that of “full-
blooded” elves, and it is impossible to gain tier 2 or higher
benefits from the blood of a half-elf.

Tier 1: The drinker gains low-light vision and a +2
bonus on Perception checks for 1 hour.

Tier 2: The drinker gains low-light vision and a +2
bonus on Perception checks for 1 hour. Additionally, he treats
his cruomancer level as being 1 higher than it actually is for
the purpose of level-dependent effects for 1 hour.

Tier 3: The drinker gains low-light vision and a +2
bonus on Perception checks for 1 hour. Additionally, he treats
his cruomancer level as being 1 higher than it actually is for
the purpose of level-dependent effects for 1 hour. Finally, he
gains a +2 enhancement bonus to his Dexterity score for 1
hour.



Fey

Fey blood is highly intoxicating, and provides a
sudden and powerful rush to those who drink it. It often
makes the drinker feel giddy, light-headed, and childish,
although these symptoms are minor, and can be controlled.
Fey blood tastes rich and earthy, with a number of faint
undertones of a variety of berries and spices, for a mixture of
sweet and spicy tastes.

Tier 1: The drinker treats his cruomancer level as
being 1 higher than it actually is for the purposes of level-
dependent effects for 1 hour.

Tier 2: The drinker treats his cruomancer level as
being 1 higher than it actually is for the purposes of level-
dependent effects for 1 hour. Additionally, he gains DR 2/cold
iron for 1 hour.

Tier 3: The drinker treats his cruomancer level as
being 2 higher than it actually is for the purposes of level-
dependent effects for 1 hour. Additionally, he gains DR 5/cold
iron for 1 hour.

Magical Beast

The blood of magical beasts varies in taste
depending on the exact beast in question. Manticore blood
is rich and dark, with slightly sour overtones, while griffon
blood has a cool, soothing taste, like a mild breeze. In
general, though, the blood of such creatures gives the drinker
a rush that fills him with primal energy, even more so than
blood from other sources.

Tier 1: The drinker gains a +3 bonus on all
Acrobatics, Climb, Fly, Stealth, and Swim checks he makes
for 1 hour.

Tier 2: The drinker gains a +3 bonus on all
Acrobatics, Climb, Fly, Stealth, and Swim checks he makes
for 1 hour. Additionally, he gains a +1 bonus on all attack and
damage rolls made for natural attacks for 1 hour.

Tier 3: The drinker gains a +5 bonus on all
Acrobatics, Climb, Fly, Stealth, and Swim checks he makes
for 1 hour. Additionally, he gains a +2 bonus on all attack and
damage rolls made for natural attacks for 1 hour.

Noble

While their blood may not actually run blue, it
is nonetheless true that the blood of the aristocracy is
more potent than that of peasants. In order to qualify as
“noble” blood, the blood’s source must generally be a direct
descendant of a noble or aristocratic bloodline, which must
have held a noble or aristocratic office for at least three
generations (subject to GM discretion). Royal blood (that
belonging to the descendants of kings, queens, emperors,
and the like) is even more potent, and is treated as 1 tier
higher than it actually is for the purposes of what benefits are
granted to the drinker. Noble blood tastes much like other
blood of its sort, but fresher, cleaner, and generally better,
much in the same way that a humanoid creature might
compare a cut of premium steak to ground beef.

Tier 1: The drinker gains a +3 bonus on all Bluff,
Diplomacy, and Intimidate checks he makes for 1 hour.

Tier 2: The drinker gains a +3 bonus on all Bluff,
Diplomacy, and Intimidate checks he makes for 1 hour.
Additionally, he gains 1 additional blood point as a result
of consuming this blood (if he would have gained o blood
points, he gains 1 blood point).

Tier 3: The drinker gains a +3 bonus on all Bluff,
Diplomacy, and Intimidate checks he makes for 1 hour.
Additionally, he gains 1 additional blood point as a result
of consuming this blood (if he would have gained o blood
points, he gains 1 blood point). Finally, his Leadership score
(if he has one) is permanently increased by +1 (to a maximum
increase of +5). Alternatively, if he has one or more abilities
that allow him to control a certain number of Hit Dice of
undead, he can instead choose to increase the number of Hit
Dice of undead he can control with one of those abilities by 1
(to a maximum increase of 5 Hit Dice per such ability).

Spellcaster

Anyone capable of casting 2"-level spells qualifies
as a spellcaster for the purposes of this type of blood,
although spell-like and supernatural abilities do not count
for this purpose. Characters with 1 or more levels in sorcerer
automatically count as being a spellcaster for this purpose
(though see Sidebar: Sorcerer Blood). The magic that
spellcasters wield infuses their very being (and, by extension,
their blood) in subtle ways, making it both more delicious
and more powerful for those who consume it. The blood of
spellcaster’s seems to pop and tingle in the drinker’s mouth,
almost bubbling like champagne.

Tier 1: The drinker treats his cruomancer level as
being 1 higher than it actually is for the purposes of level-
dependent effects for 1 hour.

Tier 2: The drinker treats his cruomancer level as
being 2 higher than it actually is for the purposes of level-
dependent effects for 1 hour.

Tier 3: The drinker treats his cruomancer level as
being 3 higher than it actually is for the purposes of level-
dependent effects for 1 hour.
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Revenants and Disease

For the most part, revenants and diseases are not
topics that intersect overly much: revenants are generally
immune to diseases, and so do not need to worry about
suffering from their effects. This does not mean that
revenants are completely divorced from diseases, however,
and the following section explores two ways in which diseases
can become a concern (or benefit) for revenants, in the form
of their ability to carry and spread diseases amongst living
creatures from which they feed, and also some diseases that
specifically affect revenants, despite their general immunity.

Revenants as Disease Carriers

While revenants enjoy immunity to diseases, they
can still act as incubators and carriers of diseases, potentially
spreading any disease that they carry with each bite that
they make. Most revenants are completely unconcerned
with whether or not they may be inflicting horrible diseases
upon their victims, and a few even cultivate such diseases
deliberately in order to use them to weaken those that they
bite, but a significant number of revenants, concerned
about the stability of their feeding stock, take care to avoid
spreading diseases amongst mortals.

Spreading Diseases

Revenants that are exposed to a disease that they
would otherwise be immune to may choose to make a
Fortitude save to resist the disease as normal. If they succeed,
they are completely unaffected by the disease, just like if
they were alive. If they fail, then instead of actually suffering
from the disease, the revenant becomes a carrier for the
disease. He or she suffers no symptoms of the disease, but
can potentially spread the disease to any creature that he
bites with the Vampire’s Bite feat. Such victims must succeed
on a Fortitude save each time they are bitten, or else contract
the disease that the revenant is carrying (the normal DC and
onset period for the disease applies).

Curing Disease

By default, a revenant can only serve as an incubator
for one disease at a time. If he becomes exposed to a second
disease while still suffering from the first, then he retains
whichever disease has the higher saving throw DC. If both
diseases have the same saving throw DC, then determine
which disease is retained randomly.

A revenant does not serve as an incubator for a given
disease indefinitely. Once a revenant has had a disease for a
full month, the disease works its way out of his system and
he is effectively “cured” of the disease, and ceases to transmit
it. If the revenant actively wants to rid himself of the disease,
he can make Fortitude saves each day to attempt to resist
it, as though he were afflicted by it normally. If he succeeds
on enough saving throws to cure himself of the disease (as
outlined in the disease’s entry, under “cure,’), then he can
rid himself of the disease early. There are no consequences
for failing such saving throws, and any revenant who isn’t
actively attempting to rid himself of the disease is assumed to
be automatically failing all such saving throws.

Revenants can be cured of any diseases that they are
carrying via the same magic that living creatures can, but
they cannot benefit from the treat disease function of the
Heal skill. Living creatures that are infected with diseases
from revenants can cure those diseases through the normal
method.

Mortal Carriers

In the case of rare diseases that can affect revenants
but do not affect living creatures (see Revenant-Specific
Diseases, below), living creatures can become infected
with the disease and carry it just as a revenant can become
infected with and carry diseases that he is immune to. A
revenant who consumes blood (or, in the case of inhaled
diseases, simply comes near) a mortal that is carrying such a
disease is exposed to it.

Revenant-Specific Diseases

While revenants are undead creatures and are
immune to the effects of most diseases, there are a handful
of diseases which, whether through magical augmentation
or unusual mutation, do affect such creatures. Some of these
diseases affect living creatures differently than they affect the
undead, and others are completely harmless to the living, but
they all affect revenants, despite their general immunity to
diseases. The following diseases are presented in alphabetical
order.

Type disease, inhaled; Save Fort DC 13

Onset 1day; Frequency 1/day

Effect 1d4 Con and 1d4 Cha (revenant), or 1 Con and 1 Cha
(living creatures); Cure 2 consecutive saves.

IMORTIS DEBILITAS

Type disease, inhaled; Save Fortitude DC 12

Onset 1 day; Frequency 1/day

Effect 1d3 Strength damage. Only revenants are affected by
this disease. Living creatures are immune to it, but can serve
as carriers for it; Cure 1 save.

Type disease, ingested (revenant) or injury (living creatures);
Save Fortitude DC 15

Onset 1 day; Frequency 1/day

Effect 1d2 Dex and 1 Con (revenant), or 1d4 Dex and 1d2 Con
(living creatures); Cure 2 consecutive saves.

Type disease, ingested (revenant) or injury (living creatures);
Save Fortitude DC 17

Onset 4 hours; Frequency 1 per 4 hours

Effect Lose 1 blood point (revenant) or 1d2 Con (living
creatures). Revenants with no blood points lose 1d4 Con
instead. Living creatures that are reduced to o Constitution as
a result of this disease become revenants in 1d4 days, at which
point they are cured of the disease.; Cure 1 save
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For years, the ll:gf.‘ﬂd of the vampire has captivated the minds of mortals, and i
these dark stalkers of the night have become permanent fixtures of fantasy media and .?__ o
roleplaying games alike. But while vampires in novels, movies, and television each f
provide their own unique twist or spin on the vamFirc m}!tﬁ. l:r:at{ng innumerable ;
different interpretations of what it means to be a vampire, for the Pathfinder ;
ru'lq_:hy{ng game, at least, there is :ml}.l one kind of v:.mP{rc. which fits some Et)'lm 3
of vampirism well, and docsn’t fit others at all. €ven worse for vampire enthusiasts,

the ability to al:tually Play as one of these nocturnal lurkers is incredibly limited.
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At least, that was the case until Necromancers of the Northwest changed all

that with Liber Vampyr: Secrets of the Blood, a book devoted to making vampiric
Pla}-rr c}ta-l_-antm not nml}r possible, but fully supported. 1t made use of a new s}rstm:n;-
called cruomancy, which allowed characters to gain blood points by drinking blood, & -
and to spend those blood points to power various abilities, gained from feats and =
class features. The book was built in a way that allowed players to pick and choose 3"
not just their vampiric powers and abilities, but even their weaknesses, mmurag{ng; .
players to build their own monster to match their vision of vampirism.

Scions of the \fhmpfm Blood, Shadow, and Smoke Pfclca up where Liber VamF}.-r‘ {
left off, by va{ding 50 new feats and three new prestige classes, as well as mml‘ g
groups of ﬁlrpplmmtal rules that cover some of the additional concerns of
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vampirism. The book introduces three vamgiric lineages, or bloodlines, cach witﬁ q;ﬁ.:" E:i; E
special powers. Gain power from darkness and make shadows do your bidding as a .« &, - %= 8
Shaedross scion, align yourself with the Borsiviaks in order to gain an eldritch :§ ‘f_; v*-:‘;.
mastery over blood, bending and twisting it at your whim, or delve deep into the =27
power of the Montavix to transform into a misty vapor, rendering you all but ‘i 4 i‘ 3
immune to attack. All these powers, and far, far more, can be yours. ‘i = 't— . §

This book expands on and uses the cruomancy rules first presented in Liber ;-4 E :'i
Vampyr, a free product which can be downloaded from ?. v E";‘i“x
www.necromancers—online.com. E } # i‘;‘f . 'I:.E
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