WNCTDE] To ‘,
| BN, VAMP[RES (‘/

\

I
@i A AL A \

~ | Ubiquit
L |c|'=].1yc|ll1' '''''' ?c/- u :




Yeagues of Gotbhic forror
Guide to Pampires

by SN Paul “Wiggy” Wade- Williams

Head ditor: Anthony Hoyd
Graplyic Design: Robin Elliott
Bypedetting: Paul MWade MWillioms
Cover: Manfred Rofjrer
Jltustrations: Fimon Lodd, Justin Russell
Ubigquity Rules Fystem Design: Feff Combos

TRIPEEACE
+ GAMESH:

wnw.tripleacegames.com

First Published 2016
ISBN 978-1-908237-49-1

13579108642
Printed in the USA

This game uses the Ubiquity Roleplaying System, developed by Exile Game Studio (www.
exilegames.com). Ubiquity Roleplaying System, Exile Game Studio, and all associated logos and
trademarks are copyright, Exile Game Studio, LLC. Used with permission.

©2016 Triple Ace Games. Leagues of Gothic Horror and all related marks and logos are
trademarks of Triple Ace Games. All Rights Reserved.




I enguies o

Zable of Contents

f Gothic Gorror: Guibe to Pampires

CHAPTER THE FIRST: INFERNAL ORIGINS. .....cuitininiininireiniteieinereeeneeaneneenennnns
PREHISTORY. .. cuuininiiiiieieiee et e et e e e e e e e e ee e e e e e et eastaeaesasnasnnsnesnnens
DAWN OF CIVILIZATION. . ...ttt iteine et e e e eeete e e eeeeaeae et eaeaaesasaaanaanns
(CTASSTCATAW/ORED AT Yo R o SAty M ol il oty B e S el 1 e e
MEDIEVAL WORLD.....cuitnitniiiieiieie e te et e et et e e e e e e e e e e e e e aaeseaneaneans
EARLY MODERN AGE. .. .uiiuiiiiiieiieiei et e e e e e e e e reee e ens
IV @DERNYER A Rt RN S ey o+ R e, B0 (e = SNSRI kel WU

CHAPTER THE SECOND: THE NATURE OF THE DAMNED........cccovviiniiniiniiniinnnnnn.
(CREATIONE== I=t-eRet e oS30 B Mt ol sl Y 2§ s o TSPy e S e

AW EAKNESSE SR teclin e 7o) = halgd i e M 41 oSy Sl B et ome el N = M
NEW OCCULT BOOKS. ... cuitiitiiiiiiieiee et e e e e e e e aeanas
INEW WEIRD SCIENCE. ... .uuuitnitiiiieieiete e eeeeieaetaeta et e eaeeneeneenesnns
CHAPTER THE FIFTH: CATALOG OF FIENDS......oviiiiiiiiiiiiiicec e
WESTERN VAMPIRES. ... .ututnitnetnetetateeiesaesneeneenesnesnesnesaesesassareesnasnesnnes
OTHER VAMPIRES. .....eututtnttnttttetetesteetestesnesnesnesnssassasaassassassesnasnasnasnns
CHAPTER THE SIXTH: PRINCES OF DARKNESS........cvuiiiiiiiieiieiieieeeeeeeann,
AZ70 VON KLATKA, COUNT....couitiitiiiiiiieieie et e e e e ans
BENJAMIN APPLEBY......utuiuinininitinttee ettt et e e e e e e e et e e enenenenen
THE CRIMSON CHALICE. ... .tuitniiieineiieieeietieeaeeteee et eeaeaaeeanesaeerneeans
D) RACUIASR(E O TN T e s Ny~ Wy A B Pl Y W ) - U T O
ELIZABETH BATHORY....ccuitiiiiiiiiiiiiiii ettt et e e et e e enns
(O RIO K (€O UNTT STl e o W a5l S SRS Pt sEER) WP, T ok A Nt T o
R. M. RENFIELD....uituitniiiieiieiieiteietet et et et e e e e st snesnesnesnesnesnasnssnesnees
UHERRIPPER S e Sy (3= s - et I TR PO e B S Y e e e e
RUTHVEN, LORD... ..ttt e e e e e eans
DOCTOR SAMUEL MOORE......c.uiuitiieiieieiei et e e e e e e e e eaeaaeanns
VARNEY THE VAMPIRE. .. ..ueuututnetneinetneteteeteenesnesneenesnssnerassassassessessasneses
VISCOUNT DE MORIEVE. ... .uiuiiiiineiniieeie et ete e e e et e e et et eaeeaeeae e ennens




“For, let me tell you, be is known every-
where that men bave been. In old Greece, in
old Rome; be flourish in Germany all over,
in France, in India, even in the Chernosese;
and in China, so far from us in all ways, there
even is he, and the peoples fear bim at this
day. He have follow the wake of the berserker
Icelander, the devil-begotten Hun, the Slav, the
Saxon, the Magyar.” —Bram Stoker, Dracula

In terms of antiquity, vampires are second
only to haunting spirits. While the word “vam-
pire” may not exist in every culture, most all
peoples have some sort of bloodsucking entity
in their mythology.

Prebistory

We shall never know for certain how long
the vampire has plagued mankind. In an age
without writing, our distant ancestors painted
images on cave and rock walls. Among the
myriad hunting scenes are found a plethora
of strange figures, but to associate these with
vampires is speculative at best.

Perhaps the vampire had not yet come
into existence., though given its widespread
notoriety this seems unlikely. Still, it begs the
question, did vampires have a single source, a
progenitor of the entire species?

It is worth noting that some occult schol-

ars, especially Professor Marcus Rein-Hagen
of St. Olaf College, Minnesota—considered by
many to be a leading authority on vampires in

Chapter the First:
Infernal Origing

Western Europe—believe the Biblical Cain was
the first vampire. There is no hard evidence
supporting this theory, despite its popularity
in some circles.

Datun of Cigilization

Like civilization as a whole, the known story
of vampires begins in the Middle East—more
specifically, in the ancient land of Mesopota-
mia. The vampires of Sumeria, and later Baby-
lon and Assyria, were not creatures of flesh and
blood that rose from their graves to torment
the living, though, but rather demons from the
netherworld or the spirits of mortals who had
not received proper burial rites.

Assyria holds the honor of being the first
nation to have created writing concerning
vampires, a fact passed to the Western world
only in 1866, when Cuneiform Inscription of
Western Asia was published. Babylon, mean-
while, had the earliest depiction of a vampire
in art.

The image, discovered on a cylinder seal,
clearly shows a prostrate man being straddled
by some hellish woman. Standing beside her is
another man, this one armed with a wooden
stake. The cylinder reveals two important facts.
First, in the earliest days vampirelike entities
were invariably portrayed as female. Second,
staking a vampire through the heart has long
been recognized as a method of destruction of
these vile creatures.

Although many of the great literary epics of
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India were written down many centuries later,
the oral tradition from which they stem alludes
to vetalas. Although spirits, they possessed
cadavers and skulked around charnel grounds.
Pishachas, another malevolent spirit, were
said to feast on the vital energies of mortals
and drive those they possessed insane.

At some point during this era the ancient
Hebrew scribes began writing the books of the
Torah, which would later form the Christian
Old Testament. These religious texts make
it abundantly clear that the consumption
of blood is a sin. As Genesis 9:4 states, “But
flesh with the life thereof, which is the blood
thereof, shall ye not eat.”

This is repeated again in Leviticus 17:14,
which states “For it is the life of all flesh; the
blood of it is for the life thereof: therefore I
said unto the children of Israel, Ye shall eat the
blood of no manner of flesh: for the life of all
flesh is the blood thereof: whosoever eateth it
shall be cut off.”

Lilith, a figure found in Babylonian stories

and later in Hebrew texts, also displays vampire-
like qualities. Either a female demon or the first
wife of Adam, she is a harlot who lies with men
and then drains them of their blood, and attacks
sleeping infants. Note the similarities between
her nature and the figure shown on the cylinder
seal. Such was the fear she instilled that moth-
ers would hang protective amulets over their
babies’ beds—perhaps the first anti-vampire
wards. Many depictions portray her with the
taloned feet of a bird of prey and wings.

Classical IWorld

As the old empires withered away to be
were replaced with new ones, so vampires
spread further afield.

Among those known to the Greeks and Ro-
mans were Empus, a demigoddess who drank
the blood of young men while they slept; Lamia,
a mortal mistress of Zeus transformed into a
monster by Hera and cursed to devour children,
and the striges, an owl that drank the
blood of children. As can be seen, vam-
pires remained mostly female.

Empusa features in the Life of Ap-
polonius of Tyana, by Philostratus.
Centuries later, the English poet John
Keats used this ancient tale as the
basis for his poem Lamia.

As a side note, owls play a double
role in the Classical Age. The owl was
a symbol of Athena, an association
that led to it being seen as a creature
of wisdom. The notion of the “wise
owl” still remains strong in Western
Europe, even to this day. Oddly,
though, the strix (singular of striges)
is described as using its long beak to
drink human blood. In Rome, Pliny
the Elder (23-79) described how the
entire city had to be ritually cleansed
over a number of years after an owl,
a creature the Romans saw as a noc-
turnal monster and harbinger of evil
flew into the Senate.

Despite beginning the Classical
age as spirits, it was toward the end of
this era that vampires began to make




a gradual evolution from spiritual entities to
creatures of flesh, and also to become associated
with witchcraft (again, note the link to females).
This is clearly evident in Lucius Apuleius’ (c. 124-
c. 170) work The Golden Ass, in a story concern-
ing Socrates.

Captured by a witch and her equally wicked
sister, Socrates suffers having his blood sucked
out. Despite this ordeal he escapes, his wound
staunched with a sponge. Later, while drinking
from a stream, the makeshift bandage falls away.
Socrates then slumps to the ground, no longer
fresh and vital, but a withered creature of skin
and bone.

Miediesal World

Whether they were carried in the minds of
Roman soldiers or had always existed in the
shadows, word of vampires began to slowly
emerge in Europe. It would be in later cen-
turies, however, that vampires truly emerged
into public consciousness.

Eastern Europe, with its brooding moun-
tains and dark forests, became the spiri-
tual home of the bloodsucker. In 12th century
Hungary, a pagan shaman revealed to his in-
quisitors that there existed a demon known
as “Izcacus.” The name translates as “blood-
drinker,” and the fiend could be summoned to
defeat a pagan’s enemies.

This is backed up by the Word of Saint
Grigoriy, an ecclesiastical work that states the
pagans of the east worshipped “upyri.” Schol-
ars remain divided on the origin and meaning
of the word. One theory is it is a corruption
of a Turkish word, ubyr, which means “witch.”
Others hold it stems from a Slovak word that
means “someone who bites.” Either way, it is
clearly a malevolent thing.

While vampires remained unknown in
much of Western Europe, their existence was
known to Crusaders battling in the Levant. An
apocryphal story tells how a vampire adopted
the guise of the Patriarch of Jerusalem. In or-
der to spare them from any blame, the Knights
Hospitaller hired a Muslim Assassin to end the
creature’s unholy life.

Around the same time, revenants were first

Historical Jampires

The following historical persons por-
trayed behavior that, in Leagues of Goth-
ic Horror, allows them to be labelled his-
torical vampires. They are presented for
Gamemasters who want to use them in
their campaigns.

Antoine Leger (????-1824): Not content
with raping a young girl, Leger ate her
heart and drank her blood. Following
his capture, he admitted to murdering
many girls by similar means. Not content
with severing his head by guillotine, the
French authorities thrust a stake through
his heart and buried him beside a cross-
road in an unmarked grave.

Clara Geisslerin (1499-1567): Accused
of witchcraft, Geisslerin admitted under
torture to sexual activity with demons
and drinking the blood of 60 children.
She died under torture.

Francois Bertrand (1823-78): A ser-
geant in the French army, Bertrand suf-
fered from necrophillic impulses. He
served a year in prison for exhuming
corpses, dissecting them, and engaging
in solo sexual activity over the remains.
Vincenzo Verzeni (1849-1918): A
farmer’s son, Verzinin begins to display
abnormal behavior at the age of 18. By
1872, he had killed several people in the
same manner—biting their necks and
tearing out their internal organs. Arrest-
ed and placed in a lunatic asylum, the
alienist Cesare Lombroso (1835-1909)
labelled Verzini “a sexual sadist, vampire,
devourer of human flesh.”

Historically, Verzini tried to hang himself
in 1874. He recovered and went on to
serve 30 years for his crimes. In Leagues
of Gothic Horror, his captors may believe
his suicide successful and, unaware he is
a vampire, bury him. The grave does not
hold the fiend for long, however.

reported in England. Although not specifically
referred to as drinking blood, their rise from
the grave after death and ability to remain
fresh in the grave had many of the hallmarks

of vampire lore.
This is virtually all that is known of vampires
in Western Europe during this time. It was as if
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the vampire, having emerged into the flickering
candlelight of a new world, promptly chose to
return to the shadows in the east they knew well.
A few centuries later in Eastern Europe,
nobles such as Countess Elizabeth Bathory and
Vlad III Dracul would enter vampire folklore—
the former for bathing in the blood of virgins,
and the latter for his bloodthirsty excesses.

Early Modern Age

Scientific reasoning had dawned the Age of
Enlightenment, yet did nothing to quell belief
in vampires, especially in Eastern Europe.

During the early 18th century, vampire
panics gripped Prussia and the Habsburg
Monarchy. Scholars publicly refuted the exis-
tence of bloodsucking supernatural creatures,
proclaiming that supposed incidents were
nothing more than rabies or the result of pre-
mature burials. Their words did little to calm
the superstitious peasants.

Dom Augustine Calmet, a prominent
French theologian, wrote an in-depth analy-
sis of vampires in 1746. Unfortunately, his
thoughts left the matter of whether or not
vampires existed as rather ambiguous. While
some readers argued Calmet has dispelled the
myth of vampires, others interpreted his work
as proving their existence.

Such was the fear, that in 1749 the Catho-
lic Church was forced to issue a statement
concerning the incorruptible nature of some
saints’ earthly bodies. The Church made it
clear such instances were of divine origin and
vampires were nothing but figments of over-
worked imaginations. At the same time, or so
some modern occult scholars hold, the Church
was conducting a secret war against all manner
of creatures of the night.

In 1755, Maria Theresa, Holy Roman Em-
press, Queen of Hungary, and Archduchess
of Austria, dispatched Gerard van Swieten
(1700-72), her personal physician, to Moravia
in Bohemia. Van Swieten’s official stance was
vampires were born of barbaric ignorance.
Odd, then, that he was escorted by a company
of soldiers who spent much of their time
scouring the woods of the region.

e

His report into vampires, a truly scientific
work, claimed that stories of corpses that did
not rot in the grave were true, but were the
work of delays in the fermentation process and
lack of oxygen. Based on this, Empress Maria
Therea declared vampires nonexistent and
outlawed the exhumation and mutilation of
corpses. It did little good.

Throughout this era and into the modern
age, people continued to believe wholeheartedly
in vampires. There are numerous instances of
graves being opened following spates of sudden
deaths, only for the interred to appear as they
did in life. Inevitably, the corpses were dragged
from their resting places, beheaded, and impaled
through the heart with a wooden or iron stake.
Whether one believes in vampires or not, the
mysterious deaths ceased soon after.

Many readers will undoubtedly cast their
eyes to the peasants of Eastern Europe with
regard to this, but they should also look across
the Atlantic Ocean—the New England vampire
panic started in the early 19th century and
continued in fits and starts until around 1892,
when it petered out.

Modern Era

A new world has dawned, but it is one in
which the vampire is at home. During the sec-
ond cholera pandemic (1829-49), unfortunate
citizens in Slavic countries were burned alive
by their neighbors, who feared they were vam-
pires. The same thing occurred again during
the third pandemic (1852-80).

Although the word “vampyre” had entered
the English lexicon as far back as 1734, its ap-
pearance in literature stems from the dawn
of this great age, with The Vampyre, by John
Polidori (1819) and the epic, if torrid, story of
Varney the Vampire (1847).

As far as most Britains are concerned, the
birth of vampire lore begins only in 1897, when
Bram Stoker publishes his acclaimed work
Dracula. Of course, the Leagues of Adventure
with an occult bent had known of Dracula for
several years, the incident having taken place
in 1893. Whatever his origin, the vampire was
now firmly rooted in public consciousness.




Chapter the Hecond:

“When they become such, there comes with
the change the curse of immortality; they can-
not die, but must go on age after age adding
new victims and multiplying the evils of the
world; for all that die from the preying of the
Un-Dead becomes themselves Un-Dead, and
prey on their kind. And so the circle goes on
ever widening, like as the ripples from a stone
thrown in the water.” —Bram Stoker, Dracula

Having looked at the gradual evolution of
vampires in mythology, we now turn our atten-
tion to the beasts themselves. In this chapter
the budding vampire hunter will learn how
these fiends come to be, ways by which a vam-
pire can be recognized, methods of protecting
oneself from their depredations, and the means
by which the vampire might be destroyed.

‘ Creation '

Of all the night horrors that plague our
world, vampires are perhaps the most complex
and least understood. Cast aside any precon-
ceived notions, for they are as varied as shapes
of snowflakes.

Briginsg

Inexperienced vampire hunters may hold

to the belief that the only way to become one
of the undead is to be bitten by one. Let us be
clear that while this is a guaranteed method,

‘ﬂf)z Mature of

the Damuned

that it is the only method is utter nonsense. In
many circumstances, a vampire is created even
before it dies, as we shall discover shortly.

The Ghost Club, in association with its peer
Leagues, has divided a vampire’s origins into
three distinct categories. Within each category
are various specific methods.

Predisposition

Arguably the most unfortunate vampires
are those who through no fault of their own
are predisposed, but not destined, to rise
from the dead because of the circumstances
surrounding their birth. Let us state again that
possessing one or more of these predisposi-
tions is not a guarantee of undead status. If
such were true, the world would be awash
with them. No, possession of one of more of
these merely increases the likelihood.

The moment of birth can have a bearing on
one’s status after death. Those born of nights
of the new or full moon; with teeth, an extra
nipple, a red birthmark, a red caul, or exces-
sive hair are, in some cultures, seen as likely
suspects for future undead status. Being con-
ceived on a holy day is another sign, though
naturally it is very difficult for one to be aware
of this fact.

Other factors include being weaned too
early or suckling too late in life, being the sev-
enth son of a seventh son (although such indi-
viduals are often attributed other supernatural
powers), and one’s mother failing to consume
sufficient salt during her pregnancy.




Qets in Life

The second category concerns acts per-
formed in life. First among these is suicide, an
act which condemns the soul to eternal tor-
ment. The practise of magic, especially black
magic, is said to have a similar effect.

Other known methods include eating any
part of a sheep killed by a wolf, leading an im-
moral life, and, for priests, giving mass while
in a state of mortal sin. It might be argued that
the first method is a warning to avoid such car-
casses because they may harbor disease, while
the second is surely a means of dissuading la-
dies from taking up unsavory professions, such
as prostitution or becoming a barmaid.

At this point vampire and werewolf lore
collide. In some cultures, it is believed that be-
ing a werewolf in life condemns one to eternal
existence as a vampire after death. Despite its
popularity, there has yet been no evidence of
slain werewolves (and the Leagues have killed
many) returning to suck blood.

Death or Post— Death

The final category involves death and events
that occur after death. It should not require
further explanation that the latter category is
entirely out of the hands of the unfortunate
victim. This does not make the vampire any
less evil, though.

Superstitions concerning corpses before
burial are many and varied. To have a shadow
fall across the deceased, a cat to leap over the
corpse, or to pass a candle over the cadaver are
portents of doom.

The method of death can also play a factor.
To die of drowning is said to create a vampire,
as is death by violence or murder. Such things
should be considered as possible methods of
detecting a vampire before it rises, but not
every person who dies by these means needs
to be sought out and beheaded.

As mentioned earlier, the most common
method is being slain by a vampire. More spe-
cifically, having one’s blood drained. This vile
act is known as the “vampire’s kiss.” A corpse
drained of blood by a vampire is guaranteed to
rise as one of the undead within three nights

" N

Peagues of Gothic Horror: Guide to fﬂmpim

(often sooner). While they must dine on hu-
man blood to preserve their own existence,
they are feral beasts, closer to cunning animals
than intelligent hunters.

In order to become a true vampire, as
defined by the League’s Council of London
in 1866, is for the vampire to share its blood
with the mortal before draining him or her
dry. Infused with the unholy essence of the
vampire before death, the victim will rise as an
intelligent creature of the night.

Drinking a vampire’s blood need not be vol-
untary. A fiend may force a mortal to consume
its black ichor, thus condemning him to a life
of vampirism. Alas, more than one globetrotter
has suffered such a vile fate as punishment for
daring to interfere in the plans of a vampire.

Hiotives

At the lowest end of the scale, vampires
have only one motivation—to survive. The
thirst for blood, while rarely reducing the
bloodsucker to the status of a ravenous beast,
is especially strong. Combined with their often
limited intellect, it is all the vampire can con-
centrate on.

Higher status vampires have more varied
motivations. Their lust for blood is little dif-
ferent to a mortal’s need for food and drink,
and with centuries of life ahead they can make
grand plans. A few possible motivations are
described below.

Escape

Commonly found only in newborn vam-
pires, but possible in a creature whose true
nature has been discovered by his mortal
neighbors, the vampire seeks to return to the
shadows and fade from living memory. Often
hunted from country to country, the vampire
can ill-afford to merely rest up in some se-
cluded location for decades.

Faith

Vampires have no faith in the greater pow-
ers of light, but nothing prevents them from




worshipping one of the powers of darkness.
Often, but not always, the vampire serves as
the head of a cult. Many of its congregation are
mortals. Of these, some follow our ancestral
tradition; others because they hope to receive
the vampire’s kiss.

Breed

With centuries of existence ahead, it seems
only fitting that a vampire would want to live
in luxury. Given that all vampires eventually
stagnate and slide into decay, this motivation
is primarily found among younger members of
the species.

Zoge

What greater power is there than love? This
Motivation is primarily found in vampires who
deeply loved another while mortal, only to
have their soulmate cruelly snatched away by
disease, murder, or the ravages of time.

Sooner or later, the vampire will come
across a mortal who resembles his lost love
both in spirit and appearance. From then on,
the fiend becomes fixated on making his victim
his immortal bride.

Poswer

Vampires wield considerable abilities, and
thus it seems only fitting that they should rule
over mortals. Such desire burns strongest in
the youngest vampires, those who have yet to
realize that their existence is a curse and not a
blessing. Even the youngest fiend knows that
he cannot sit on the proverbial throne, but
must be satisfied with standing in the shadows
behind it, subtly pulling strings so as not to
attract attention.

Revenge

Live long enough and you will make en-
emies. Live for centuries and likely one of your
opponents will strike at someone or something
you love. Whether his ancestral home was
burned to the ground by monster hunters, his
beloved bride was pierced through the heart

The ﬂlut u t Damned

o Redemption?

Looking through the Motivations, you’ll
notice that we have not included Char-
ity, Hope, Justice, Redemption, or other
“good” Motivations. Leagues of Gothic
Horror holds to a very specific genre,
one that does not include “sparkly” vam-
pires, vampires with souls, or vampires
that see mortals as anything other than
potential prey.

Gamemasters can, of course, do what-
ever they wish with these rules, but in
all future Leagues of Gothic Horror sup-
plements vampires will be portrayed as
nothing but the blood-hungry monsters
they are.

and crumbled to dust, or simply his cozy exis-
tence has been terminated by nosy mortals, the
vampire craves a bloody and brutal revenge.

Simply slaying the mortal is not enough.
No, the vampire is a patient and cruel hunter.
Like a cat with a mouse, he prefers to play be-
fore dining. Instead of striking directly against
the transgressor, he targets their loved ones.
Eventually he will feed, but not before he has
had his sport.

On the other hand, a free-willed vampire
may desire revenge against the one who creat-
ed it. Such creatures should not be considered
to have any noble intentions—they remain
unholy beasts that must be destroyed.

Truth & MWisdom

Due to their similarity, these two Motiva-
tions are given a single entry. With time firmly
on their side, some younger vampires devote
their existence to unlocking life’s hidden
truths. Never altruistic, they do so only because
it satisfies a burning curiosity. Among older
vampires, the Motivations are less common.

Having slid into stagnation, few elders have
the inclination to bother learning anything
new or unlocking mysteries. Those that do
inevitably turn their attention to what pos-
sible fate may await them should they die.
One “common” mystery vampires have yet to




unlock is whether they are truly immortal or
merely measuring their lifespan in centuries as
opposed to decades.

Gierarchy

Talk of hereditary vampire lineages is
prominent among some vampire hunters, but
there is little to no evidence to back up this
claim. Certainly some vampires do have brides
and minions. Often referred to as a house or
household, these groups should not be con-
fused with the idea of a noble house, with lines
of ancestors and the passing on of titles and
status. Rather, they are more akin to a grand
house, where there is a master (the vampire),
his family (brides or consorts), and servants

(mortal minions and vampire thralls).
The notion of a vampire hierarchy certainly

Heagues of Gothic Forror: Guide to Jampires

exists, but only as an artificial construct within
vampire hunting circles. The various titles as-
signed to these fiends are a means of judging
their power, rather than a true representation
of any actual noble titles or status among their
fellow bloodsuckers.

Servants

The lowliest creatures associated with vam-
pires are mortals who have volunteered their
services. Traditionally, there are two types.

The first, and arguably at the bottom of
the ladder, are madmen. Often with little un-
derstanding of the true nature of their master,
they serve only in the hope of being noticed
and rewarded. In this regard, they are much
like a dog seeking its master’s approval. Often
driven to insanity by witnessing the vampire
feeding, many see their chosen master not as a
feudal overlord, but as a veritable deity.

One should never equate insanity with
stupidity. While their plans may not be grand
or complex, these minions are capable of ex-
ceptional cunning.

The lust for blood is commonplace, al-
though they generally sup on small animals
or attack children. As of 1893, the Ghost Club
begins to refer to these unfortunate individu-
als as “Renfields.”

The second type are sane servants. Unlike the
madmen, who harbor a secret longing to become
a vampire (a dream very few ever achieve), the
sane servants have no such ambitions. Depend-
ing on circumstances, they may serve out of fear
of what will happen if they betray their master,
as paid henchmen who remain loyal so long as
the gold flows into their pockets, or out of long-
standing loyalty. Count Dracula’s Szgany gypsies
are a prime example of the latter.

Game Mechanics: Servants are always
mortals. Most are Followers or Allies, though
nothing prevents one from being a Patron.

Conperts

Those that have tasted a vampire’s blood
but have yet to be drained of their own, or
victims of a vampire that have yet to rise from
the dead as one, are known as converts. The




title is applied regardless of whether or not the
status was voluntary or forced. In order that it
is clear about which type a hunter is speaking,
the former are usually referred to as Stage 1
converts and the latter as Stage 2 converts.

From the moment it first tastes a vampire’s
blood, a Stage 1 convert undergoes a gradual
transformation, becoming more like a vampire
in its behavior and attitude. The victim loses
their appetite, a condition that may prove fa-
tal if they do not eat for an extended period,
adopts a nocturnal lifestyle, and begins to see
humans as inferiors. Neither human nor vam-
pire, she may snarl in rage and bare her teeth,
and even attempt to bite the living.

Such creatures are not yet damned. Should
their master be destroyed before the final
transformation, then the taint of vampirism is
cleansed from their body; if not their soul. This
is not a true cure for the malady, as the victim is
yet to become a fully-fledged vampire.

Stage 1 converts saved in this manner may
never be fully rid of the taint of undeath. They
may suffer continuing nightmares, maintain an
appetite for raw meat, or succumb to insanity.
Alienism may rid them of this lasting stain, but
the process would be long and arduous for all
concerned.

Thralls

While most people use the term vampire to
refer to any bloodsucker, within the Leagues it
holds a very specific meaning.

The lowest rank of the damned are known
as thralls rather than vampires. The title can be
misleading, for these creatures are not always
in bondage to their creator. Rather, the term
applies to their bondage to the terrible thirst
for blood that drives all vampires.

Whatever intelligence they possessed in life
is replaced with an animal cunning. Incapable
of infiltrating society, they lurk on its edges,
skulking through slums and graveyards in
search of their next meal. They are capable of
speech, but do so only to lure prey into their
clutches. Unlike true vampires, these creatures
never grow in power as they age. Lacking any
ambition, their eternity is one of sating their
constant hunger.
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Thralls feed often, and with little regard
to how much blood they drain. Invariably,
they leave a trial of bloodless corpses in their
wake. Fortunately, they are incapable of siring
new vampires. Were such possible, the world
would undoubtedly be overrun by bloodsuck-
ing fiends within a matter of years.

The unfortunate Lucy Westenra, a victim of
Count Dracula, returned to unlife as a thrall.
Referred to by the children she stalked as a
“bloofer lady,” a contraction of “beautiful lady,”
she displayed little desire except to feed.

Game Mechanics: Thralls retain whatever
Attributes, Skills, and Talents they had in life,
save for Intelligence, which is automatically
lowered to 1. Incapable of conducting grand
plans, and having little desire for material
goods or status, virtually all have the Survival
Motivation.

Depending on their status in life, they
might be Allies, Followers, or Patrons. What-
ever their former status, few should be higher
than Level 1. Their level never increases with
age or experience.

In terms of vampiric abilities, these wretch-
ed creatures automatically gain the Decapita-
tion/Piercing the Heart, Garlic Aversion, Power
of the Lord, and Sunlight Weakness drawbacks,
and the Regeneration power.

Brides & Lonsorts

The next step up the ladder, brides and
consorts differ from thralls in that they are
possessed of true intelligence rather than feral
cunning. Ironically, they are only ever found
enthralled to their creator. They are never
equals, but rather are held in check through a
mixture of fear and admiration.

Like thralls, they exhibit no increase in
power with age. Thus, they are not true vam-
pires in the Leagues’ sense of the word. How
one becomes a bride or consort as opposed to
becoming a near-mindless thrall as yet remains
a mystery to the Leagues of Adventure.

Given that vampires watch beautiful things
wither and die around them with great regu-
larity, it should be no surprise that brides and
consorts are invariably attractive. Through
their immortality, their master can surround




Peagues of Gothic Gorror: Guibe to Pampires

himself with imperishable beauty for eternity,
or until he tires of their constant presence.

Game Mechanics: Brides and consorts
should be created as Patron O or Patron 1
vampires. While they receive an appropriate
number of vampire powers during their cre-
ation (see Chapter 4), age does not increase
their power.

Despite their intelligence, brides and con-
sorts lack any ambition except to feed. As a
result, most have the Survival Motivation. The
Duty Motivation is possible, though in this in-
stance it relates solely to loyalty to its master.

Bampire

The Leagues define a true vampire as one
that increases its power the longer it lives. In
order to hold this status, the creator vampire
must allow his victim to sup his tainted blood
before converting them to vampirism. Without
this vile liquid coursing through their veins,
victims of the vampire’s kiss are destined to
rise as thralls or brides.

Contrary to what is portrayed in literature,
there is no such thing as a standard vampire.
Their physical attributes are as they were in
life. For instance, an attractive woman trans-
formed into a vampire remains beautiful, while
one with rippling muscles does not lose his
impressive physique. If anything, these domi-
nant traits are only enhanced by their new
existence.

Game Mechanics: Young vampires should
be created as Patron O if they have lived for less
than a century, or Patron 1 if they are into their
second century as an undead.

Bampire Mobles

A vampire noble is simply one that has sur-
vived unlife for two or three centuries. Having
avoided a second death for so long, the crea-
ture has mastered many powers, and is thus
a dangerous foe even to a party of monster
hunters.

The name “vampire nobles” is not used to
the exclusion of other titles. Among the ranks
of the Golden Circle, for instance, these long-
lived fiends are referred to as “elder vampires.”
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While more fitting, it has yet to appeal to West-
ern European vampire hunters, who are part
of the class system that rules their lands.

Game Mechanics: Vampire nobles have
lived for several centuries and have mastered
several unholy powers. They should be created
as Patron 2 or 3 characters.

Bampire Lord

The highest rank is bestowed on vampires
that have four centuries or more of unhallowed
existence behind them. Terrible in their power,
they are akin to forces of nature. Even if a vam-
pire hunter believes he knows all of a vampire
lord’s abilities, he should be especially wary of
engaging them in open conflict—these fiends
did not live to old age by being foolish.

Again, the title is one preferred by Western
Europe Leagues. In the east, they are more
commonly known as “ancient vampires.”

Game Mechanics: Vampire lords have sur-
vived for a minimum of four centuries. These
terrible lords of the night should be created as
Patron 4 or 5 characters.

Stagnation

It is oft said that one can tire of too much
of a good thing. For vampires, the good thing
is existence. Mortals lead short lives. In the
eyes of an old vampire, they appear much
like vermin, feverishly scurrying around for a
little while before dropping dead within a few
proverbial heartbeats. If he is lucky, a mortal
will achieve one or two goals before death
welcomes him into its cold embrace. Not so
the vampire.

At first, a vampire experiences the passage
of time much like a mortal. Slowly but surely,
that perception changes, until seasons come
and go in the blink of an eye and years tick
by like minutes. Undoubtedly a vampire may
achieve much during its long existence, but
there comes a moment when the weight of
time begins to press down on its black soul.

The fiends first experience a loss of drive.
Beside feeding, there is little to hold their inter-
est anymore. Pet projects and grand schemes



slip from their mind, to be replaced with years
spent aimlessly gazing out into the night.

As time ticks further along, the vampire
may begin to forget who it is. Not who it was,
for that has likely occurred already, but a loss
of individualism. Like the rising of the sun, the
vampire has become merely an aspect of the
eternal cycle of life. It rises, it feeds, it sleeps.
Given suitable time, the vampire may no longer
comprehend the world as does an intelligent
being. Like an animal, it knows what it must
do, but it has no knowledge of the self.

Such a fate does not await every aged
vampire. Those that can dream up new goals
can delay, possibly even negate, the effects for
decades or centuries. It is also possible for a
vampire to snap out of its mental torpor when
a new goal presents itself.

Dracula, a vampire with at least 400 years
of existence tucked into his belt, had slid into
such a state of existence. It was only as the
world shrunk with the advent of new technol-
ogy that he learned of the vibrant cities that lay
beyond the borders of his tiny realm. Fuelled
by the desire for fresh blood and new experi-
ences, he hatched his plan to spread vampir-
ism throughout the city of London.

Cure

Vampirism has been likened to a disease by
learned scholars such as Abraham Van Helsing.
Such may be true, but unlike any conventional
disease, the application of medicine can do noth-
ing to alleviate the symptoms, yet alone cure the
affliction. Rather than being a disease of the flesh
or mind, vampirism is a disease of the soul.

The only way a vampire can end its tor-
ment is death. Even the oldest bloodsucker,
one with the weariest heart, cares not to end
its life, though. Existence as a vampire may be
terrible, and it might endure for centuries, but
surely a worse fate, a fate destined to last for
eternity, ultimately awaits these vile fiends.

Death

While we can only speculate on the meta-
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physical aspect of death, we can speak with
certainty concerning what happens to the
physical body. To date, three separate phenom-
ena have been recorded.

First, the vampire may spontaneously burst
into flames. The conflagration is short-lived,
but is powerful enough to turn flesh and bone
to ash. Oddly, the flame generates no heat
discernible to mortals, nor does it scorch sur-
rounding objects. Second, the vampire may
undergo extremely rapid aging. Regardless
of its age as a vampire, the creature passes
beyond conventional aging and crumbles to
dust. Third, the vampire returns to the appear-
ance it had in life. The latter can be disastrous
for monster hunters, who may be accused of
murder if the vampire’s death is witnessed.

Unfortunately, until its death, there is no
method of foretelling how a vampire will react
to staking or decapitation.
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Certain vampires may be detected by obvi-
ous signs. Not so the common vampire, also

known as the Carpathian, Transylvanian, or
Western vampire. Save for the most wretched
of their kind, these creatures do not stalk the
night in funerary shrouds—not do they wear
formal evening dress. The vampire is a cun-
ning beast, one quite capable of passing itself
as a mortal (to some degree).

Mietfods of Detection

It cannot be hammered home enough into
novice vampires hunters that the creatures
they hunt are, for the greater part, unique
individuals. What works in the identification of
one fiend may not work on others.

Hence, the hunter must be aware of multi-
ple methods of detection and employ as many
as possible to ensure he has rightfully detected
a bloodsucker rather than some unfortunate
victim of circumstance.

Garlic

It is commonly held that garlic acts as a
deterrent to vampires. We do not recommend
that globetrotters attend social functions
daubed in garlic extract or wearing a garland
of bulbs around their necks. Not only is it poor
manners, but any vampire worth his salt will
realize that you are aware of his presence.
Equally, the thrusting of raw garlic under the
nose of a suspected vampire lurking in society
is considered bad form, even among the lower
classes. Aversion to garlic alone cannot identify
a vampire—save for the French, many people
recoil from its strong odor.

We shall take a moment here to discuss ap-
petite. After even a short while without solid
food, the stomach begins to shrink. Unless he
has recently been transformed, a vampire’s
stomach has shrunk to the point where it
can no longer accommodate solid food. Any
attempt to feign eating results in instant regur-
gitation, along with an amount of congealed
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blood. The same applies to the ingestion of
fluids other than blood.

Even if a vampire can hold down conven-
tional food, it proffers him nothing—his un-
dead body gains no nutritional benefit. Quite
often the food or drink tastes only of ashes, for
nothing compares, in the vampire’s mind, to
the salty taste of human blood.

Holy Jtems

The use of crucifixes, holy water, and holy
wafers are time-honored methods of causing
a vampire to reveal itself. Due to its ubiqui-
tousness in Western culture, the wearing of a
cross rarely attracts undue attention in public.
Confronted with such items, a vampire likely
recoils, in much the same way as a human
withdraws from a snake. If touching a blessed
object to a suspect’s exposed skin causes a
noticeable burn then one can be sure that one
is facing a vampire.

Alas, not every vampire fears the power
of the Lord. This is especially true of foreign
vampires, in whose culture Christianity has
little impact. While it is possible to sport re-
ligious items from various faiths in the hope
of securing protection, the icon itself is utterly
powerless—its strength comes solely from the
faith of the wielder, and few, if any, globetrot-
ters have sufficient belief in any religion but
their own for the token to be effective.

Mo Reflection or Fhadotw

As with all things relating to vampires, a lack
of reflection is only true in certain individuals.
The most popular as to why vampires do not
always have a reflection is that mirrors reflect
not just the physical body, but also the soul.
If vampires have a soul, it is a thing of utter
darkness, so foul that the world wants nothing
to do with it. Similarly, the shadow is believed
to be an image of the soul. Without a soul, a
vampire has no shadow.

Mirrors have another use with regard vam-
pires. Vampires do not require air to survive
and thus do not breathe. While the rising and
falling of the chest is difficult to discern by
day, a slumbering vampire will be completely



dormant. More telling, holding a mirror over
its nose and mouth produces absolutely no
condensation.

A house without mirrors is certainly suspi-
cious, but it is hardly positive proof by itself.
The resident may dislike his appearance, shun
mirrors as symbols of vanity, or similarly not
give a hoot about his appearance. Of course, if
he does not cast a reflection when presented
with a mirror he is almost certainly one of the
undead.

Physical Appearance

With regard to physical appearance, there
are many pitfalls to identifying a vampire.
Red eyes may simply be an indicator of lack
of sleep. Long nails can be attributed to poor
personal standards of presentation. A paleness
to the skin may be a symptom of disease, the
natural color of a member of high society who
refrains from taking too much sun, or anemia
unrelated to any vampire. Bad breath, while
commonplace among vampires, is hardly
a crime among mortals, and is, alas, all too
prevalent in certain levels of society.

Unless a suspect smiles broadly or one is a
dentist, the presence of enlarged canines may
go unnoticed. Anyway, most vampires have
apparently normal teeth, their fangs extend-
ing only when they are preparing to feed or
fight. Indeed, in all but a few cases, a vampire
appears fully human, indistinguishable at a
glance from any other person. This innocuous
power is one of its greatest strengths.

SBleeps in a Loffin

Prevalent among Western vampires is the
need to pass the hours of daylight in the con-
fines of a coffin. In order for the fiend to get a
good days’ rest, the coffin must be filled with
grave dirt from its homeland. Should this not
be possible, the vampire with the Regeneration
power rolls only its Body rating each evening,
not Body x 2 as normal.

It is fair to say that normal people do not
use a coffin as a bed. However, one must always
be prepared that the slumbering occupant may
be an eccentric mortal.
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Sunlight

Sunlight is a known bane of vampires, for as
creatures of utter darkness they cannot abide
its searing light. It thus follows that no vampire
can walk abroad during the hours of daylight
without bursting into flames.

This is true for the great majority, but there
are a small few vampires who are quite capable
of strolling around unprotected on a sunny
day. While it does not physically harm them,
the power of the sun does weaken them. Since
they are at their near-weakest (their weakest
moment is when resting in their coffin), vam-
pires tend to be more alert to possible threats.

Even if your suspect remains indoors dur-
ing the day, there may be a perfectly rational
explanation for his odd behavior, such as por-
phyria or his being an eccentric recluse.

Other Figns

As one might expect, there are many other
indicators that may hint at a vampire. Unfortu-
nately, some of these abilities can be mimicked
by mortals. Transforming into mist or animal
or the ability to summon animals are not
givens, as some sorcerers are capable of such
feats. Equally, magicians have been known to
control the weather and raise the dead. In a
similar vein, a hypnotic stare or the ability to
read minds may be the work of a mentalist
rather than an unholy bloodsucker.

Strength, agility, or speed beyond the hu-
man maximum are often a clear indicator that
one is dealing with something supernatural,
though not necessarily a vampire. No mortal
has yet proven capable of crawling up sheer
surfaces like a spider, though.

Assuming one can get close to listen to a
subject’s chest, one should not be surprised
to find a beating heart. Vampires may be dead,
but blood still pumps through their veins. Im-
paling through the heart not only prevents this
from occurring, but the continued presence
of the stake prevents the vampire from gain-
ing sustenance from drinking blood or using
stolen blood to fuel its body. It is for the latter
reason that a stake must never be removed
from a vampire’s remains.
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JInpestigation

We know that many monster hunters prefer
to be in the field, but time spent in a library
or talking to potential witnesses can be invalu-
able. Unless it has confined its activities to a
very small and remote area, as Dracula did, a
vampire of sufficient age leaves a mark on the
pages of history.

An arrogant vampire, especially one with
a noble heritage, might leave its name un-
changed. Most, though, either retain only
their familial name out of pride, or use an
alias. Such is the arrogance of all vampires that
certain aliases are obvious to anyone with the
brains to connect the dots. Count Dracula, as
an example, has been known to travel under
the assumed name of Alucard.

What cannot be altered is a vampire’s ap-
pearance. Since they do not age, one can check
the image of a suspected vampire against old
paintings and wood carvings. Due to heredi-
tary familial physical traits, a match does not
guarantee one is dealing with a vampire. It is,
however, worthy of further investigation.

One should take care when delving into the
background of individuals, especially if they
hold high standing in society. Undead fiend
or not, invasion of privacy is often taken as an
affront to honor and reputation.

Although it can be harder to achieve when
dealing with a suspected foreign vampire,
there is nothing to lose in checking a copy of a
suspect’s birth certificate. Such information is
rarely available to public perusal, but a small
bribe or pulling social rank often suffices to
allow a brief examination.

Categorizing

The final step in identification of a vampire
is to categorize its position in the hierarchy, for
only by doing so will the hunter be fully aware
of the threat he faces.

In the case of very young vampires, specifi-
cally those recently created, this is an easy task.
Whether thrall, bride, or true vampire, the
fiend possesses only limited supernatural abili-
ties and powers. During the first few hunts, the

vampire will act largely on instinct and out of
hunger, limiting its tactical reasoning.

In instances when a vampire has been
successfully identified by means of a portrait
or historical evidence, simple mathematics
will give a hunter an approximate age for the
vampire, and allow him to make a deduction
as to its status. When in doubt, always err on
the side of caution and assume the creature is
a century older than facts might suggest.

Sadly, these two circumstances will be
exceptions rather than the norm. When faced
with ignorance, the hunter has little option but
to witness the vampire in action. This can be a
very hard time, for he may have to allow the
creature to feast several times before gaining
any insight into the array of powers it wields.

Even then, true accuracy is unlikely. A
vampire’s power is not determined by its abili-
ties, but by the number it possesses. Whatever
its age, any vampire, even a thrall, is capable
of altering its dimensions, controlling animals,
mesmerizing mortals, transforming into mist
or beast, raising the dead, or performing feats
of superhuman strength. Witnessing, or being
on the receiving end, of one or two powers
allows a hunter to create a baseline, but not
paint a full picture.

Witnesses can prove useful in adding to one’s
knowledge. Presented with talk of superhuman
strength, glowing eyes, men becoming wolves,
and such like, the police would assume a witness
to be a drunkard or a lunatic. Not so the vampire
hunter, who should accept such talk not as flights
of fancy but as hard fact. On no account should
a globetrotter ever mention the word vampire
to a witness—such things tend to lead to panic.
Even worse is to suggest the name to any police
investigating a spate of mysterious deaths, unless
one enjoys wearing a straitjacket.

Be sympathetic to the witness, buy him or
her a drink or meal, and let them tell their story
in their own words. Mentioning other known
powers of vampires is often detrimental. Eager
to please his audience, the witness may agree
that he saw whatever the questioner suggests.

Even by employing every method at his
disposal, the hunter’s odds of discerning a
vampire’s every power before confronting it
are almost zero.



‘ Protection '

Once one has successfully identified a vam-
pire, it is time to take action. Before leaping
into battle, the monster hunter should first en-
sure he has adequate protection. As has been
proven time and time again, failure to do so
inevitably results in the overconfident hunter
becoming the terrified prey.

Being cautious is not a flaw when it comes
to hunting vampires—one should always as-
sume that the vampire is stronger, smarter, and
faster than he might appear.

Weird science has developed precious few
means of protecting oneself against a vampire.
An Unflapilator is always handy when dealing
with any supernatural threat, though it does
not provide any physical protection. Against its
physical attacks, one should consider investing
in Ballistic Deflection Plates. Not only are they
effective against creatures such as werewolves,
but they can be concealed in conventional
clothing. A leather neck guard is an essential
piece of equipment. It is far from a foolproof
means of preventing oneself from being bitten,
but any protection is better than none.

Many conventional protective methods are
known through folklore, but none are ensured
to work against every vampire.

As has already been discussed, blessed items
and garlic are the most traditional. Presented
forcefully, a cross or similar item will prevent a
vampire from attacking you, and possibly even
allow you to drive the fiend back. Garlic is not
sufficient to keep a vampire at bay, but it may
interfere with its focus, slightly weakening its
physical and mental assaults.

In some legends, a cross painted on doors
and windows in tar will prevent a vampire
from gaining access to a building. This method
should be taken with a pinch of salt—it likely
dates back to earlier pandemics of plague,
when crosses were used not as protection, but
to mark houses of the infected.

More common among Asian vampires than
their European cousins is a strange obsessive
compulsion. Seeds, grain, or even coins scat-
tered on the ground cause the vampire to
begin counting or collecting them, distracting
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it from its intended purpose. Likewise, some
vampires have exhibited a tendency to untie
knots when presented with them. A fishing net
is especially useful for this purpose.

Consuming food and drink are also
popular, if unproven, defenses. Eating blood
bread—bread made using congealed animal A
blood—is believed to prevent a vampire from 2
feasting on you, as is filling one’s mouth with
salt or consecrated host.

‘ Destruction ' )

The ultimate goal of the vampire hunter is to
destroy his foe. There are only a few means by
which this may be achieved and not all work on
every bloodsucker. We suggest a hunter starts
with the commonest methods. Should these
fails, he must resort to less known methods.
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A stake thrust through the heart and/or
decapitation are the traditional methods of
dispatching a vampire. Despite some vampire
hunters having a preferred wood, any wood
will suffice for this purpose. The ideal time
to stake a vampire is while he sleeps, for until
the sun rises he is utterly helpless. In circum-
stances when the vampire is active, we strongly
suggest the use of a Gas Powered Automatic
Crossbow. Not only does this weapon allow for
five shots before reloading, it allows the firer
to remain at a safe distance from the fiend.
Unfortunately, beheading currently remains
something that must be done up close.

Be aware that other methods of impale-
ment have been known to work. One fiend
proved resistant to wooden stakes, but was

successfully slain after a blessed sword was
rammed through its heart.
Sunlight is a powerful weapon, but one the
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vampire naturally seeks to avoid. Distracting
a vampire long enough for it to be caught in
sunlight requires brain over brawn—vampires
do not tire from physical exertion.

The hunter should also be aware that sun-
light is not an instant death. When the sun is
weak, such as on cloudy days, filtered through
filthy windows, or redirected by mirrors, it may
take as much as a minute of exposure to end
the fiend’s unnatural life. Arming oneself with
a Sunglobe and/or Sunshot Rounds (see p. 30)
gives a hunter the power of the sun at any time
of day. Of course, a few vampires are utterly im-
mune to sunlight, in which case neither of these
weapons is an effective means of destruction.

Few creatures are capable of surviving
incineration and the vampire is no exception.
Unlike bandaged-wrapped mummies, vam-
pires are not especially flammable. Dowsing
your opponent in an accelerant before setting
him alight is strongly recommend. For those
with access to weird science weaponry, Con-
flagration Grenades and Incendiary Delivery
Systems (see Weird Science Compendium)
negate the need for such prior action.

Immersion in water has been proven to
destroy some vampires. Alas, the fiends are
well aware of their weakness and take great
pains to avoid streams and rivers. Forcing the
vampire into a bath of holy water is effective,
but acquiring the necessary quantity would be
a lengthy and painstaking business.

Should all of these methods fail, then the
hunter is up against a unique fiend. Among the
many lesser known methods are things such
as breaking its spine (as opposed to staking),
stealing the vampire’s left sock and dumping it
in a river, cutting out its heart and boiling it in
oil, wine, or vinegar, and using certain animals,
such as dogs or white wolves. Magic can be ef-
fective both in protecting oneself against, and
destroying, a vampire, but magicians are rare
creatures and few know the necessary rituals.

Regardless of which method must be
employed, it is essential the vampire not be
allowed to flee the scene while wounded. Un-
like a human, whose injuries might take days,
weeks, or even months to heal, the vampire
can repair itself to full strength in a matter of
days, if not hours.



‘At Purfleet, on a by-road, I came across
Just such a place as seemed to be required,
and where was displayed a dilapidated notice
that the place was for sale. It is surrounded
by a bigh wall, of ancient structure, built of
beavy stones, and has not been repaired for a
large number of years. The closed gates are of
beavy old oak and iron, all eaten with rust.”
—Bram Stoker, Dracula

Regardless of their social class in life,
most vampires are eventually drawn to decay.
Counts Dracula and Orlok both occupy castles,
but these are not grand houses in good work-
ing order, nor do they have halls replete with
bright tapestries showing scenes of old, shiny
suits of armor from bygone days, or even
warming fires. Their homes are ruins, battered
by the elements and eroded by the ceaseless
passage of time. What vibrant splendor there
once was has long given way to decay.

Time wears heavily on even a vampire’s
soul. Despite being a part of history, as the
years accumulate into centuries they might
forget small details. Given enough time, they
might even forget how they came to be in their
undead state. For some vampires, tapestries
and armor are reminders that they are not
natural creatures, possessing as they do a form
of immortality, and witnessing time flicker by
at what seems an increased rate.

This is not to say they have cast aside all
such things. When Jonathan Harker dined in
Dracula’s castle, the table service was gold
and beautifully wrought. Harker’s bedroom
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furnishings were centuries old yet still fine
enough for the solicitor to comment on their
luxuriousness. Perhaps the Count stored these
things away so as not to be reminded of his
mortal life, unpacking them only to appear
more human to his guest. Conversely, he might
have maintained them precisely to remind
himself that there was a time when he did not
confine his activities to the shadows.

It would be grossly unfair to say that all
vampires favor decay in which to make their lair.
Some are fascinated with the trappings of wealth
and high society. It is a trait commonly found
among younger vampires, those whose souls
have yet to be burdened by centuries of shadowy
existence, but it is not one exclusive to them.

Regardless of their preferred habitat, their
unnatural nature draws rats, spiders, and in-
sects into the lair. Unless they take pains to ride
themselves of these uninvited guests, the pests’
presence may ultimately reveal the vampire’s
existence to experienced monster hunters.

One thing you will not find in any vampire’s
lair is a mirror. Not only do they serve no
purpose to a creature with no reflection, but
they are a reminder that it is no longer mor-
tal. Vampires may, however, keep portraits of
themselves on the walls, if only as a reminder
of what they look like.

‘ J am the Land! '

No matter the physical nature or location of
his lair, a vampire can develop a supernatural
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link that goes beyond merely being the occu-
pier of a building or the owner of land.

Arguably, vampires have little use for Refuge:
Equipment. One might maintain a well-stocked
torture chamber (Intimidation), a large library
(Academics), or alchemical laboratory (Science:
Chemistry), but such fiends are the exception
rather than the norm. In place of Refuge: Equip-
ment, a vampire can take Refuge: Domain.

This Resource gives the vampire a strong
bond to its home, greatly increasing its unholy
powers. Vampires that have inhabited the same
Refuge for centuries can be extremely power-
ful creatures, and should not be underesti-
mated. Globetrotters should not confuse size
with potency—a vampire that has inhabited a
townhouse for centuries is likely to be far more
potent at home than one who has recently
i taken up residence in a sprawling castle in the
middle of a large estate.

Instead of abonus to one Skill, the fiend gains
bonuses to certain special abilities while within
its home. These are listed below. Two important
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things should be noted. First, the vampire must
possess one or more of these powers in order
to benefit—the Resource does not grant him
additional vampiric abilities. Second, the bonus
applies to all these abilities—the vampire does
not have to pick just one.

Enfanced Dampiric Abilities

Animal Summoning: The vampire’s Cha-
risma is increased by the Refuge: Domain bo-
nus, allowing it to summon a greater number
of wolves.

Control Animal: Animals within the Ref-
uge are more susceptible to the vampire’s in-
fluence. The vampire adds the Refuge: Domain
bonus to its Charisma + Willpower roll.

Fear: The vampire adds the Refuge: Do-
main bonus to its Charisma + Willpower roll.

Independent Shadow: The vampire’s
Willpower is increased by the Refuge: Domain
bonus for the purposes of calculating how far
the shadow may move from its master.

Manipulate: The vampire adds the Refuge:
Domain bonus to its Willpower x 2 roll.

Mesmerize: The vampire adds the Refuge:
Domain bonus to its Charisma + Willpower
roll.

Raise the Dead: The vampire adds the Ref-
uge: Domain bonus to its Willpower x 2 roll.

Shadow Control: The vampire adds the Ref-
uge: Domain bonus to its Willpower x 2 roll.

Sleep: The vampire adds the Refuge: Domain
bonus to its Charisma + Willpower roll, but only
against targets currently within its Refuge.

Throw Voice: The vampire adds the Ref-
uge: Domain bonus to its Charisma + Will-
power roll, but only against targets currently
within its Refuge.

Twist Personality: The vampire adds the
Refuge: Domain bonus to its Con roll.

Warp Landscape: The vampire’s Charisma
is increased by the Refuge: Domain bonus,
making it more difficult to navigate through its
domain.

Weather Control: So long as the fiend is
within sight of its home, and is only affecting
the weather with an area of effect equal in size
to a small town or large city, it adds any Refuge:
Domain bonus to its roll.



“This vampire which is amongst us is of
bimself so strong in person as twenty men; be
is of cunning more than mortal, for bis cun-
ning be the growth of ages; be bave still the
aids of necromancy, which is, as bis etymol-
ogy imply, the divination by the dead, and all
the dead that be can come nigh to are for bim
at command...” —Bram Stoker, Dracula

Contrary to popular folklore, there is no
such thing as a “standard” vampire. This chap-
ter discusses the varied powers, and weak-
nesses, attributed to vampires.

‘ Common Abilities '

Although they display a wide variety of
powers, all Western vampires truly share just
five common abilities.

Appetite

Vampires do not require food and water to
survive. They must, however, regularly partake
of blood to ensure their continued survival. A
vampire suffers a nonlethal wound each night
it fails to consume at least one pint of human
blood or two pints of animal blood. This dam-
age cannot be healed by any means until the
vampire has sated its appetite fully.

Fortunately for the vampire, lack of blood

does not cause death. Should deprivation cause
it to fall below zero Health, it automatically re-
mains conscious but becomes exhausted. This
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allows it to remain active, though in a weakened
state. Should its Health drop to -5 because of
deprivation, it falls into torpor, a coma from
which it cannot awaken until an outside agent
feeds it a pint of blood. At this time its Health
improves to —4. While in torpor, the vampire is
only distantly aware of its surroundings.

Jmmortality

Vampires are immortal, in that they do not
suffer the ravages of age. Indeed, aging ceases
at the instant of the transformation from mor-
tal to fiend. Thus, while its experience grows,
a child turned into a vampire remains forever
locked in a child’s body.

Whatever a vampire’s apparent age, immor-
tality is both a boon and a bane. For vampires
that prefer to dwell among humans, never ag-
ing eventually raises eyebrows and unwanted
questions.

Jmmunity

A vampire may walk and talk and feign other
motions of life, but its flesh is dead, preserved
in an unholy state by its regular imbibing of
blood. As a result of its necrotic state, vampires
do not suffer the ravages of disease (although
they can be carriers of infection), nor do con-
ventional poisons cause them any harm.

Weird science may yet be able to produce
a toxin or disease deadly to vampires, but this
would first require healthy vampire specimens
to use as laboratory rats.
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For the purposes of a vampire’s feeding,
creatures are deemed to have pints of
blood equal to double their Body score.
This is then modified by their Size (to a
minimum of one pint).

Realistically, there is little variation in the
amount of blood in a human body. How-
ever, these rules make the assumption
that the blood of a fit and healthy person
is more nutritious than the life fluid of
one who has a frail constitution.

Regeneration

In Gothic Horror tradition, vampires heal
injuries quickly, but only when they sleep in
coffins filled with earth from their homeland.
When a vampire rests in such a manner it
makes a reflexive Body x 2 roll each dusk. Ev-
ery success removes one level of lethal damage
caused by drowning, fire, or holy objects.

Sire

Anyone slain by a vampire returns as a lowly
thrall within three days of burial. Such fiends
are incapable of personal growth, no matter
how long they live. No matter their previous
Ally, Follower, or Patron rating, they exist now
as Patron 0 vampires.

They retain their mortal Attributes, Skills, and
Talents, save for Intelligence, which is lowered to
1—these fiends are naught but nocturnal, feral
hunters. They have the same additional common
abilities as vampires except for Sire. As with all
vampires, they gain a free vampire ability due to
their Patron O status (see below).

A true vampire, one capable of increasing in
experience, is created only if the vampire allows
its victim to drink of its own blood before death.

R N Other Abilities Y J

While similar abilities have been detected
in scores of vampires, they are as individual
as any human. Unlike with mortals, vampires

pervert the laws of nature, growing more pow-
erful as they age, rather than becoming infirm.

For each level in Ally, Follower, or Patron
the vampire has, including Level 0, it may take
one of the special abilities below. This bonus
ability is in addition to its regular Talent/Re-
source improvement.

Note that in some cases the special ability
is itself a Talent. This allows a vampire to ef-
fectively gain two Talents for each additional
level if it so desires.

In instances where an ability described be-
low shares the same game mechanics as a Tal-
ent, even if it has a different name to the Talent
in question, the ability stacks with that Talent
when applicable. For instance, a vampire that
has both Preternatural Reflexes and Quick Re-
flexes would effectively have Quick Reflexes 2,
giving it a total of +4 to its Initiative rating.

Study has found no correlation in abili-
ties between master and thrall. That is, the
manifestation of specific powers appears to
be an individual choice, rather than following
“hereditary” lines.

Otfer Abilities List

In addition to the existing powers, six new
supernatural abilities are presented below—
Independent Shadow, Levitate, Mimic Voice,
Sleep, Throw Voice, Weather Control.

Although the list of additional abilities
below is detailed, it should not be considered
exhaustive—if the Gamemaster wants to cre-
ate a new power, then he should do so. The
existing powers should serve as a good starting
point for assigning rules.

Alter Dimensions

The vampire can alter its dimensions at will
in order to pass through extremely narrow
gaps. No roll is required.

Note that this ability does not physically
alter the vampire’s size, nor can it be used in
combat to avoid blows—it merely allows the
vampire to slip through tiny gaps without im-
pediment. (Lucy Westenra does this in Dracula
in order to enter her tomb, but is foiled when



Van Helsing plasters the doorway to create an
airtight seal.)

Animal Fummoning

The vampire can summon a single swarm
of bats or rats or a number of individual wolves
equal to his Charisma rating once per night.
The creatures must be in the nearby vicinity
(they do not appear out of thin air). The crea-
tures are completely beholden to the vampire
for the remainder of the combat or scene, after
which they depart.

Back from the Dead

Even if the vampire is staked, beheaded,
and its mouth stuffed with holy wafers, the
creature can be brought back from its second
death. The wafers and stake must be removed,
the head placed next to the body, and the
blood of a human sacrifice poured over the
remains. The vampire returns to its unlife at 0
Health, leaving it severely weakened.

Total incineration and then dissolving the
ashes in holy water is the only way to perma-
nently slay the fiend (and even that may not be
guaranteed to work).

Blood Hond

The vampire has a mental link to anyone
it has previously bitten. This functions as the
Telepathy Talent.

Carrier

Although it is immune to the ravages of
disease, the vampire is a carrier. Pick one
disease from camp fever, cholera, or smallpox
from Leagues of Adventure. If you have the
All for One supplement, Richelieu’s Guide to
Healthcare, you can also select from bubonic
plague, consumption, hepatitis, malaria, and
pneumonic plagues. The vampire displays no
symptoms of the chosen malady.

No matter how much time is spent in his
company, merely being in close proximity to
the vampire does not risk infection. Whatever
infection it carries, the germ lives only in the
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vampire’s fluids. Anyone bitten by the fiend
must make a Body roll to avoid infection.

Control Animal

The vampire can exert its will over animals,
even those it has not summoned. This func-
tions as the Control Animal ritual, except the
vampires makes a Charisma + Willpower roll
in place of Magic.

Daywalser

Not all vampires are creatures solely of the
night. Count Dracula, for one, could move
around in sunlight, though he was noticeably
weaker. Vampires resistant to sunlight suffer a
2-point reduction to all physical attributes and

cannot use any of their special abilities while
in sunlight.
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Fear

The vampire can generate terrifying, realis-
tic illusions. This functions as the Fear ritual,
except the vampire makes a Charisma + Will-
power roll in place of Magic.

§ire Jmmunity

The vampire is impervious to normal fire,
but is still subject to damage from truly intense
sources of heat, such as being immersed in lava.

§light

Though rare among Western vampires
(most of whom must change into the form of
a bat to take to the air), flight is a power often
attributed to bloodsuckers of the Far East. The
vampire can fly at a speed equal to its base
Move rating. It may Run as well.

JIndependent Fhadotw

The vampire’s shadow can function as an
independent entity. The shadow has no ability to
communicate, although the vampire can see and
hear as if it were in its shadow’s place. The shad-
ow has the same Move rating as the vampire, but
cannot run. The shadow may move a maximum
distance from the vampire equal to the creature’s
Willpower rating x 10 feet.

Interaction with the physical world is very
limited. The shadow has an effective Strength
1 for things such as snuffing out candles, open-
ing or closing bolts on doors, knocking over or
picking up light objects, and such like.

Reen Sense

Vampires are renowned for their preternatu-
ral senses, especially sight and hearing. This abil-
ity functions as the Talent of the same name.

Despitate

While it cannot fly, the vampire can levitate
at a speed equal to its Move rating. While
levitating, the vampire is immune to the effects
of even the strongest winds. It can, however,
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allow itself to be blown along, thus providing
lateral movement.

Zord and Master

Prerequisite: Refuge 0.

The vampire is the true lord and master of
his lair. With a casual wave of his hand he can
open and close doors, lock and unlock portals,
light and extinguish candles, and such like,
though the objects being manipulated must be
in his line of sight.

Manipulate

Prerequisite: Mesmerize.

This functions as the Mind Control Talent,
but can only ever be used against one subject
at a time. If the vampire has previously bitten
the subject, he gains a +2 bonus to his Will-
power roll.

Mesmerize

Through exerting their will, often accom-
panied by a hard stare, a vampire can tem-
porarily mesmerize others. This functions as
per the Captivate Talent, except the vampire
makes a Charisma + Willpower roll in place of
Performance.

Miimic Yoice

By making a Con: Tricks roll, the vampire
can mimic any voice it has heard before. The
more successes the fiend rolls, the more ac-
curate the deception.

The vampire is not confined to repeating
words it has heard parrot fashion. Simply by
hearing a word or two from the person it is
trying to mimic, the vampire can reproduce
their voice to engage in conversation, quote
Shakespeare, and lure people to their death.

Might Vision

As creatures of the night, many vampires
suffer reduced penalties for operating in dark-
ness. This ability functions as the Blind Fight
Talent.




Preternatural Reflezes

Whereas zombies are slow and sluggish,
some vampires have superior reflexes. This
functions as per the Quick Reflexes Talent.

Raise the Dead

The vampire is a master of necromancy.
It can cast the Raise Dead ritual, but makes a
Willpower x 2 roll in place of Magic.

The animated dead do not return to their
inanimate state after one day, but the maximum
number of zombies that may be animated at
any one time is equal to the vampire’s Cha-
risma rating.

Read Mind

By making an Empathy roll, the vampire
can read the mind of one individual within a
short distance. A Simple or Complete Success
allows only emotions to be discerned. Major
Success grants the vampire access to surface
thoughts. An Exceptional Success lets it access
the victim’s sub-conscious thoughts, while an
Amazing Success reveals the subjects deepest
memories.

Shadotw Lontrol

The vampire has mastery over darkness.
This power does not create an area of dark-
ness—it merely intensifies existing shadows.
The vampire makes a Willpower x 2 roll. Each
success gives it +1 to Stealth rolls for the next
hour. Entering an area of bright illumination,
such as that created by a streetlight, temporar-
ily negates the bonus.

Shadotw MWaler

There are numerous ways of safeguarding
oneself from the privations of a vampire when
indoors. One can seal all the windows and
doors to make them airtight (though admitted-
ly this is only a temporary solution and should
not be attempted in a small room). Alterna-
tively, placing garlic or crosses on windows or
doorways can frustrate the bloodsucker.

Diabolical Potwers
Alas, some vampires can circumvent these
protections by using shadows as easily as a
mortal would a door. So long as it can hide
its entire form in the gloom, the vampire can
teleport between shadows as easily as walking
between one room and an adjoining one. The

greater its age, the further the vampire can
travel in a single hop, as shown below.

Patron Level Range
Level O 10 feet
Level 1 100 feet
Level 2 1 mile
Level 3 10 miles
Level 4 100 miles
Level 5 1000 miles

Shape Change, Greater

Prerequisite: Shape Change, Lesser.

The vampire can transform into mist or a
cross between animal and man by taking an
attack action.

The former allows the vampire to pass
through small gaps, as well as granting it im-
munity to physical attacks. It is unaffected by
wind in this form.

The latter raises the creature’s Horror rat-
ing to 5 but is very strenuous—it can be done
only once per calendar month.

Either effect lasts for the remainder of com-
bat or until the end of the scene.

Shape Change, Lesser

The vampire may transform into a bat, rat,
or wolf. This requires an attack action. While in
this form, he gains all the physical benefits of
his new form while leaving his mental abilities
unchanged. In game terms, the caster gains the
physical Attributes and special abilities of the
animal, but retains his own mental Attributes
and Skills.

However, the animal cannot speak. It can
manipulate tools if it has appropriate digits.
In addition, he retains the Talents, Resources,
and Flaws from both his forms. The effect lasts
for the remainder of combat or until the end
of the scene.




Bleep

By exerting its will, the vampire can cause
mortals to fall asleep. This functions as the
Sleep ritual, except the vampire uses its Cha-
risma+ Willpower in place of Magic.

Stench

This power is both a boon and a bane. A
charnel stench hangs heavily over the vampire,
causing all who come near to it to gag. Any
living creature within 15 feet of the vampire
suffers a =2 penalty to all rolls so long as it
remains in range. Even backing away has a
lingering effect—the stench pervades the nos-
trils for 7 - Willpower rating combat turns after
retreating from its area of effect.

There are ways to block this, of course.
Nose plugs or a scarf soaked in vinegar, for
example, negate the vile stench.

While it produces no negative effects for
those who smell it at a distance, the stench
carries downwind, the range depending on
the strength of the breeze. Unless a stronger
scent masks their fetid odor, vampires with this
ability suffer a -2 penalty to Stealth rolls.

Supernatural §ury

Prerequisite: Supernatural Speed

A vampire with this ability is a dire enemy,
for not only can it move at speeds far beyond
that capable by humans, but it can unleash a
fury that can rend a mortal limb from limb in
the blink of an eye. The fiend receives a second
attack action each combat turn.

A vampire that is exhausted or disabled may
still take his free attack action in addition to
picking a single attack, defend, or move action.
These vampires are especially dangerous, for
even when gravely wounded they are capable
of continuing the fight.

Supernatural Fpeed

Prerequisite: Unnatural Speed

A vampire with this ability is capable of
truly superhuman speed. Each combat turn, it
receives a second move action.

A vampire that is exhausted or disabled may
still take his free move action in addition to
picking a single attack, defend, or move action.
These vampires are especially hard to kill, for
even when gravely wounded they are capable
of extracting themselves from danger.

Superhuman Jtrength

A vampire’s strength normally increases
with its age through means of its increased
Patron level. Some possess the strength of
many men. This ability may only be taken if
the vampire’s Strength is already at its normal
maximum. Each time this ability is taken it adds
+1 to the fiend’s Strength rating, ignoring all
limits imposed by its Size.

Ehroty Yoice

The vampire can throw its voice great dis-



tances. The vampire makes a Willpower x 2 roll
and applies the magic modifier for range. This
ability can be combined with Mimic Voice.

Ttwist Personality

Prerequisite: Read Mind.

Through understanding the mortal mind
and extending his will, the vampire can warp a
subject’s personality through subtle manipula-
tion. The vampire must spend a minimum of
one hour conversing with his subject about
any topic. He then makes a Con roll.

If he rolls more successes than the victim’s
Willpower, the victim gains an appropriate Flaw
for a number of days equal to the vampire’s
extra successes. If he rolls more than twice the
victim’s Willpower rating, the change is perma-
nent (though psychotherapy may eventually
reverse it at the Gamemaster’s discretion).

Unnatural Fpees

Although it cannot move faster than the hu-
man eye, a vampire with this ability can move
at superior speeds. This ability functions as per
the Swift Talent.

Wall MWalting

The vampire can crawl up walls or across
ceilings at half its Move rating. It may Run, but
at half its normal Run Move.

Warp Landscape

Prerequisite: Refuge 0.

Vampires with a permanent lair in which
they have resided for more than a century (in-
cluding time spent alive) can exert power over
the landscape.

By altering paths, summoning mists, or
causing vegetation to conceal trails, the fiend
causes all Survival: Navigation rolls made
within five miles of the lair times the vampire’s
Willpower rating to suffer a penalty equal to
the vampire’s Charisma rating. Within a town
or city, those seeking the vampire’s lair take
frequent wrong turns or walk past the building
without realizing its significance.
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The vampire can switch off this ability as a
free action if it actually desires visitors.

Weather Control

The vampire has the ability to control the
weather. This ability functions as the Control
Weather ritual, except the vampire uses Cha-
risma + Willpower in place of Magic.

mzagmm’

In the same way that there is no such thing
as a standard vampire when it comes to abili-
ties, so the same is true with weaknesses. Many
Western vampires do share common weak-
nesses, but this is not a guarantee. Thus, the
Gamemaster is free to choose whatever weak-
nesses he desires—that one or more vampires
be slain by a stake through the heart or hacking
off its head does not mean every bloodsucker
can be slain in these gory manners.

Note that while vampires avoid mirrors,
they are neither pained nor troubled by
them—the lack of reflection merely reveals
their unholy nature.

Blood Lust

The sight of fresh blood has a varied effect on
vampires. Some unconsciously twitch or widen
their eyes at the thought of feeding, take a step
toward their potential meal, or lick their lips in
anticipation. Others do not bat an eyelid, being
able to control their hunger to some extent.
For others, the sight of a mere drop of blood is
enough to generate a terrible blood lust.

Vampires cursed with this weakness imme-
diately drop all mortal facades and attack the
unfortunate victim. Given that the fiend has
revealed its unholy appetite, it gains a Style
point from its Thirst for Blood Flaw.

In combat, the vampire follows a set pattern.
It must immediately feed on an unconscious
person or more than a pint of spilled blood (an
easy meal). If no such circumstances exist, it
must attack the most wounded opponent be-
fore others, even if other enemies are stronger.
Otherwise it is free to act as it desires.
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The vampire can try to break this pattern
and take whatever action it desires, but it re-
quires a reflexive Willpower roll (Difficulty 3).
The roll must be made each combat turn the
circumstances prevail.

Decapitation/Piercing the Geart

The quickest way to kill a vampire is to
sever its head or pierce its heart with a wooden
stake. This requires a Called Shot against a vital
area. If the damage from a single attack exceeds
the vampire’s Body rating, the fiend is instantly
slain, otherwise the attack has no effect.

Garlic Apersion

A vampire suffers a -2 penalty to all rolls to
affect a person wearing a garland of fresh garlic
bulbs. Garlic can also be used to ward entranc-
es, vampires being unable to cross an unbroken
line of garlic through conventional means.

JInsitation

It has been reported that some vampires
cannot enter a private building without first
being invited by the rightful owner. Unfortu-
nately, vampires have many ways of persuad-
ing others to grant them an invite. Note that a
vampire noble may be the rightful owner of a
settlement. In such cases, the creature has full
access to every building.

Yets, Grain, and/or Freeds

For most vampires, a sprinkling of seeds on
the ground or a hanging net is beneath their
notice. For others, it is a weakness.

Those affected by this weakness must make
a Willpower roll (Difficulty 4) when presented
with such items or immediately begin count-
ing the seeds or untying the knots. While
distracted, the vampire may defend itself, but
may not take other actions. A Willpower roll is
permitted each combat turn.

o Reflection

The vampire casts no reflection in mirrors

or other reflective surfaces. Similarly, it cannot
be caught on film unless one is using Etheric
Glass Plates.

Potwer of the Lord

A cross, crucifix, or holy wafer (and para-
phernalia of other religions at the Gamemas-
ter’s discretion) can be used to make a Touch
Attack against a vampire. Such objects cause OL
damage. These holy objects can also be used to
keep a vampire at bay, but only if the wielder
is a true believer in the faith—merely waving a
holy object around as no effect.

Presenting such an object to the vampire re-
quires an attack action. In order to close within
five feet of the wielder, the vampire must make
an opposed Willpower test. If it rolls more
successes than the wielder, the night fiend is
unfazed and may act as normal. Otherwise, it
can advance no closer, nor can it use any of its
other abilities against the wielder. Of course, a
vampire armed with a gun could still shoot the
holder of the offending object.

Alternatively, a cross can be used to force a
vampire to move where the wielder wishes. As
an attack action, the mortal makes an opposed
Willpower test against the vampire. If he rolls
more success than the bloodsucker, he may force
it back five feet in a direction of his choice.

Note that this cannot be used to force a
vampire to step into fire, sunlight, or running
water. When the vampire is caught between
the cross and doom, it remains in place, cring-
ing and whimpering like a cornered beast.

Running Water

Vampires with an aversion to running water
cannot cross even the thinnest natural stream,
save by bridge, boat, or being carried.

Any vampire with this weakness submersed
in running water suffers 4L damage each
round. All other vampires suffer 2L damage.
This is caustic area of effect damage and thus
ignores both Active and Passive Defense.

Gigns of Esil

Many, but not all, vampires have bad breath,




long nails, bloodshot eyes, and excessive hair on
their hands (and sometimes the palms). Only
the latter is a surefire way to detect a vampire,
though, as normal humans may suffer from any
or all of the above indicators.

Sunlight SWeatsness

A vampire exposed to sunlight suffers dam-
age each round until it finds deep shadows.
Reflected sunlight inflicts 2L damage, weak
direct sunlight 4L, and bright direct sunlight 8L
damage each round of exposure. Unless it is na-
ked, the creature may resist only with its Passive
Defense. Naked vampires treat this as a caustic
area effect attack and receive no Defense.

Unnatural Aura

Animals do not openly attack the vampire,
but they react to his presence. Carnivores typi-
cally react with displays of aggression, while
herbivores seek to flee in terror.

As he grows older, so his aura grows more
unnatural—milk curdles in his presence, flow-
ers and grass wither at his passing, and humans,
with their limited senses, begin to sense there is
something unwholesome about the stranger.

‘ Mesw Oceult Hooks '

Dissertatio de Cadaveribus Fanguisugia

Language: Latin; Author: Johann Chris-
tian Stock; Publication: 1732; Complexity: 2;
Horror: 2; Tradition: Ceremonial; Contents:
Drain Life

Stock was a leading expert of his day on
the undead. This 27-page tome, as evidenced
by its title (“Dissertation on the Bloodsucking
Dead”), focuses exclusively on undead. Unfor-
tunately, his work contains many grave errors,
such as attributing a vampire’s blood draining
ability to magic.

Dissertatio de Jampyris

Language: Latin; Author: Johann Zopfius
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Religious Lharacters

As noted in the text, wielding a holy sym-
bol against a vampire requires the mortal
to be a true believer. Unless the globe-
trotter is an atheist, this is assumed to be
the case. Do holy men have any special
bonus?

Being a clergyman does not automatical-
ly make one holier than other globetrot-
ters. Whether he is a clergyman or not, a
globetrotter who has the Fanatical Flaw
with regard his religion gains a +2 bonus
to Willpower rolls when wielding a holy
symbol against a vampire.

Using this rule, such a globetrotter
would gain a Style point if his devotion
is insufficient to thwart the vampire as he
suffers a temporary crisis of faith. Since a
globetrotter with a low Willpower could
exploit this circumstance to gain a stack
of Style points, we suggest he can benefit
no more than once per encounter.
Repeated failure may eventually lead to
a loss of faith and the removal of the Fa-
natical Flaw.

& Francis van Dalen; Publication: 1733; Com-
plexity: 3; Horror: 3; Tradition: Ceremonial;
Contents: Bless Weapon

The “Dissertation on Vampires” is a
pseudo-scientific work, combining folklore
and medical studies. Although it wrongly links
vampirism to a contagious disease, it does
provide a beneficial ritual for those who know
the arcane arts.

‘ Metw Weird Jcience ' 7o

Blood Transfusion Engine

Artifact 4

Leagues: Ghost Club, Ministry of Unusual
Affairs, Society for the Advancement of Science
and Technology

Blood loss is not only restricted to a
vampire’s attacks—almost any physical trauma
can result in losing blood. Conventional blood
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transfusions are considered a risky procedure
and of dubious scientific value. Fortunately,
weird science has produced a machine that
works extremely well.

The device comprises a small box similar in
size to a Gladstone bag. From it lead two needle-
tipped rubber tubes. One is inserted into the arm
of a donor and the other into the patient. Once
activated, the machine gently drains blood from
the donor and pumps it into the recipient.

In game terms, for each pint a donor
provides, the patient automatically heals one
point of nonlethal damage, or converts a point
of lethal damage into nonlethal so long as his
injury involved substantial blood loss. For in-
stance, the device would work on a gunshot
wound, but provide no benefit from a broken
leg (unless the latter involved a ruptured ar-
tery as well). Regardless of how many donors
are available, a patient may receive no more
than twice his Body rating number of pints in
a 24 hour period. Furthermore, blood must be
provided within 24 hours of the injury occur-
ring to have any effect.

A donor who provides one pint of blood
suffers 1N damage from fatigue. A second pint
causes him to suffer an additional 1L dam-
age. Any more than this leaves him too weak
to function effectively for 24 hours. In game
terms, he is exhausted.

Enhancements: Special: Automatic Heal-
ing (+8 Enhancements)

Limitations: Exhausting: 1N (-1 Enhance-
ments)

Sun Globe

Artifact 3

Leagues: Ghost Club, Holy Brotherhood,
Ministry of Unusual Affairs, Society for the
Advancement of Science & Technology, Ven-
geants’ Guild

The gods alone know what mad inventor
first dreamed up the method of capturing the
scorching power of the sun into a weapon.

Roughly the size of a baseball and made
of thin glass (Defense 2, Structure 1), a Sun
Globe contains two compartments, each hold-
ing a measured dose of a volatile chemical.

Launched as a thrown weapon, the Sun

Globe has a range of 5 feet. When the globe is
smashed, the chemicals mix in a violent reaction.
The result is a flash of light with the intensity and
purity of direct sunlight. The flash is so bright
that it inflicts 8L damage on any vampires within
five feet of the impact. As with natural sunlight,
the vampire can resist only with its Passive De-
fense. Vampires with the Daywalker power are
immune to the effects of a Sun Globe.

Enhancements: Area of Effect: 5 ft. (+2
Enhancements), Increased Damage: +8 (+8
Enhancements)

Limitations: Reduced Duration: 6 Seconds
(=4 Enhancements)

Sunshot Rounds

Artifact 0

Leagues: Ghost Club, Ministry of Unusual
Affairs, Vengeants’ Guild

Perhaps the biggest drawback when fighting
vampires is that both decapitation and impal-
ing require one to get up close and personal.
For those who prefer to let fly with bullets,
weird science has a solution.

Sunshot Rounds are cast from pure gold that
has been melted in a solar furnace. During the
process, a very specific quantity of garlic oil must
be added—too little, and the bullets will have no
effect; too much, and the process will be ruined.

Sunshot Rounds inflict normal damage on
vampires, even those with the Daywalker ability.
Unfortunately, gold is not an ideal material for
molding bullets. First, the bullets are unstable
in flight. This reduces the firearm’s range by one
category. (i.e. a weapon with a normal range of
100 ft. is now effective at 50 ft.) Second, the
gold remains relatively soft. This reduces the
firearm’s damage by one point.

Each batch produces five bullets. During
the manufacturing process, the inventor must
state for which type of weapon the bullets are
designed—rounds for a heavy revolver won’t
fit a light revolver, for instance. Each bullet is
good for a single use.

Enhancements: Special: Can harm vam-
pires (+4 Enhancements)

Limitations: Reduced Damage: -1L (-1
Enhancement), Reduced Range: One step (-2
Enhancements)




But first, on earth as vampire sent,
Thy corpse shall from its tomb be rent:
Then ghastly baunt thy native place,
And suck the blood of all thy race;
—Lord Byron, The Giaour

The sample statistics below represent vari-
ous types of vampire from around the globe.
The vampires are divided into two categories—
Western Vampires, the stereotypical vampire
of European cinema and literature, and Other
Vampires, which include unusual European spe-
cies, as well as vampires found further afield.

‘ $Western Pampives '

Also known among monster hunters and oc-
cult scholars as a Carpathian or Transylvanian
vampire to differentiate it from other blood-
suckers, these fiends are what most people
think of when they hear the word vampire.

Bampire, Common

True vampires are powerful creatures and
should always be built as Patrons. As they age
they grow more formidable. A newly awakened
vampire is a Patron 0. As a rule of thumb, for
each century of unlife the vampire increases its
Patron rank one level, to a maximum of Patron

5. The Gamemaster may, of course, create more
powerful younger vampires as he desires.
The vampire below is a stock villain, a

‘ Hapter the Fifth:
Catalog of §iends

creature intent only on its continuing exis-
tence. Nothing prevents a vampire from being
a former scholar, aristocrat, soldier, artist, or
scientist. As such, Skills and Talents should be
altered by the Gamemaster to suit the indi-
vidual nature of the villain.

In the same vein, not every vampire needs
every vampire power or weakness listed below.
Mixing up these traits keeps players on their
toes and, when the old stake through the heart
fails, it leaves their characters exposed to fear
of the unknown.

Bampire, Common

Patron 1

Archetype: Undead; Motivation: Survival;
Style: 1

Primary Attributes: Body 3, Dexterity 2,
Strength 3, Charisma 2, Intelligence 2, Will-
power 3

Secondary Attributes: Size 0, Move 5, Percep-
tion 5, Initiative 4, Defense 5, Stun 4, Health
6%, Horror 4

Skills: Athletics 6, Brawl 6, Con 4 (Seduction
5), Intimidation 5 (Staredown 6), Stealth 5
Talents: Fearsome (Can temporarily frighten
foes), Iron Jaw (+1 Stun rating)

Resources: None

Vampire Powers**: Regeneration (Body x 2
roll each day to heal wounds)

Vampire Weaknesses: Decapitation/Piercing
the Heart (Instantly slain if damage exceeds its
Body rating), Garlic Aversion (-2 to all rolls to af-
fect someone wearing garlic), Power of the Lord
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(Susceptible to holy objects), Sunlight Weakness
(Suffers lethal damage from sunlight)

Flaw: Thirst for Blood (+1 Style point when
its unholy appetite reveals its true nature or
causes it problems)

Weapons: Bite 6L*** Punch 6N

* Vampires are immune to lethal and nonlethal
damage except from drowning, fire, boly objects,
or sunlight. Vampires are subject to knockback,
knockdown, and stun from any form of dam-
age, even if it inflicts no actual injury.

** The vampire may pick two powers from the
list starting on p. 22

*#% If the vampire scores 3+ successes on its
bite attack, it bas latched onto its victim'’s neck.
Until the vampire ceases feeding voluntarily or
is forcibly removed (as per ending a grapple),
the victim takes automatic lethal damage equal
to the fiend’s Strength rating each round.

Bride or Consort

A bride is a female vampire. The male equiva-
lent of a bride is called a consort. More spe-
cifically, the title is used to refer to the enthralled
concubines of a fully fledged vampire. Brides are
typically newly created, and thus lack most of a
vampire’s supernatural powers. Unlike true vam-
pires, they never increase in power with age.

Such is the unearthly beauty of these hell-
women (brides being far more common than
consorts) that men find it very hard to commit
harm upon one, a weakness the bride is only
too quick to exploit.

Brides and consorts have the same aster-
isked notes as common vampires.

Bride or Consort

Patron 1

Archetype: Undead; Motivation: Survival;
Style: 1

Primary Attributes: Body 3, Dexterity 2,
Strength 2, Charisma 5, Intelligence 2, Will-
power 2

Secondary Attributes: Size 0, Move 4, Percep-
tion 4, Initiative 4, Defense 5, Stun 3, Health
5% Horror 4

Skills: Athletics 4, Brawl 5, Con 7 (Seduction
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8), Intimidation 6, Performance 8 (Singing 9),
Stealth 5

Talents: Attractive (+1 Charisma when dealing
with people), Captivate (Temporarily entrance
victims)

Vampire Powers**: Regeneration (Body x 2
roll each day to heal wounds)

Vampire Weaknesses: Decapitation/Piercing
the Heart (Instantly slain if damage exceeds its
Body rating), Garlic Aversion (-2 to all rolls to af-
fect someone wearing garlic), Power of the Lord
(Susceptible to holy objects), Sunlight Weakness
(Suffers lethal damage from sunlight)
Resources: None

Flaw: Thirst for Blood (+1 Style point when
its unholy appetite reveals its true nature of
causes it problems)

Weapons: Bite 6L*** Punch 6N

Zhrall

Thralls are created when a vampire drains
a victim of blood without first sharing its own
blood. They are near mindless creatures, acting
on instinct rather than deductive thought. Thralls
gain no additional levels or powers as they age.

Initially, thralls possess the same Skills as
in life. In most cases, these are of little use in
its new undead state. As the thrall ages, these
abilities are slowly lost, with Skills more vital to
its long-term survival taking their place.

Thralls have the same asterisked notes as
common vampires.

Zhrall

Follower 2

Archetype: Undead; Motivation: Survival,
Style: 1

Primary Attributes: Body 3, Dexterity 3,
Strength 4, Charisma 2, Intelligence 1, Will-
power 3

Secondary Attributes: Size 0, Move 7, Percep-
tion 4, Initiative 4, Defense 6, Stun 3, Health
6, Horror 4

SKkills: Athletics 6, Brawl 6, Intimidation 6,
Stealth 6, Survival 5

Talents: Fearsome (Can temporarily frighten
foes), Strong (+1 Strength rating)




Resources: None

Vampire Powers**: Regeneration (Body x 2
roll each day to heal wounds)

Vampire Weaknesses: Decapitation/Piercing
the Heart (Instantly slain if damage exceeds its
Body rating), Garlic Aversion (-2 to all rolls to
affect someone wearing garlic), Power of the
Lord (Susceptible to holy objects), Sunlight
Weakness (Suffers lethal damage from sun-
light)

Flaws: Thirst for Blood (+1 Style point when
its unholy appetite reveals its true nature)
Weapons: Bite 6L, Punch 6N

‘ Otfer Yampives '

Although the Western vampire is the spe-
cies most often encountered by globetrotters,
and around which this supplement is based,
the world is home to dozens of other types of
undead bloodsucker. Presented below are a
few of the more interesting or unusual ones.

Many possess unique powers not found in
Western vampires. As such, they do not always
follow the rule that vampires gain one ad-
ditional ability for each level in Ally, Follower,
or Patron. Unless otherwise stated, they do not
grow more powerful with age.

Asanbosam

Not even Africa is free of the vampire. Lurk-
ing within the deep forests of Sub-Saharan West
Africa is the asanbosam. Although it feeds on
blood, the asanbosam has none of the tradi-
tional powers or weaknesses associated with
European vampires. Natives do not believe the
creature is immortal. Not only can it be slain
by conventional weapons, but there are male,
female, and infant asanbosams,

Roughly human in appearance, save for its
large eyes, long arms tipped in iron claws, and
lengthy feet which end in hooklike iron claws,
the asanbosam lurks in the foliage of trees. An
opportunistic hunter, it hunts by dangling its
legs toward the ground. When prey comes in
range, it grabs them with its hooked feet and
hauls them into the branches to be devoured.

Catalog of Fiends
Asanbosam

Follower 2

Archetype: Undead; Motivation: Survival;
Style: 1

Primary Attributes: Body 3, Dexterity 3,
Strength 4, Charisma 1, Intelligence 1, Will-
power 3

Secondary Attributes: Size 0, Move 7, Percep-
tion 4, Initiative 4, Defense 6, Stun 3, Health
6, Horror 4

Skills: Athletics 7, Brawl 7 (Grapple 8), Intimi- j
dation 8, Stealth 6 (Hiding 7) ch
Talents: Fearsome 2 (Can temporarily frighten
foes)

Resources: None

Vampire Powers: None

Vampire Weaknesses: None

Flaws: Thirst for Blood (+1 Style point when
its unholy appetite reveals its true nature)
Weapons: Iron Teeth 8L, Iron Claws 8L



For those using the Sanity system, listed
below are a number of new phobias re-
lated to vampires, as well as relevant du-
plicates from Leagues of Gothic Horror,
which are repeated here for ease.

* Agraphobia (sexual abuse)

* Aichmophobia (sharp or pointed ob-
jects)

* Amychophobia (being scratched)

* Chirotophobia (bats)

* Coimetrophobia (cemeteries)

* Entomophobia (insects)

* Erotophobia (sexual love)

* Erythrophobia (the color red)

* Halitophobia (bad breath)

* Haphephobia (being touched)

* Hypnophobia (sleep)

* Murophobia (mice or rats)

* Necrophobia (the dead)

* Nyctophobia (darkness)

* Ophthalmophobia (being stared at)

* Sanguivoriphobia (vampires)

* Spectrophobia (mirrors)

* Taphophobia (graves)

Astuang

A relative of the penanggalan (see p. 42),
the Filipino aswang leads a double life. A mas-
ter of infiltrating society, by day the creature
appears as a normal human woman. Often it is
attractive, but this is not always the case. It can
breed with mortals, expresses emotions, and
has no fear of religious objects. Naturally, it is
utterly immune to the effects of sunlight.

Once the sun sets, though, the true aswang
reveals itself. Losing any beauty, the vampire
becomes ugly and hag-like. Capable of flight,
it takes to the air in search of its preferred
prey—children. An adult mortal who has, for
whatever reason, become the prey of an aswang
has much to fear, for they are renowned as swift
and silent hunters.

Rather than bite its victims, the aswang
uses its hollow, and exceptionally long and
thin, tongue. Rarely does it enter a house. In-
stead, it sits on the roof and lowers its tongue
onto its slumbering target.

Not content with being a vampire, the as-
wang is also a shapeshifter. When people are
nearby, or when it wishes to hide from pursu-
ers, the fiend transforms into an ordinary look-
ing bat, bird, cat, or dog.

While in its true form, the aswang is vul-
nerable to decapitation, avoids garlic, can be
harmed or kept at bay by religious objects, and
has an intense phobia of the crack of whips.

At the breaking of dawn, the aswang as-
sumes its human form once more and con-
tinues its seemingly mundane life. Its human
guise is rarely exceptional—most are shy and
shun any occupation that might draw atten-
tion. As such, only the aswang’s monstrous
statistics are given below.

Astwang

Ally 2

Archetype: Undead; Motivation: Survival,
Style: 1

Primary Attributes: Body 3, Dexterity 4,
Strength 2, Charisma 1, Intelligence 2, Will-
power 3

Secondary Attributes: Size 0, Move 8 (Fly 8),
Perception 5, Initiative 6, Defense 7, Stun 3,
Health 6%, Horror 4

Skills: Brawl 6, Intimidation 6 (Staredown 7),
Stealth 8 (Sneaking 9)

Talents: Fearsome (Can temporarily frighten
foes), Swift (+2 Move rating)

Resources: None

Vampire Powers: Flight (Can fly at its Move
rating), Lesser Shape Change (bat, bird, cat, or
dog)

Vampire Weaknesses: Decapitation (Instantly
slain if damage exceeds its Body rating), Gar-
lic Aversion (-2 to all rolls to affect someone
wearing garlic), Power of the Lord (Susceptible
to holy objects)

Flaws: Phobia: Whips (-2 to rolls while object
is present; +1 Style point whenever its fear
gets the better of it), Thirst for Blood (+1 Style
point when its unholy appetite reveals its true
nature)

Weapons: Tongue 6L** Punch 6N

* Vampires are immune to lethal and nonle-
thal damage except from fire or bholy objects.
Vampires are subject to knockback, knock-



down, and stun from any form of damage,
even if it inflicts no actual injury.
** If the vampire scores 3+ successes on its
bite attack, it bhas latched onto its victim’s
neck. Until the vampire ceases feeding volun-
tarily or is forcibly removed (as per ending a
grapple), the victim takes automatic lethal
damage equal to the fiend’s Strength rating
each round.

Tongue: An aswang’s sharp-tipped tongue
can extend to a length of 10 feet.

€5ild of Judas

The story of Judas Iscariot, the great be-
trayer, is well known in the Christian world.
Differing versions of his ultimate fate exist,
although they all end either with his death or a
curse to walk the surface of the world until the
End of Days. Few Biblical scholars believe in
vampires, and those who do have not bothered
to consider that Judas, having made a pact with
Satan, may have risen as a bloodsucker.

Whether Judas still walks abroad is un-
known. His spiritual descendants certainly do.
Distinguishable by their red hair, they stalk the
lands of Bulgaria and Romania.

The process for becoming a Child of Judas
is remarkably simple. First, the candidate must
commit suicide. Hanging is commonplace, but
any method suffices. As Satan comes to claim
his soul, the deceased must make a bargain
with the lord of Hell—the souls of others in
return for eternal life. The deal concluded, the
deceased returns as a vampire the next dusk.

To allow a Child of Judas to bite you
is exceptionally dangerous. While other
vampires can consume blood quickly, these
black-hearted fiends can drain a victim dry in
a single gulp. Instead of ragged throats or two
small holes, the wound leaves an XXX mark.
This symbolizes the 30 pieces of silver Judas
accepted for betraying Christ.

€6ild of Fudas

Ally 2
Archetype: Undead; Motivation: Survival,
Style: 1
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Primary Attributes: Body 0, Dexterity 3,

Strength 2, Charisma 1, Intelligence 1, Will-

power 8

Secondary Attributes: Size 0, Move 5, Per-

ception 9, Initiative 4, Defense 11, Stun N/A,

Health 8, Horror 4

Skills: Athletics 6, Brawl 6, Intimidation 8,

Stealth 6, Survival 4

Talents: Fearsome 2 (Can temporarily frighten

foes)

Resources: None

Vampire Powers: Regeneration (Body x 2 roll

each day to heal damage)

Vampire Weaknesses: Decapitation/Piercing

the Heart (Instantly slain if damage exceeds its

Body rating), No Reflection (Casts no reflection

in mirrors), Power of the Lord (Susceptible to

holy objects), Sunlight Weakness (Suffers lethal

damage from sunlight)
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Flaw: Thirst for Blood (+1 Style point when
his unholy appetite reveals his true nature)
Weapons: Bite 6L, Punch 6N

Suck Dry: Each combat turn a Child of
Judas maintains its bite, including the first,
the victim must make opposed Body x 2 roll
against the vampire’s Melee. If the Child wins,
the victim is sucked dry of blood and instantly
slain. If the victim wins, he suffers no damage
and has managed to delay his death for a few
more seconds.

Churel

Colloquially the same word for a “witch”,
the churel is native to India and Southern
Asia. Only women who died giving birth, while
pregnant, or during their monthly menstrua-
tion return as churels.

They are disgustingly ugly creatures, with
low-hanging breasts, long pointed teeth, un-
naturally thick lips, a tongue the blue-black
of decaying flesh, and unkempt hair. Viewed
from the front, her skin appears white. From
the back, however, it is black. To disguise their
form, churels wear headdresses and veils.

Having died in a ritually impure state,
churels haunt sites associated with disease
and impurity—battlefields, graveyards, slums,
and toilets. Similarly, death in the biological
process of creating life makes them hateful of
all living creatures, but especially men. Hated
most of all are her kinfolk, for they failed to
care for her in life.

Rather than feasting all at once, a churel
prefers to drag victims back to its lair, impris-
oning them while it sups daily on their blood.
Some legends describe them as also feeding on
semen, or keeping victims as sex slaves until
they grow old and withered from the exertion
of pleasing the vile hag.

Like many non-Western vampires, the churel
has no fear of sunlight. Neither do the bright
rays of the sun cause it to enter a weakened
state. It has no special immunity to damage,
and thus prefers to flee when outnumbered
or facing a superior opponent. This it finds
relatively easy, for the churel can run at speeds
in excess of most humans.

Churel

Ally 2

Archetype: Undead; Motivation: Survival;
Style: 1

Primary Attributes: Body 3, Dexterity 2,
Strength 4, Charisma 1, Intelligence 2, Will-
power 3

Secondary Attributes: Size 0, Move 8, Percep-
tion 5, Initiative 4, Defense 5, Stun 3, Health
6, Horror 4

Skills: Athletics 7, Brawl 7, Intimidation 6,
Stealth 6

Talents: Fearsome (Can temporarily frighten
foes), Swift (+2 Move rating)

Resources: None

Vampire Powers: Regeneration (Body x 2 roll
each day to heal damage)

Vampire Weaknesses: Grain & Seeds (Will-
power x 2 roll when presented with such
items or immediately begin counting them),
Power of the Lord (Susceptible to Hindu holy
objects)

Flaws: Thirst for Blood (+1 Style point when
its unholy appetite reveals its true nature)
Weapons: Bite 7L, Punch 7N

Estrie

A demon in mortal guise, the estrie is found
only in Jewish folklore. It is popularly held that
the estries were created at sunset before the
first Sabbath before creation. Because of this,
they are not bound by the laws of nature and
are capable of changing their shape.

Despite being demonic in origin, estries
have no fear of religious objects, nor does
sunlight pain them. Such is their contempt for
religion that they can enter religious places
without any discomfort. Indeed, save for not
aging, the estrie is very much a mortal creature
and can be slain through conventional means.
Decapitation is the swiftest method.

Estries possess few supernatural powers.
They can fly, but only if their hair in unbound
and allowed to flow freely. Like many vampires
they can regenerate the most grievous wounds
with astonishing speed, though the estrie has an
unusual weakness—in order to heal rapidly, it




must first drink the blood of the one who caused
it harm or steal bread and salt from their house.

A distant cousin of the succubus, the female
estrie can feed only on men and women she
has first seduced.

Estrie

Ally 2
Archetype: Undead; Motivation: Survival;
Style: 1
Primary Attributes: Body 3, Dexterity 2,
Strength 3, Charisma 4, Intelligence 2, Will-
power 2
Secondary Attributes: Size 0, Move 5, Percep-
tion 4, Initiative 4, Defense 5, Stun 3, Health
7, Horror —
Skills: Athletics 5, Brawl 6, Con 7 (Seduction
8), Empathy 6 (Emotions 7), Intimidation 6
Talents: Attractive (+1 Charisma when dealing
with people), Robust (+2 Health rating)
Resources: None
Vampire Powers: Flight (Can fly at its Move
rating), Regeneration (see below), Shape
Change (any normal animal)
Vampire Weaknesses: Decapitation (Instantly
slain if damage exceeds its Body rating)
Flaws: Thirst for Blood (+1 Style point when
its unholy appetite reveals its true nature)
Weapons: Bite 6L*, Punch 6N
* If the vampire scores 3+ successes on its bite
attack, it bas latched onto its victim’s neck. Un-
til the vampire ceases feeding voluntarily or is
forcibly removed (as per ending a grapple), the
victim takes automatic lethal damage equal to
the fiend’s Strength rating each round.
Regeneration: An estrie dealt a lethal
wound by a human cannot use its Regenera-
tion ability until it has first tasted that person’s
blood or stolen a quantity of bread and salt
from his house.

Honnya

In life, a hannya was a beautiful Japanese
woman. Due to some terrible event she lost
her sanity, allowing a demon to take posses-
sion of her body. In place of its former beauty,
the hannya transforms into a hideous crone.
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The image of the hannya is sometimes used
as a mask in Japanese Noh theater. Tradition-
ally, it has a red or white face, large red eyes, a
wide mouth filled with sharp teeth, long black

hair, and two small horns protruding from its
forehead.

Honnya b
Ally 2 .
Archetype: Undead; Motivation: Survival; :
Style: 1

Primary Attributes: Body 4, Dexterity 2,
Strength 4, Charisma 0, Intelligence 2, Will-
power 3

Secondary Attributes: Size 0, Move 6, Percep- ;
tion 5, Initiative 4, Defense 6, Stun 4, Health R
7, Horror 4

Skills: Athletics 7, Brawl 7, Intimidation 7,
Stealth 6

Talents: Fearsome 2 (Can temporarily frighten
opponents)
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Resources: None
Vampire Powers: Regeneration (Body x 2 roll
each day to heal damage)
Vampire Weaknesses: No Reflection (Casts no
reflection in mirrors), Power of the Lord (Sus-
ceptible to Buddhist or Shinto holy objects)
Flaws: Thirst for Blood (+1 Style point when
its unholy appetite reveals its true nature)
Weapons: Bite 7L, Punch 7N

Immunity: A bannya is immune to all
forms of damage save from others of its kind.
Donning a bannya Nob mask blessed by a
Buddhist monk or Shinto priest imbues the
wearer with an empathic spirit, allowing him

or her to harm the hannya using any conven-
tional weapon.

Hopping

Known in Chinese as jiangshi, hopping
vampires are reanimated corpses. Their name

Horror: Guide to Pampires

comes from their peculiar method of move-
ment, for they perform two-footed hops in-
stead of walking. This is due to their inability
to bend their limbs or torso. They are capable
of leaping prodigious distances from a stand-
ing start.

While a small few appear as they did in life,
being reanimated shortly after death, most
are horrifying to behold. In all cases, though,
their skin has a greenish-white tinge, long,
white hair adorns their head, and their limbs
are locked stiff at the joints. Hopping vampires
have no capacity for communication.

Despite their name, hopping vampires do
not actually drink blood. Instead, they draw
the gi, or life force, from creatures they slay.
Through constant feeding, a hopping vampire
grows more powerful. In game terms, they fol-
low the usual aging rule.

Gopping Yampire

Ally 2

Archetype: Undead; Motivation: Survival;

Style: 1

Primary Attributes: Body 4, Dexterity 2,

Strength 3, Charisma 1, Intelligence 1, Will-

power 4

Secondary Attributes: Size 0, Move 5%,

Perception 5, Initiative 3, Defense 6, Stun 4,

Health 8** Horror 4

Skills: Athletics 6 (Jumping 7), Brawl 6, Intimi-

dation 6 (Staredown 7), Stealth 5

Talents: Jump (Jumping distance is doubled),

Parry (Can parry as a reflexive action)

Resources: None

Flaw: Bestial (Cannot communicate or use

tools)

Weapons: Claws 7L

* Hopping vampires can jump the same

distance vertically as borizontally. They do

not require a running jump to reach full dis-

tance.

** Hopping vampires are immune to lethal

and nonlethal damage except from fire and

sticky rice. They are subject to knockback,

knockdown, and stun from any form of dam-

age, even if it inflicts no actual injury.
Breath Sense: Hopping vampires, while

able to avoid inanimate objects through some




supernatural sense, can only detect mortals if
they are breathing. In combat, a globetrotter
may hold his breath for one turn per success
on a reflexive Body roll.

Infection: Anyone who suffers wounds
from a hopping vampire’s claws must make a
Body x 2 roll against the number of wounds
inflicted. Failure means the victim becomes
infected with vampirism. The victim remains
unchanged until he stops moving, at which
time his blood congeals and he dies (regard-
less of his wound status)! Within moments,
the victim reanimates as a hopping vampire.
The traditional cure involves force feeding the
victim a mixture of sticky rice and snake oil
blended by a Taoist priest.

Rice Paper: One way to stop a hopping
vampire dead in its tracks (pardon the pun)
is to attach a piece of yellow paper inscribed
with a spell (generally the reverse form of
Raise Dead) to its forehead. This requires a
Called Shot to a vital area. Should the paper
be removed, whether by deliberate intent or
accident (such as a strong gust of wind), the
creature reawakens instantly.

Sticky Rice: Hopping vampires suffer 2L
automatic damage when moving across sticky
rice. As a thrown weapon, a handful inflicts 2L
damage.

Zamini

Taking its name from the mythological
queen Lamia, the lamiai (plural lamiae) is
native to mainland Greece. These unnatural
fiends are always female. For four contiguous
months, they appear as attractive women. At
the start of the next four-month period, they
shed their skin from the waist down, replacing
their legs with the body of a snake. The cycle
then repeats. In human guise, lamiae can be
detected by their forked tongue, inability to
blink, and filthy appearance.

Unlike other vampires, they shun living
among their prey, even when in human form.
Their preferred haunts are caves and damp
places, for they cannot cope with extremes of
temperature or humidity.

These hellish fiends lack any of the standard
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weaknesses associated with vampires. They are
gluttonous and dull-witted creatures.

Zamiai

Ally 2
Archetype: Undead; Motivation: Survival,
Style: 1
Primary Attributes: Body 3, Dexterity 3,
Strength 3, Charisma 2, Intelligence 1, Will-
power 3
Secondary Attributes: Size 0, Move 6, Per-
ception 4 (8), Initiative 4, Defense 6, Stun 3,
Health 8, Horror n/a (human form) or 4 (half-
serpent form)
Skills: Brawl 6, Con 5, Intimidation 5, Stealth
5, Survival 5
Talents: Keen Sense (+4 Perception when us-
ing their nose), Robust (+2 Health rating)
Resources: None
Vampire Powers: Regeneration (Body x 2 roll
each day to heal damage)
Vampire Weaknesses: None
Flaws: Gluttonous (+1 Style point when-
ever its appetite causes it problems), Thirst for
Blood (+1 Style point when its unholy appe-
tite reveals its true nature)
Weapons: Bite 6L, Punch 6N

Shape Change: One per week, a lamiai
can transform into a beautiful woman. In this
guise it has Charisma 5 and Con 8. It may
maintain this appearance for a maximum of 24
hours.

Zoogaroo

By day, this Caribbean vampire appears to
be nothing more than a harmless, reclusive old
woman or man dressed in rags. As the sun sets,
the crone’s pact with Satan comes into force.
After peeling off and hiding its skin, it takes to
the night sky in the form of a ball of fire or
burning sulfur.

Able to slip effortlessly through the smallest
gap, the loogaroo enters people’s homes while
they are sleeping and sucks blood from any
exposed limbs. Victims drained entirely of blood
cither die and rise as a loogaroo or its entire in-
nards will be drained away, leaving the killer to




inherit and makes use of its skin. Since a /ooga-
roo’s skin is its only weakness, the more skins it
possesses the greater chance it has of keeping at
least one secreted away from vampire hunters. In
much the same way as hunters of Western vam-
pires must ensure they have destroyed all of a

vampire’s coffins to prevent it resting peacefully,
so those intent on destroying a loogaroo must
track down all of its caches of skin.

Unusually, the vampire does not drain
blood in order to sate its appetite. Instead, the
blood is traded with the infernal powers for
more magical rituals. While the /oogaroo does
not increase its overall statistics with age, it can
develop many more rituals.

The statistics below are for the loogaroo’s
vampiric form.

Zoogaroo

Ally 2
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Archetype: Undead; Motivation: Survival,
Style: 1

Primary Attributes: Body 4, Dexterity 3,
Strength 2, Charisma 0, Intelligence 2, Will-
power 4

Secondary Attributes: Size 0, Move 0 (Fly 5),
Perception 06, Initiative 5, Defense 7, Stun 4,
Health 8%, Horror 3

Skills: Brawl 7, Intimidation 5, Magic: Black
Magic 9

Talents: Magical Aptitude (Can cast rituals)
Resources: None

Rituals: Control Animal, Drain Life, Empower,
Fear, Raise Dead

Vampire Powers: Alter Dimensions (Can
squeeze through any gap), Flight (Can fly at its
Move rating)

Vampire Weaknesses: Grain & Seeds (Will-
power x 2 roll when presented with such items
or immediately begin counting them)

Flaws: Thirst for Blood (+1 Style point when
its unholy appetite reveals its true nature)
‘Weapons: Bite 7L

* Immune to lethal and nonlethal damage
from all means except as noted. They are
subject to knockback, knockdown, and stun
from any form of damage, even if it inflicts no
actual injury.

Powerful Magic: A Joogaroo suffers no
penalties for not being able to gesticulate or
speak while in fireball form.

Salt: The only way to destroy a loogaroo
is to locate its discarded skin and cover it in
a thick layer of salt (at least 4 pounds worth).
This causes the skin to shrivel. Unable to don
its skin with the coming of dawn, the vampire
is destroyed.

Zugat

Resident only in Albania, /ugats have an
appearance so terrifying that it can drive men
to madness or induce heart failure. Although
it does not harm them, /ugats strongly dislike
the sun. By day, they rest in places where sun-
light cannot reach, such as caves, old wells, or
within crumbling ruins.

Lugats have no need to sleep. During day-
light hours, they peer from the shadows they




inhabit, always attentive for potential meals.
When one is spied, they use their mental pow-
ers to draw their victim into their clutches.

Zugat

Ally 2

Archetype: Undead; Motivation: Survival,
Style: 1

Primary Attributes: Body 3, Dexterity 2,
Strength 3, Charisma 3, Intelligence 2, Will-
power 2

Secondary Attributes: Size 0, Move 5, Percep-
tion 4, Initiative 4, Defense 5, Stun 3, Health
5% Horror 5

Skills: Athletics 7, Brawl 7, Intimidation 9,
Stealth 5

Talents: Fearsome 2 (Can temporarily frighten
opponents)

Resources: None

Vampire Powers: Flight (Can fly at Move rat-
ing), Manipulation (Can control the minds of
others), Mesmerize (Can temporarily entrance
victims), Regeneration (Body x 2 roll each day
to heal damage)

Vampire Weaknesses: Power of the Lord (Sus-
ceptible to holy objects)

Flaws: Thirst for Blood (+1 Style point when
its unholy appetite reveals its true nature)
Weapons: Bite 7L, Punch 7N

* Immune to lethal and nonlethal damage
except from wolf bites to the leg (see below).
They are subject to knockback, knockdown,
and stun from any form of damage, even if it
inflicts no actual injury.

Wolf Weakness: A /ugat is virtually inde-
structible. Only Called Shots to its legs (-2)
can harm it, and even then the damage must
be inflicted by a wolf. Reducing the vampire to
-5 damage this way does not actually destroy
it. Instead, the fiend limps back to its grave,
from which it never rises again.

Mosferatu

Native to Eastern Europe, the nosferatu
is a different beast to its western cousin. For
a start, their appearance is universal. Their
frame is tall and thin, their arms long, and their
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finger nails more like claws. Most distinctive is
their head. The fiends are utterly bald with pul-
sating black veins visible on their scalps, have
distinctive pointed ears, and wide eyes. Rather
than having extended canine teeth, their inci-
sors are long and pointed.

Nosferatu have a strong relationship with
vermin, although they prefer rats above all else.
It is a rare nosferatu whose lair is not home to
swarms of black and brown rats. Like their pes-
tilential pets, nosferatu are carriers of disease.
Where they walk, plague inevitably follows.

Much remains unknown about nosferatu.
The most vexing question is how they are cre-
ated, for unlike their Western relatives they
cannot sire others of their kind. Aside from
fear of religious items and enhanced healing
abilities, the only ability their share with com-
mon vampires is a weakness to sunlight.

In the case of these ratlike fiends, sunlight
is the only known method of destroying them.
Fortunately, the power of the sun is especially
destructive to nosferatu.

Mosferatu

Ally 2

Archetype: Undead; Motivation: Survival;
Style: 1

Primary Attributes: Body 3, Dexterity 3,
Strength 3, Charisma 1 (2), Intelligence 2,
Willpower 3

Secondary Attributes: Size 0, Move 6, Percep-
tion 5, Initiative 5, Defense 6, Stun 3, Health
6%, Horror 4

SKkills: Athletics 6, Brawl 7, Intimidation 6,
Stealth 6

Talents: Animal Affinity (+1 Charisma when
dealing with rats), Fearsome (Can temporarily
frighten foes)

Resources: None

Vampire Powers: Animal Summoning (Can
summon rat swarms or giant rats), Carrier
(Pick one disease), Regeneration (Body x 2 roll
each day to heal damage)

Vampire Weaknesses: Power of the Lord (Sus-
ceptible to holy objects)

Flaw: Thirst for Blood (+1 Style point when
its unholy appetite reveals its true nature)
Weapons: Bite 7L** Claws 7L
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* Nosferatu are immune to lethal and nonle-
thal damage except from sunlight. They are
subject to knockback, knockdown, and stun
from any form of damage, even if it inflicts no
actual injury.
** If a nosferatu scores 3+ successes on its bite
attack, it bas latched onto its victim’s neck.
Until it ceases feeding voluntarily or is forc-
ibly removed (as per ending a grapple), the
victim takes automatic lethal damage equal
to the fiend’s Strength rating each round.
Severe Sunlight Weakness: When a nos-
feratu is exposed to sunlight it automatically
suffers damage each combat turn until it finds
deep shadows. Reflected sunlight inflicts 4L
damage, weak direct sunlight 6L, and bright
direct sunlight 10L per full combat turn of
exposure. The fiend may resist only with its
Passive Defense.

Penanggalan

Common across Southeast Asia, a penang-
galan is a female vampiric creature. She dif-
fers from common vampires in that her body
is very much alive and mortal—she breathes,
eats, and drinks, and suffers absolutely no
harm from sunlight. The only odd thing about
her is the pervasive odor of vinegar, and that
can be masked with strong perfume.

Whatever her apparent age, the penang-
galan is stunningly beautiful. According to
folklore, it is her beauty that caused her un-
dead state, for in every legend the woman has
traded her soul for eternal beauty.

Dark pacts always carry heavy prices, and
the penanggalan is no exception. Seemingly
normal by day, at night she detaches her head
from her body and takes to the air in search of
prey, her stomach and entrails dangling below
her. Having dined on blood, the stomach and
entrails swell. In order to fit them back into
her body, the penanggalan must soak them
in at least a gallon of vinegar for 10 minutes.
The smell of vinegar on a woman is an indi-
cator that she might be one of the terrifying
undead.

The penanggalan’s human form is immor-
tal. While she can be slain through conven-
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tional means, even reducing her to ashes has
no lasting effect, for the next night she will rise
again, her wounds completely healed.

One way to destroy a penanggalan is to
prevent the head reattaching to its slumbering
body before dawn breaks. Should this occur,
the creature is instantly and irrevocably slain.
An alternate method is to locate the headless
corpse and stuff the body cavity with shards
of broken glass. On reattaching its head, the
creature will lacerate its entrails, causing it to
bleed to death. Finally, if the creature can be
trapped in an enclosed space, it can be hacked
to death with bladed weapons. The latter is
only effective while the head is detached.

As it is virtually immune to all other forms
of damage, defeating a penanggalan is not a
matter of combat prowess. Instead, a scenario
featuring one will be investigative based, with
the globetrotters trying to track down the vam-
pire’s dormant corpse before it strikes again.

Whether or not the victim of a penang-
galan’s fell appetite rises as one of its kind
depends on the gender. Male victims remain
as bloodless corpses. A female victim rises the
next dawn, seemingly unharmed. That night,
though, she too will detach her head.

Since a penanggalan has two very different
forms, it has two sets of statistics. The first is
her mortal form, the second for the detached
head.

Penanggalan (Guman)

Many myths claims that penanggalans
work as midwives, for they savor the blood of
children and pregnant women above all oth-
ers. In keeping with folklore, these stats are for
a midwife.

Ally 1

Archetype: Everyman; Motivation: Survival,
Style: 1

Primary Attributes: Body 2, Dexterity 2,
Strength 2, Charisma 3, Intelligence 2, Will-
power 2

Secondary Attributes: Size 0, Move 4, Percep-
tion 4, Initiative 4, Defense 4, Stun 2, Health
4, Horror —

Skills: Athletics 4, Con 5 (Fast Talk 6), Diplo-
macy 4, Empathy 4, Medicine 4 (Midwifery 5)




Talents: Attractive (+1 Charisma when dealing
with people)

Resources: Status 0 (Midwife; +1 Social bo-
nus)

Flaws: Repulsive (-2 to Charisma rolls; +1
Style point whenever her vinegary smell causes
her to suffer in social situations)

‘Weapons: Punch ON

Penanggalon (Detackhed Fead)

Ally 2

Archetype: Undead; Motivation: Survival,
Style: 1

Primary Attributes: Body 3, Dexterity 3,
Strength 2, Charisma 2, Intelligence 2, Will-
power 3

Secondary Attributes: Size -2, Move 5 (Fly
5), Perception 5, Initiative 5, Defense 8, Stun
3, Health 4*, Horror 5

Skills: Brawl 7, Intimidation 9, Stealth 10**
Talents: Fearsome 2 (Can temporarily frighten
foes)

Resources: None

Vampire Powers: Alter Dimensions (Can fit
through tiny gaps), Carrier (Tuberculosis),
Flight (Can fly at normal Move rating), Sire
(Can create vampires)

Vampire Weaknesses: See below

Flaws: Thirst for Blood (+1 Style point when
its unholy appetite reveals its true nature)
‘Weapons: Bite OL

* Immune to all lethal and nonlethal damage
except for slashing melee weapons and as
noted below. They are subject to knockback,
knockdown, and stun from any form of dam-
age, even if it inflicts no actual injury.

#* A penanggalan bas a +2 Size bonus to
Stealth rolls.

Spikes & Spines: A penanggalan’s trailing
gizzards are something of a liability, for they are
prone to snare on thorny bushes and the like.
In order to fly through a doorway or window
around which are scattered thorny leaves, the
penanggalan must make a Dexterity roll. The
Difficulty is based on the amount of leaves, as
determined by the Gamemaster.

Failure means the penanggalan has been
unable to cross the protective barrier and
suffers automatic 1L damage. The roll may

be repeated as many times as the creature is
prepared to risk injury.

Pontianat

Found in Indonesian and Malaysian folk-
lore, the pontianak is yet another vampire
that only exists in female form. They appear as
women with pale skin, long black hair, and red
eyes. They are garbed in white dresses splat-
tered with the blood of their victims.

Whereas most vampires go for the throat,
the pontianak prefers to rip open its victim’s
stomach and gorge on their internal organs.
Male vampire hunters may wish to invest in a
sturdy cup or box, for the pontianak has been
known to target men’s genitals.

Rather oddly, a pontianak cannot maul
anyone who happens across its path. In order



to locate suitable prey, the vampire must first
sniff their clothes. This is most commonly done
by sniffing washing hanging out to dry, a reason
why locals native to areas frequented by ponti-
anaks never leave laundry outside overnight.

Folklore says that the pontianak announces
its presence by imitating the cries of a baby. If
the sound is soft, then the creatures is lurking
somewhere nearby. a loud cry means it is far
away. Similarly, some legends hold that a whin-
ing dog indicates a pontianak is somewhere
nearby, while if one is heard howling the vam-
pire is a safe distance away.

Another indicator is its scent. At a distance,

the pontianak smells of fragrant flowers. Up
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close, though, the overpowering stench is that
of putrefying corpses.

For all its wickedness, a pontianak can be
redeemed, in a manner of speaking. At the
nape of its neck is a small hole. Pushing an iron
nail into this void transforms the vampire into
a beautiful woman and devoted wife. Remov-
ing the nail reverts her to her previous state.

Pontianagy

Ally 2

Archetype: Undead; Motivation: Survival,
Style: 1

Primary Attributes: Body 3, Dexterity 2,
Strength 3, Charisma 2, Intelligence 2, Will-
power 3

Secondary Attributes: Size 0, Move 5, Per-
ception 5 (9), Initiative 4, Defense 5, Stun 3,
Health 6, Horror 4

Skills: Athletics 6, Brawl 6 (Punching 7), Con
6 (Tricks 7), Stealth 6

Talents: Fearsome (Can temporarily frighten
foes), Keen Sense (+4 Perception when sniff-
ing)

Resources: None

Vampire Powers: Regeneration (Body x 2 roll
each day to heal damage), Stench (Opponents
within 10 feet are -2 to all rolls)

Vampire Weaknesses: None

Flaws: Thirst for Blood (+1 Style point when
its unholy appetite reveals its true nature)
Weapons: Sharp nails 7L

Hides in Daylight: A pontianak can
only walk abroad during the hours of night.
Between dusk and dawn, its corpse inhabits
a specific banana tree (much like dryads of
Greek myth). Hacking down the tree will end
the vampire’s existence as surely as lopping off
its head.

Iron Nail: Unless the pontianak is thor-
oughly restrained, attempting to push an iron
nail into the hole at the nape of its neck re-
quires a Called Shot with a -8 penalty.

Strzyga

In order to become a strzyga after death, one
must fulfill certain strict requirements. First, they




must be female. Second, they must be born with
two hearts (and thus also two souls) and two
sets of teeth. With regard the latter, the second
set may be extremely small, almost unnoticeable
without a detailed dental examination.

Folklore decrees that a strzyga is destined
to die young. One of its two souls goes to the
afterlife, but the second remains on earth, re-
animating its corpse as an undead.

Stryzga

Ally 2

Archetype: Undead; Motivation: Survival,
Style: 1

Primary Attributes: Body 4, Dexterity 2,
Strength 3, Charisma 2, Intelligence 2, Will-
power 2

Secondary Attributes: Size 0, Move 5, Percep-
tion 4, Initiative 4, Defense 6, Stun 4, Health
8, Horror 4

Skills: Athletics 6, Brawl 7, Intimidation 6,
Stealth 7

Talents: Robust (+2 Health rating), Skill Apti-
tude (+2 Stealth rating)

Resources: None

Vampire Powers: Lesser Shape Change (owl
only), Regeneration (Body x 2 roll each day to
heal damage)

Vampire Weaknesses: Decapitation/Pierce
the Heart (Instantly slain if damage exceeds its
Body rating), Power of the Lord (Susceptible
to holy objects), Sunlight Weakness (Suffers
lethal damage from sunlight)

Flaws: Thirst for Blood (+1 Style point when
its unholy appetite reveals its true nature)
‘Weapons: Bite 7L, Punch 7N

Tazim

Fighting the taxim can be a grisly business.
Unlike many vampires, which appear human
or have the ability to disguise their undead
state, the taxim manifests as a rotting corpse.
All that prevents it from collapsing into a pile
of putrescent flesh and molding bones its in-
domitable willpower.

Taxims are extremely picky in who they
see as prey. Wronged in life, often by multiple
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people, they return from the dead purely to
enact bloody and violent vengeance.

Fighting a taxim can be a frustrating and
tiring exercise. Such is its desire for revenge
that it must sometimes be slain several times
before it finally rests peacefully in the grave.
Once it has slain the final victim on its list, the
taxim voluntarily returns to its grave, never to
disturb the living again.

Tazim

Ally 2

Archetype: Undead; Motivation: Revenge;
Style: 1

Primary Attributes: Body 2, Dexterity 2,
Strength 3, Charisma 2, Intelligence 2, Will-
power 4

Secondary Attributes: Size 0, Move 5, Percep-
tion 6, Initiative 4, Defense 4, Stun 2, Health
6*, Horror 5

Skills: Athletics 6, Brawl 7, Intimidation 8,
Stealth 6

Talents: Fearsome 2 (Can temporarily frighten
opponents)

Resources: None

Vampire Powers: Regeneration (Body x 2 roll
each day to heal damage)

Vampire Weaknesses: Decapitation/Piercing
the Heart (Instantly slain if damage exceeds its
Body rating), No Reflection (Casts no reflection
in mirrors), Power of the Lord (Susceptible to
holy objects)

Flaws: Thirst for Blood (+1 Style point when
its unholy appetite reveals its true nature),
Vengeful (+1 Style point whenever its desire
to get even causes it problems)

Weapons: Bite OL, Punch ON

* Immune to all lethal and nonlethal damage
except from fire and boly objects. They are
subject to knockback, knockdown, and stun
Jfrom any form of damage, even if it inflicts no
actual injury.

Vengeance!: Whenever it is killed, the
taxim may make a Willpower x 2 roll. The
Difficulty is equal to 6 minus the number of
victims it has left to destroy. Success causes the
fiend to rise from the dead, fully healed, the
next dusk. Should the roll fail, it is laid to rest
permanently.
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Peagues
Upior

Some vampires rise only from dusk until
dawn. Others are free to wander as they see fit.
The upior keeps very strange hours, rising at
midday and returning to its grave at midnight.
Its strange waking hours mean it is immune to
the effects of the sun.

Wrapped in a blood-soaked grave shroud,
the upior makes no attempts to hide its undead
nature as it searches for prey to latch onto with
its barbed tongue. The vampire is renowned
for its gluttony and its love of blood. Not only
does it drink blood, but its coffin is filled with
congealed blood rather than grave dirt.

Slaying an wupior is messy work—when
staked, the fiend dies, exploding in a fountain
of congealed and half-digested blood.

Upior

Ally 2
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Archetype: Undead; Motivation: Survival,
Style: 1

Primary Attributes: Body 3, Dexterity 2,
Strength 4, Charisma 2, Intelligence 2, Will-
power 3

Secondary Attributes: Size 0, Move 6, Percep-
tion 5, Initiative 4, Defense 5, Stun 3, Health
6*, Horror 4

Skills: Athletics 6, Brawl 7, Intimidation 7,
Stealth 6

Talents: Fearsome (Can temporarily frighten
foes), Strong (+1 Body rating)

Resources: None

Vampire Powers: Regeneration (Body x 2 roll
each day to heal damage)

Vampire Weaknesses: Decapitation/Piercing
the Heart (Instantly slain if damage exceeds its
Body rating), No Reflection (Casts no reflection
in mirrors), Power of the Lord (Susceptible to
holy objects)

Flaws: Gluttonous (+1 Style point when-
ever its appetite causes it problems), Thirst for
Blood (+1 Style point when its unholy appe-
tite reveals its true nature)

Weapons: Bite 7L** Punch 7N

* Immune to all lethal and nonlethal damage
as except from fire and holy objects. They are
subject to knockback, knockdown, and stun
from any form of damage, even if it inflicts no
actual injury.

**% If the vampire scores 3+ successes on ils
bite attack, it bas latched onto its victim’s
neck. Until the vampire ceases feeding volun-
tarily or is forcibly removed (as per ending a
grapple), the victim takes automatic lethal
damage equal to the fiend’s Strength rating
each round.

Blood Bread: A mortal who consumes
blood bread made with upior blood stolen
from its grave gains +4 Passive Defense when
fighting an wupior. The power of the blood
bread quickly fades, though—assume its effect
lasts for the remainder of the combat or scene
after it is eaten.

Brysolagas

Found roaming across Greece and parts
of the Balkans, the vrykolakas rapidly swells




after death, becoming a bloated sac of gas held
in check by taut, ruddy skin.

Although it sups blood to maintain its
existence, this is not how the unholy abomi-
nation kills its prey—it does that by crushing
them to death in its viselike grip. Those who
die by such means are doomed to rise as a
vrykolakas within three nights. Crushing its
foes makes the creature stronger, and thus it
uses the rules on aging.

When it comes to hunting, the vrykolakas
has a unique method. Instead of stalking prey
in the streets, the fiend is compelled to knock
on doors and ask to see someone inside. No
matter how far it wanders from its native lands,
the vrykolakas instinctively knows the names
of all those present inside a building. On the
door being opened, the creature attacks.

Fortunately for potential victims, the vryko-
lakas has little patience. If its knock is not
answered, it quickly loses interest and moves
onto another building, never remaining to
try its ruse twice. Globetrotters travelling to
areas infested with vrykolakas should not be
surprised when locals only open their doors
after a second knock.

Brygolakas

Ally 2

Archetype: Undead; Motivation: Survival,
Style: 1

Primary Attributes: Body 4, Dexterity 2,
Strength 5, Charisma 1, Intelligence 2, Will-
power 3

Secondary Attributes: Size 0, Move 5, Percep-
tion 5, Initiative 4, Defense 6, Stun 4, Health
7% Horror 4

Skills: Athletics 6, Brawl 8 (Grappling 9), Con
6 (Tricks 7), Intimidation 6

Talents: Strong (+1 Strength rating), Tough
(+1 Body rating)

Resources: None

Vampire Powers: Daywalker (Immune to
sunlight)

Vampire Weaknesses: Grain & Seeds (Will-
power x 2 roll when presented with such items
or immediately begin counting them), Power
of the Lord (Susceptible to Eastern Orthodox
holy objects)
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Flaws: Obese (-2 Move rating; +1 Style point
whenever its weight slows it down or causes
it difficulty), Thirst for Blood (+1 Style point
when its unholy appetite reveals its true na-
ture)
Weapons: Bite OL, Punch ON
* Immune to lethal and nonlethal damage ex-
cept from fire. They are subject to knockback,
knockdown, and stun from any form of dam-
age, even if it inflicts no actual injury.

Crush: The creature can crush the life out
of those it grapples. If the vampire success-
fully pins an opponent, it can begin squeez-
ing on the next round. Instead of making an
Attack, the wvrykolakas automatically inflicts
lethal damage equal to its Strength rating as
it crushes bones and ruptures internal organs.
Being pinned, the victim can resist only with
his Passive Defense.

An older vampire can take this ability an ad-
ditional three times. It gains an additional +2
bonus to its Brawl rating at each level.

B tovtoss

The globetrotters of the Leagues of Ad-
venture are not the only people dedicated to
hunting down and exterminating vampires.
Presented below are two very different types
of vampire hunter.

Dhampir

Dhbampirs are born of mortal women, but
sired by a vampire. It is also possible that a
pregnant woman bitten by a vampire may
produce one of these half-breed creatures. For
reasons unknown, dhampirs are always male.

Regardless of their cultural background,
dhampirs share common characteristics. Wild
black hair, a soft body (as if they lack bones),
a scar on the base of the spine (as if they had
a tail that was surgically removed), and no fin-
gernails or toenails.

Despite their unnatural origin, dbhampirs
lack both the supernatural powers and weak-
nesses of their vampire father. They may be
oddities, but they are mortal beings.




That said, they do possess one unusual abil-
ity—they can sense vampires. Because of this,
many earn a living as vampire hunters, travelling
from village to village to rid the inhabitants of the
parasite feeding upon them. This is not done out
of any sense of duty or friendship—a dbampir
expects to be paid well for its services.

This materialistic approach to saving lives,
coupled with the nature of its sire, combine
to give dbhampirs a poor reputation. Few care
much—a village terrorized by a vampire will
always find the fee the dbampir demands.

Dhampir

Ally 2

Archetype: Monster Hunter; Motivation:

Greed; Style: 1

Primary Attributes: Body 3, Dexterity 3,

Strength 3, Charisma 2, Intelligence 2, Will-

power 2

Secondary Attributes: Size 0, Move 6, Per-

ception 4 (8), Initiative 5, Defense 6, Stun 3,

Health 5, Sanity 4

Skills: Acrobatics 5 (Contortion 6), Athletics

5, Brawl 5, Empathy 6 (Intuition 7), Melee 5,

Stealth 5

Talents: Keen Sense (+4 Perception when us-

ing sight)

Resources: Status 1 (Vampire hunter; +2 So-

cial bonus)

Flaws: Bad Reputation (-2 to Social rolls; +1

Style point whenever his bad reputation causes

problems)

Weapons: Punch 5N, Saber 8L, Wooden stake 6L
Sense Vampires: By making an Empa-

thy: Intuition roll, a dbhampir can detect the

presence of vampires. This is not a precise

ability, but it can narrow down the vampire’s

location to within a few hundred yards. The

more successes he rolls, the more accurate his

determination of the vampire’s direction and

distance.

Rresnif

Persecuted by the Church as pagans, kresn-
iks are a rare breed, found today only in parts
of the Balkans. A leftover from ages past, they
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are shamans, drawing their strength from the
spirits of the natural world and their ancestors.
Although they are no longer burned at the
stake by inquisitors, the Church continues to
besmirch their name, insisting that their pow-
ers are black magic learned in distant Babylon.
The slander means little to the peasants the
kresniks aid, who see them as champions.
Kresniks have the power to transform into
an animal form. Most adopt that of a white
wolf, but white bears have been known. Unlike
conventional magic, the magician’s physical
form does not change. While he remains in a
trance, his spirit leaves his body and manifests
physically as his chosen beast. In this guise, the
animal/kresnik is capable of inflicting lethal
damage, even death, on vampires of all types.
Such power is not without risks, though.
Should the animal form die, the kresnik’s
spirit is unable to return to his dormant body.
It is condemned to wander as a ghost while the
body, which still lives, is utterly brain dead.

Rresnif

Ally 2

Archetype: Monster Hunter; Motivation:
Duty; Style: 1

Primary Attributes: Body 3, Dexterity 2,
Strength 2, Charisma 2, Intelligence 3, Will-
power 3
Secondary Attributes: Size 0, Move 4, Percep-
tion 6, Initiative 5, Defense 5, Stun 3, Health
6, Sanity 5
Skills: Academics: Occult 5, Athletics 4, Brawl
6, Investigation 5, Magic: Animism 8
Talents: Magical Aptitude (Can cast rituals)
Resources: Status 1 (Kresnik; +2 Social bonus)
Rituals: Arcane Shield, Beast Speech, Empow-
er, Form of the Beast (usually a white wolf),
Spirit Binding
Flaws: Meddler (+1 Style point whenever his
interference in other people’s affairs causes
him or his allies trouble)
Weapons: Punch ON

Overriding Damage: No matter what im-
munities to damage a vampire possesses, all
types of bloodsucker are susceptible to the
bite and claws of the kresnik while he is in his
chosen animal form.




Chapter the Hixth:

“Within, stood a tall old man, clean shav-
en save for a long white moustache, and clad
in black from bead to foot, without a single
speck of colour about bim anywhbere.” —Bram
Stoker, Dracula

Where as the vampires in the previous
chapter are generic examples, those presented
in this chapter are named individuals with
unique histories. Note that the vampires du-
plicated here from Leagues of Gothic Horror
have undergone minor changes to reflect new
rules in this expansion.

‘mampirz mﬁluins'

While vampire thralls are simple monsters
with no motivation beyond finding their next
meal, more powerful vampires should not be
treated as stock villains, there only to be slain.
To treat them as such is an injustice to their
long lives and a disservice to your players.

True vampires are capable of creating plans
that take years, decades, or even centuries to
unfold. Depending on the specific vampire in
your adventure, the globetrotters might en-
counter him at the beginning, middle, or end
of his dastardly plan.

As with any good Leagues of Gothic Horror
adventure, investigation should play as much
part as action. Clues must be found, myster-

ies unraveled, and identities confirmed before
any confrontation with the major villain. In the
meantime, the globetrotters will be hounded

Princes of
Darkiess

by the vampires mortal minions or thralls.
Combining both elements not only makes for
a good story, it appeals to the needs of players
who like one or other aspect better.

Given that they are intelligent and, in some
cases, have lived for centuries, vampires are
rarely foolhardy. They are fully aware of their
weakness and of the fact that they are not true
immortals. Given a choice between fleeing,
and suffering a setback to its plans, or being
destroyed, vampires always opt for the former.
Indeed, time is a vampire’s greatest weapon.

If it has a suitable support network, a vam-
pire can voluntarily deny itself food and slide
into torpor. Secured in some musty tomb or
hidden vault, or even a deep cave, it can sleep
away the years as its hunters grow old and
feeble. When the odds are in its favor, it will
emerge to strike back at those who dared foil
its plans. It may even wait until they are dead
and target their children.

This presents an ideal way to introduce
Gothic Horror into a conventional Leagues of
Adventure campaign. Thanks to the deeds of
their parents, or even grandparents, the globe-
trotters are being hunted by a vampire. As the
campaign unfolds, they slowly learn that there
was more to their ancestors than met the eye.

Having every major vampire escape to
return another day would be grossly unfair to
the heroes. Yes, its plans may be delayed or
foiled, but they do not have the satisfaction
of defeating their foe. If you plan on using a
vampire as a recurring, long-term villain, do so
only once in a campaign.
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“His complexion was even more peculiar
than bis features; it could neither be called
pale nor yellow; it was sort of gray, or, so to
speak dirty white, like that of an Indian who
bad been suffering long from fever; and was
rendered still more remarkable by the intense
blackness of bis beard and short cropped
bair.” —Anonymous, The Mysterious Stranger

In the heart of the Carpathian Mountains
stands Castle Klatka, ancestral home of the Von
Klatka family. Its sole resident for the past few
centuries has been Azzo Von Klatka, the last
scion of a once proud and noble line.

Azzo dresses like a nobleman. His clothes,
though, are centuries out of date and show
signs of neglect. The color of the cloth is
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aded, and his armor, which he occasionally
wears, has spots of rust. Although it would be
considered uncouth in the modern West, Azzo
always sports a sword and dagger in style of
nobles of old.

Azzo spends his nights hunting, riding
through the surrounding forest on a pale
horse. He has been known to accept dinner in-
vitations from his neighbors, though he never
enjoys the repast, claiming that he subsists on
a purely liquid diet.

Mostly, though, he sits and broods in his
castle. He never accepts guests until the sun
has set, and even his politeness and formal-
ity are tinged with a cold, hard edge, for the
vampire has nothing but utter contempt for
mankind. Azzo shows his displeasure for lesser
creatures through his gray eyes, the stare from
which few mortals can tolerate for long.

A330 Yon Rlatsa

Patron 3

Archetype: Undead; Motivation: Survival,
Style: 3

Primary Attributes: Body 4, Dexterity 3,
Strength 4, Charisma 4, Intelligence 2, Will-
power 4

Secondary Attributes: Size 0, Move 7, Percep-
tion 6, Initiative 5, Defense 7, Stun 4, Health
8* Horror 4

Skills: Academics: History 5, Athletics 7, Brawl
8, Diplomacy 6, Intimidation 10, Melee 8, Ride
5, Survival 5

Talents: Fearsome 2 (Temporarily frighten op-
ponents), Flurry (Can attack opponent twice
with -2 penalty), Ride-by-Attack (Can attack
without mount stopping)

Resources: Refuge: Size 3 (Castle), Status 1
(Nobleman; +2 Social bonus)**

Vampire Powers: Control Animal (Can con-
trol any animal), Lord & Master (Can close
doors within his domain at will), Mesmerize
(Can temporarily entrance foes), Regenera-
tion (Body x 2 roll each day to heal damage),
Warp Landscape (Can make it harder to find
his castle)

Vampire Weaknesses: Decapitation/Piercing
the Heart (Instantly slain if damage exceeds its
Body rating), No Reflection (Casts no reflection




in mirrors), Power of the Lord (Susceptible to
holy objects), Sunlight Weakness (Suffers lethal
damage from sunlight)

Flaw: Thirst for Blood (+1 Style point when
his unholy appetite reveals his true nature)
Weapons: Bite 8L, Punch 8N, Arming sword
11L, Dagger 9L

* Immune to lethal and nonlethal damage
except from drowning, fire, or holy objects. He
is subject to knockback, knockdown, and stun
from any form of damage, even if it inflicts no
actual injury.

** Bonus Resource from bis Refuge.

* Benjomin Appleby J

“Beware that, when fighting monsters, you
yourself do not become a monster... for when
you gaze long into the abyss. The abyss gazes
also into you.” —Friedrich Nietzsche

Rarely is the name Benjamin Appleby uttered
in the clubhouses of the Leagues of Adventure
concerned with the supernatural. When it is, it
is in a hushed whisper, never after sunset, and
always accompanied by nervous glances toward
doors and windows.

A former member of the Vengeants’ Guild,
Appleby was a superlative hunter of the
damned. No one is entirely sure of how many
ghosts, werewolves, and vampires he had
destroyed, but all agree that no one has yet
come close to matching his record. Such was
his prowess at entering the lairs of vile fiends
undetected that he was given the nickname,
“The Shadow.”

No one’s luck lasts forever, though. Cap-
tured and tortured by a powerful vampire,
the hunter was eventually transformed into
a bloodsucker. Some of his peers believe his
downfall was masterminded by a cabal of vam-
pires who feared for the continued existence
of their species. Others refute this arguing that
vampires rarely cooperate, and thus a vampire
conspiracy is impossible.

His soul twisted by his new undead status,
Appleby continues to operate as a hunter.
These days, though, his chosen prey is his for-
mer comrades. The dark kiss has given Appleby
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a range of new powers, not least the ability to
control the shadows he once so welcomed as
allies. He has no notions of honor, nor does
he live in the past—he is as prepared to kill his
quarry with a revolver as with his teeth.

Benjomin Appleby

Patron 2

Archetype: Undead; Motivation: Glory;
Style: 2

Primary Attributes: Body 3, Dexterity 3,
Strength 3, Charisma 3, Intelligence 3, Will-
power 3

Secondary Attributes: Size 0, Move 6, Percep-
tion 6, Initiative 6, Defense 6, Stun 3, Health
6%, Horror 4

SKkills: Athletics 5, Firearms 6, Intimidation 8,
Investigation 5, Linguistics 5, Spying 5, Stealth
5, Streetwise 5




Talents: Fearsome Attack (Uses Intimidation in
place of Brawl and Melee)

Resources: Fame 1 (Hunter of globetrotters;
+2 Social bonus)

Vampire Powers: Regeneration (Body x 2 roll
each day to heal damage), Shadow Control
(Can deepen shadows), Shadow Walker (Can
teleport via shadows), Sire (Can create vam-
pires), Wall Walking (Can scale sheer surfaces)
Vampire Weaknesses: Decapitation/Piercing
the Heart (Instantly slain if damage exceeds its
Body rating), Sunlight Weakness (Suffers lethal
damage from sunlight)

Flaw: Thirst for Blood (+1 Style point when
his unholy appetite reveals his true nature)
Weapons: Bite 8L** Punch 8N, Heavy revolver
9L, Arming sword 11L

* Immune to lethal and nonlethal damage
except from drowning, fire, or holy objects. He
is subject to knockback, knockdown, and stun
from any form of damage, even if it inflicts no
actual injury.

** If be scores 3+ successes on bis bite attack,
be has latched onto its victim’s neck. Until
be ceases feeding voluntarily or is forcibly
removed (as per ending a grapple), the victim
takes automatic damage equal to the fiend’s
Strength rating each round.

‘Amazing bow being batbhed in arterial
blood can wash out any lingering romantic
disappointments.”

—Diana Peterfreund, Rampant

Under the public pretence of being a social
club for aristocratic and high-society lovers
of exotic drinks, the secretive and depraved
members of the Crimson Chalice regularly
partake in hematophagy—the drinking of
blood. With vampires being creatures of mere
folklore, the majority of members partake of
the crimson fluid merely because it is taboo in
Western society.

Lower ranking members sup from each
other, slitting the skin of their peers’ arms and
chests, but taking very little blood in the course
of a night. Often the ritual is done as part of an
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orgy, another act of rebellion against a repres-
sive society. Higher ranking members partake of
greater quantities, drinking the blood of donors
from a golden chalice supposedly once owned
by Vlad the Impaler. Few of these donors were
willing participants, but all bar a select few
members are aware of this. Despite their rebel-
lion against conventional social mores, likely
they would be horrified to learn the truth.

Society may not believe in vampires, but
they are very real. The Crimson Chalice is
a cover for Carmilla, Countess Karnstein, a
notorious vampire who plagued Styria (in
southeast Austria) during the 18th century.
Having escaped death at the hands of Austrian
imperial agents in 1777 by sacrificing the last
of her female vampire lovers, Carmilla fled to
Paris, where, through subtle manipulation and
patience only the undead possess, she even-
tually entered high society, whereupon she
founded the Crimson Chalice.

Despite being the nominal head of the club,
Camilla maintains a low profile, posing as one
of the higher ranking members and secretly
pulling the strings of her supposed superiors
from the shadows so as not to attract unwanted
attention. A few members have discovered the
terrible truth of her true nature over the years,
but they have been permanently silenced.

Slowly but surely, and being careful not to
repeat her past mistakes, Carmilla is transform-
ing chosen female members of the Crimson
Chalice into vampires. Her coven currently
stands at just five. All are relatively weak crea-
tures and count as vampire brides.

Belle de Dille

Belle de Ville has played many roles during
her lifetime—street urchin, prostitute, be-
reaved widow. She is currently a leading singer
and dancer at Moulin Rouge, a celebrity among
those who frequent the cabaret and known, by
reputation at least, to men of all walks of life for
her scandalous and enthusiastically received
performances. She is also a bride of Carmilla,
whom she has served loyally and passionately
since her conversion 86 years ago.

While Belle occasionally preys on visitors
to the cabaret, she is careful not to attract



unwanted attention by killing patrons. Her
specific role within the Crimson Chalice is to
entice men and women to their doom, luring
them to pre-planned locations far from the
Moulin Rouge with promises of forbidden love,
where Carmilla’s enthralled thugs dispatch
the unfortunate soul in readiness for draining
his or her blood for the next gathering at the
Crimson Chalice.

Outwardly, Belle is all laughs and smiles,
a thoroughly social creature and naturally at
ease at all levels of society. Beneath the veneer
of joviality and civility she is a cunning hunter,
always sizing up her next meal and struggling
to rein in her desire to sate her eternal lust of
fresh blood.
Patron 1
Archetype: Undead celebrity; Motivation:
Survival; Style: 1
Primary Attributes: Body 3, Dexterity 2,
Strength 2, Charisma 5, Intelligence 2, Will-
power 2
Secondary Attributes: Size 0, Move 4, Percep-
tion 4, Initiative 4, Defense 5, Stun 3, Health
5% Horror 4
Skills: Athletics 4, Brawl 5, Con 6 (Seduction
7), Empathy 6, Intimidation 5, Performance 6
(Singing 7), Stealth 5
Talents: Attractive (+1 Charisma when dealing
with people)
Resources: Fame 1 (Entertainer; +2 Social
bonus), Rank 1 (Crimson Chalice; +2 Social
bonus)
Vampire Powers: Mesmerize (Can entrance
opponents), Read Mind (As Telepathy mental-
ism Talent), Regeneration (Body x 2 roll each
day to heal damage)
Vampire Weakness: Decapitation/Piercing
the Heart (Instantly slain if damage exceeds its
Body rating), Garlic Aversion (-2 to all rolls to
affect someone wearing garlic), Power of the
Lord (Susceptible to holy objects), Sunlight
Weakness (Suffers lethal damage from sun-
light)
Flaw: Thirst for Blood (+1 Style point when
her unholy appetite reveals her true nature or
causes her problems)
Weapons: Bite 5L** Punch 5N
* Belle is immune to lethal and nonlethal
damage except from drowning, fire, or boly

objects. She is subject to knockback, knock-
down, and stun from any form of damage,
even if it inflicts no actual injury.

** If Belle scores 3+ successes on ber bite at-
tack, she has latched onto its victim’s neck.
Until she ceases feeding voluntarily or is forc-
ibly removed (as per ending a grapple), the
victim takes automatic damage equal to the
fiend’s Strength rating each round.

Typical Nember

While Camilla favors female companions
in more ways than one, most members of the
Crimson Chalice are actually male (many female
participants are prostitutes, drugged into sub-
mission so as not to resist being supped from),
and all of them are rakes, aristocratic young
men of immoral and promiscuous nature who
willingly engage in all manner of licentious and



- P __,),\{.__H ¥ 3
cl

Zeagues of Gothic
debauched activities without giving a thought
for what polite society might think of them.
Ally 1
Archetype: Aristocrat; Motivation: Power;
Style: 0

Primary Attributes: Body 2, Dexterity 2,
Strength 2, Charisma 2, Intelligence 2, Will-
power 2

Secondary Attributes: Size 0, Move 4, Percep-
tion 4, Initiative 4, Defense 4, Stun 2, Health
4, Horror —

Skills: Con 7, Connoisseur 5, Empathy 5, Fire-
arms 4, Gambling 5, Melee 5

Talents: None

Resources: Rank 0 (Crimson Chalice; +1

Social bonus), Social 0 (Minor aristocrat; +1
Social bonus)

Flaws: Fanatical (+1 Style point whenever he
is needlessly cruel to his friends or enemies)
Weapons: Punch ON, Light revolver 6L
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Dracula, Count J

“The blood is life... and it shall be mine!”
—Bram Stoker, Dracula

Arguably the king of Western vampires and
the blueprint for the many bloodsuckers who
followed in literature and movies, Dracula is
not merely the subject of a work of fiction in
Leagues of Gothic Horror. Rather, the novel is
based on actual terrible events that occurred
during the early 1890s.

In the story, Dracula is slain by the band of
brave heroes. In Leagues of Gothic Horror, his
death was not final—Van Helsing created a false
ending to the story to cover the party’s failure to
permanently lay the creature to rest. Dracula was
severely weakened and forced to retire to a hid-
den coffin for many years, but now his strength
is slowly returning. Soon, he will stalk the night
once more and is keen to enact revenge.

Dracula is not a stake-fodder vampire. He
is powerful, cunning, cautious, and arrogant in
equal measure. As an immortal, time is on his
side. Globetrotters who come close to foiling
his plans may suffer his wrath, but equally he
may simply retreat to one of his many lairs and
wait for them to wither and die of old age.

This supplement does not provide a bi-
ography for Vlad the Impaler, who has been
linked with the fictitious Dracula on numerous
occasions, nor does it detail the events of the
Dracula novel—the internet has many thou-
sands of words on the former, and any Leagues
of Gothic Horror Gamemaster worth his salt
has seen at least one Dracula movie.

Having been represented many times in
fiction and film, there are many dozens of
variations of Dracula out there, each assigning
him varying powers and weaknesses to suit the
needs of the story. As such, the stats presented
below are an amalgam of various sources and
should not be seen as a claim at producing
a definitive version. Depending on your par-
ticular view of Dracula, he may have different
Attributes, Skills, Talents, or special abilities.
He may have extra Flaws as well, such as an
Obsession with Mina Harker (as per the movie
Bram Stoker’s Dracula).



- e ¥ i
Count Draculn
Patron 5
Archetype: Undead; Motivation: Survival;
Style: 5

Primary Attributes: Body 5, Dexterity 4,
Strength 5, Charisma 4, Intelligence 4, Will-
power 5

Secondary Attributes: Size 0, Move 9, Percep-
tion 9, Initiative 8, Defense 9, Stun 6*, Health
10*, Horror 4

Skills: Academics: History 6, Athletics 8, Brawl
9, Con 8, Diplomacy 7, Empathy 7, Intimida-
tion 10, Linguistics 6, Performance 6, Ride 7,
Stealth 7

Talents: Fearsome (May Intimidate foes within
10 feet), Iron Jaw (+1 Stun)*, Unarmed Parry
(Can block melee weapons)

Resources: Refuge: Domain 1 (+2 bonus),
Refuge: Size 2 (Small, ruined castle), Status 1
(Foreign nobleman; +2 Social bonus)
Vampire Powers: Animal Summoning (Can
summon bat or rat swarms or wolves), Back
from the Dead (Can be resurrected after
death), Daywalker (Not harmed by sunlight),
Lesser Shape Change (Can transform into rat,
bat, or wolf), Mesmerize (Can captivate oppo-
nents), Regeneration (Body x 2 roll each day to
heal damage), Sire (Can create vampires), Wall
Walking (Can scale sheer surfaces)

Vampire Weakness: Decapitation/Piercing
the Heart (Instantly slain if damage exceeds its
Body rating), Garlic Aversion (-2 to all rolls to
affect someone wearing garlic), No Reflection
(Casts no reflection in mirrors), Power of the
Lord (Susceptible to holy objects)

Flaw: Thirst for Blood (+1 Style point when
his unholy appetite reveals his true nature)
Weapons: Bite 9L** Punch 9N

* Dracula is immune to lethal and nonlethal
damage except from drowning, fire, or bholy
objects. He is subject to knockback, knock-
down, and stun from any form of damage,
even if it inflicts no actual injury.

#* If Dracula scores 3+ successes on bis bite
attack, be bas latched onto its victim’s neck.
Until he ceases feeding voluntarily or is forc-
ibly removed (as per ending a grapple), the
victim takes automatic damage equal to the
fiend’s Strength rating each round.
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‘ Elizabeth Hathory ’

Welcoming the virgins fair, to live a noble life

In the castle known to all, the Count’s infer-
nal wife

She invites the peasants with endless lavish
foods

But when evening spreads it wings, she rapes
them of their blood

—Venom, Countess Bathory

Few historians and occult scholars worth
their salt do not know the name of Countess
Bathory (1560-1614). Her rise to infamy began
at the end of the 16th century, when rumors
of wickedness began to spread throughout the
lands surrounding her castle. After collecting
accounts from 300 witnesses, the countess was
finally brought to trial.

There, news emerged of her barbaric acts.
Of how she would lure peasant girls to her
castle with the promise of work, only to beat,
bite, burn, and mutilate them horribly. Worse,
she would then bathe in their blood in order
to retain her youthful appearance. Ironically,
Countess Bathory may have ended her life in a
nunnery, the scandal swept under the carpet,
had she not moved on from peasant girls to
the daughters of the nobility.

Her punishment was to be spend the rest of
her life in solitary confinement. Bricked up in
a small room, she survived her imprisonment
for four years before dying.

Bathory was buried in Ecsed, her birthplace,
but she did not rest long in the grave. Driven
by a lust to satisfy her sadistic streak and to
retain her beauty, she rose as a vampire.

Although she often appears as a beautiful
woman, her true form is an aged crone, her
skin heavily wrinkled with age and marked by
liver spots. Only by feeding can she regain her
youthful appearance and even then it is fleet-
ing. Unlike many Western vampires, the count-
ess retains her reflection—part of her curse is
to see herself suffer the ravages of old age.

A true sadist, her Power Motivation craves
her to dominate and inflict harm on others. A
monster by nature, she toys with her preferred
prey (females) before draining them of their




blood. Although she can sire other vampires,
only rarely does she do this— Bathory sees lit-
tle point in creating potential rivals. To ensure
they cannot rise, she mutilates her victims,
hacking off the head and feet and removing
the heart (and not always only after death).
Her days of living in a castle and inviting
victims to their death are long over. Bathory is
an itinerant vampire, making her away through
the grand capitals of Europe using a string of
aliases. While her name changes, her pride
requires her to use a noble title. A creature
of habit, she mixes with the upper-class and
aristocracy at nighttime social events.

Eliznbeth Bathory

Patron 2
Archetype: Undead; Motivation: Power;
Style: 1

Primary Attributes: Body 3, Dexterity 3, Strength
3, Charisma 5, Intelligence 2, Willpower 3
Secondary Attributes: Size 0, Move 6, Percep-
tion 5, Initiative 5, Defense 8, Stun 3, Health
6*, Horror 4

Skills: Athletics 4, Brawl 8, Con 6 (Seduction
7), Connoisseur 5, Diplomacy 6 (Persuasion
7), Empathy 6, Intimidation 6, Linguistics 3,
Performance 6, Stealth 6

Talents: Attractive (+1 Charisma when dealing
with people), Bod Attack (Uses Charisma for
Brawl), Bold Defense (Uses Charisma for Ac-
tive Defense)

Resources: Status 1 (Noble; +2 Social bonus)
Vampire Powers: Manipulate (Can control the
actions of others), Mesmerize (Can temporar-
ily entrance foes), Read Mind (Can detect the
thoughts of others), Regeneration (Body x 2
roll each day to heal damage), Sire (Can create
vampires)

Vampire Weaknesses: Decapitation/Piercing
the Heart (Instantly slain if damage exceeds its
Body rating), Power of the Lord (Susceptible
to holy objects), Sunlight Weakness (Suffers
lethal damage from sunlight)

Flaw: Elderly (-2 penalty to rolls involving
strength, speed, or vigor; +1 Style point when-
ever her age slows her down or she is taken
advantage of because of it)** Sadism (+1
Style point whenever she is needlessly cruel to
her friends or enemies), Thirst for Blood (+1
Style point when her unholy appetite reveals
her true nature)

Weapons: Bite 8L, Punch 8N

* Immune to lethal and nonlethal damage ex-
cept from drowning, fire, or boly objects. She
is subject to knockback, knockdown, and stun
from any form of damage, even if it inflicts no
actual injury.

** After 24 bours without drinking blood, she
reverts to ber aged form. She gains the Elderly
Flaw and loses ber Attractive Talent (reduce
ber Charisma and related Skills by one).

* Orlofs, Count '

“Death is not the worst. There are things
more horrible than death.” —Nosferatu the
Vampyre (1979)




Whereas Count Dracula is an aristocratic
fiend possessed of great charisma and seduc-
tive charm, Orlok is a vile, feral creature. His
frame is tall and lank, his teeth are ratlike, and
his face is drawn and skull-like. Even his move-
ments are wrong, for his long limbs are more
akin to those of a spider.

Orlok’s origins are a mystery—he has
forgotten both his age and how he became a
vampire. Whether he has any genuine claim to
a noble title is equally unknown.

Orlok is an odd vampire—he has no capac-
ity to create others of his kind, and can only be
truly slain by sunlight (which is more danger-
ous to him than other vampires). He has no
power over wolves, but like other nosferatu
he has mastery over rats and other vermin.

Count Orlok is a forbearer of pestilence and
death. Wherever Orlok walks, plague follows
in his wake like a ghastly shadow. This ability
serves him well, for during an epidemic few
bother to take notice as to whether a corpse
has died of infection or blood loss from small
wounds on the neck. At night, Orlok sleeps in
a coffin filled with soil impregnated with the
Black Death.

Count Orlof

Patron 2

Archetype: Undead; Motivation: Survival;
Style: 2

Primary Attributes: Body 4, Dexterity 3,
Strength 4, Charisma 1, Intelligence 3, Will-
power 3

Secondary Attributes: Size 0, Move 7, Percep-
tion 6, Initiative 6, Defense 7, Stun 4, Health
7% Horror 4

Skills: Athletics 6, Brawl 7, Empathy 6, Intimi-
dation 9, Linguistics 4, Stealth 8

Talents: Fearsome 2 (May Intimidate foes
within 10 feet; +2 Intimidation rating)
Resources: Refuge: Size 1 (Small, ruined
castle), Status 1 (Foreign nobleman; +2 Social
bonus)

Vampire Powers: Animal Summoning (Can
summon rat swarms or giant rats), Carrier
(Infected with cholera), Night Vision (Offsets
2 points of darkness penalties), Regeneration
(Body x 2 roll each day to heal damage)

S :.“’.“.-

Princes of Darfness

Vampire Weaknesses: Power of the Lord (Sus-
ceptible to holy objects)
Flaw: Thirst for Blood (+1 Style point when
his unholy appetite reveals his true nature)
Weapons: Bite 7L** Punch 7N
* Orlok is immune to lethal and nonlethal
damage except from sunlight. He is subject to
knockback, knockdown, and stun from any
form of damage, even if it inflicts no actual
injury.
** If Orlok scores 3+ successes on bis bite
attack, be bas latched onto its victim’s neck.
Until be ceases feeding voluntarily or is forc-
ibly removed (as per ending a grapple), the
victim takes automatic lethal damage equal
to the fiend’s Strength rating each round.
Severe Sunlight Weakness: When Orlok
is exposed to sunlight he suffers damage each
round until he finds deep shadows. Reflected
sunlight inflicts 4L damage, weak direct sun-
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light 6L, and bright direct sunlight 10L each
round of exposure. Orlok may resist with his
Passive Defense.

R R Rengeis S

“What be desires is to absorb as many
lives as be can, and be has laid bimself out
to achieve it in a cumulative way.” —Bram
Stoker, Dracula

A former solicitor, mental patient, and min-
ion of Count Dracula, Renfield met his death at
the vampire’s hands after betraying his master.
Ironically, Renfield’s lust for immortality has
i come to fruition. Sadly, his eternal existence is
now as a phantom.

Renfield still lusts for blood, as he did in
life, believing that if he consumes enough he
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will not only return to corporeal form, but will
live forever. Insects, vermin, and birds no lon-
ger sate his appetite. Although he is not a true
vampire, Renfield craves human blood.

Wounds inflicted by his Lacerate power do
not bleed profusely. Instead, Renfield absorbs
the blood directly. The grisly disemboweling of
a victim with only minimal blood loss is certain
to confuse coroners and come to the attention
of the Leagues sooner rather than later.

R. 111 Renfield

Patron 1

Archetype: Spirit; Motivation: Power; Style:
1

Primary Attributes: Body 0, Dexterity 3,
Strength 2, Charisma 2, Intelligence 3, Will-
power 5

Secondary Attributes: Size 0, Move 5, Per-
ception 8, Initiative 6, Defense 8, Stun N/A*,
Health 7%, Horror —

Skills: Academics: Law 5, Animal Handling 5,
Bureaucracy 5, Empathy 5, Intimidation 8
Talents: Animal Affinity (+1 Charisma when
dealing with animals), Fearsome (Can tempo-
rarily frighten foes)

Resources: None

Powers: Animal Control, Lacerate, Manifesta-
tion, Strangulation

Flaws: Ephemeral (Cannot communicate or
use tools except through special powers)**
‘Weapons: None

* Spirits are immune to nonlethal damage,
and cannot be stunned. In addition, only
magical rituals, enchanted weapons, or weird
science weapons created specifically for the
purpose of barming incorporeal entities can
inflict lethal damage.

** Spirits can pass through solid matter as if
it were air.

* The Ripper J

“They bad been shocked by the recent
bloody Whitechapel murders, as if starvation,
disease, moral degradation, and perpetual
smog drowning all color in gray wasn’t
enough to bring bhome the patbetic reality of




their miserable existence. The police were no
nearer to capturing the monster that lurked
in the crevices, and London seemed stiller in
the dark, the streets devoid of hope.”

—Carol Oates, Something Wicked

As of 1890, it has been two years since Jack
the Ripper terrorized the East End of London.
Two years in which there have been countless
murders of the drab, smog-choked streets, but
none with the same fury or casual disregard for
human life. Things have changed.

The denizens of the crowded streets are
once again targeted by a madman, a lunatic
who literally rips his victims apart. Thus far, the
newspapers have not caught onto the fact that
in each new case there is less blood than one
might expect from such butchery. As far as the
public are concerned, Jack the Ripper is back.

In fact, “Jack” is Jill. A working girl of midle-
age and faded youth, and with no prospects
of a better life, Jill was attacked by a vampire
who lured her to her fate with promises of
good money. The fiend had planned to break
her neck so ensure she stayed dead, but he was
disturbed before he could finish the act.

Now a thrall, Jill stalks the streets in search
of something other than a quick knee-trem-
bler. Although she has lost what little intellect
she had, she is a cunning hunter. She retains
enough humanity to remember her old haunts
and how to go about securing business. In fact,
undeath has been rather kinder to her than
life, for she now has the power to mesmerize
the living simply by staring at them.

‘The Ripper

Patron O
Archetype: Undead; Motivation: Survival;
Style: 0

Primary Attributes: Body 3, Dexterity 2,
Strength 3, Charisma 2, Intelligence 1, Will-
power 2

Secondary Attributes: Size 0, Move 5, Percep-
tion 3, Initiative 3, Defense 5, Stun 3, Health
5% Horror 4

Skills: Athletics 5, Brawl 6 (Bite 7), Con 6
(Seduction 7)

Talents: Tough 1 (+1 Body rating)
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Resources: None

Vampire Powers: Mesmerize (Can temporar-
ily entrance foes), Regeneration (Body x 2 roll
each day to heal damage)

Vampire Weaknesses: Decapitation/Piercing
the Heart (Instantly slain if damage exceeds its
Body rating), Power of the Lord (Susceptible
to holy objects), Sunlight Weakness (Suffers
lethal damage from sunlight)

Flaw: Thirst for Blood (+1 Style point when
her unholy appetite reveals her true nature)
Weapons: Bite 7L**, Punch 6N

* Immune to lethal and nonlethal damage ex-
cept from drowning, fire, or boly objects. She
is subject to knockback, knockdown, and stun
from any form of damage, even if it inflicts no
actual injury.

** If she scores 3+ successes on ber bite at-
tack, she bhas latched onto its victim’s neck.
Until she ceases feeding voluntarily or is forc-
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ibly removed (as per ending a grapple), the
victim takes automatic damage equal to the
fiend’s Strength rating each round.

* Ruthoen, Lors J

She detailed to bim the traditional ap-
pearance of these monsters, and his bhorror
was increased, by bearing a pretty accurate
description of Lord Ruthven; be, bowever, still
persisted in persuading ber, that there could
be no truth in ber fears, though at the same
time he wondered at the many coincidences
which bad all tended to excite a belief in the
supernatural power of Lord Ruthven —John
Polidori, The Vampyr

Lord Ruthven (a noble title, not a true
name) is a vampire, but not of the ilk of
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Dracula or Orlok. His existence is sustained by
blood, but he has none of the usual strengths
or weaknesses or other bloodsuckers. He can
eat and drink normal food, though he gains
no sustenance from such things, walk around
in daylight, and has no fear of holy places or
objects. Save for his affinity for moonlight, he
appears quite mortal.

Ruthven is attractive (if a little pale of com-
plexion) and seductive, a dashing figure who
is greatly desired by women (and some men).
Alas, his charisma conceals an evil predator
utterly devoid of morals. A monster at heart,
he is especially cruel to those who fall for his
unholy charms.

Ruthven’s origins are a mystery. He entered
high-society in the early 19th century before
subsequently disappearing. Now, as the cen-
tury draws to an end, Ruthven has once again
returned to London to feast and torment.

Zord Ruthoen

Patron 2
Archetype: Vampire; Motivation: Survival;
Style: 2
Primary Attributes: Body 3, Dexterity 2,
Strength 3, Charisma 4, Intelligence 3, Will-
power 3
Secondary Attributes: Size 0, Move 5, Percep-
tion 6, Initiative 5, Defense 5, Stun 3, Health 6,
Horror — (3 if feeding)
Skills: Brawl 7, Con 8, Connoisseur 7, Diplo-
macy 5, Gambling 5, Linguistics 4, Performance
8
Talents: Attractive (+1 Charisma when deal-
ing with people; already included), Captivate
(Temporarily entrance foes)
Resources: Status (Lord; +2 Social bonus)
Flaws: Sadism (+1 Style point whenever he is
needlessly cruel to his friends or enemies)
Weapons: Punch 7N, Bite 7L

The Power of the Moon: Ruthven has no
special resistance to damage and can be harmed
as if he were a mortal. Exposed to moonlight,
however, he instantly heals all damage, even
if he is technically dead. The only way to slay
Ruthven permanently is to ram a stake through
his heart and decapitate him after his Health
reaches -5.



* Doctor Famue!l Noore J

“Being deeply loved by someone gives you
strength, while loving someone deeply gives
you courage.” —Lao Tzu

It is said that love can make a man do
strange things. For Doctor Samuel Moore,
the love for his wife has led him to become a
murderer.

Two years ago, Moore’s wife, Elizabeth, was
attacked by a vampire. The assault was gradual,
Elizabeth first falling ill and becoming increas-
ingly pale as the fiend supped nightly on her
blood. She died after the third visitation, leav-
ing the good doctor utterly bereft.

In keeping with family tradition, his wife lay
in her coffin in the parlor before the funeral.
While grieving over her one night, Moore was
shocked to see her open her eyes. Given her
fangs, and the fact he himself had pronounced
her dead, Moore quickly guessed that she was a
vampire. Still weak, it would have been easy for
Moore to end her unholy existence there and
then. He choose not to do so.

Instead, he forced his wife back into her
coffin, sealed the lid, and hid it in the cellar.
Meanwhile, a second coffin filled with rocks
was substituted at the funeral service.

Refusing to kill his wife and lose her a
second time, Moore set about researching
vampires in the hope for a cure. In the mean-
time, he knew that to release her would be
extremely dangerous. So it was he fed her on
his blood through an opening drilled into the
coffin lid. It was an arrangement that could not
last—Moore simply lacked the blood to feed
his wife’s growing appetite.

Still believing he could find a cure, Moore
set out acquiring “donors.” Using a syringe filled
with morphine, he drugged members of the
lower-classes (usually prostitutes, but sometimes
ill or injured individuals he claimed to want to
treat for no monetary charge) and then drained
them of their blood using a large, twin-pronged
syringe in the safety of his house. The drained
corpses were then dumped in the river.

Moore has no suspicions that there are
organizations devoted to destroying vampires.
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Thus, he is unaware that his victim’s corpses
have raised suspicions that a vampire is terror-

izing the neighborhood.

Doctor Famuel oore

Patron 2

Archetype: Physician; Motivation: Love;
Style: 2

Primary Attributes: Body 3, Dexterity 3,
Strength 3, Charisma 2, Intelligence 4, Will-
power 3

Secondary Attributes: Size 0, Move 6, Percep-
tion 7, Initiative 7, Defense 6, Stun 3, Health
6, Horror —

Skills: Academics 6, Brawl 5, Craft: Pharma-
cology 6, Diplomacy 5, Empathy 6, Firearms
5, Investigation 5, Linguistics 5, Medicine 6,
Stealth 6

Talents: Subtle Strike (Uses Stealth rating



when attacking unaware opponent), Well-Edu-
cated (Treats Academics as a general Skill)

Resources: Status 1 (Physician; +2 Social bonus)
Flaw: Callous (+1 Style point whenever he
does something particularly selfish or refuses

to help someone in need)
Weapons: Punch 5N, Syringe 6N + morphine
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The figure turns balf round, and the light
falls upon the face. It is perfectly white—per-
fectly bloodless. The eyes look like polished tin;
the lips are drawn back, and the principal fea-
ture next to those dreadful eyes is the teeth—the
fearful looking teeth—projecting like those of
some wild animal, bideously, glaringly white,
and fang-like. —Thomas Preskett Prest, Varney
the Vampire; or, the Feast of Blood

One of the earliest literary vampires, whose
exploits run to nearly 800 pages of at times
tedious prose, Sir Francis Varney is a strange
case. Despite being a vampire, he has no aver-
sion to garlic and is not affected by holy ob-
jects. Indeed, except when his hunger strikes
he appears to be a normal human.

Varney has a strong resemblance to one
Marmaduke Bannerworth, whose portrait
hangs in Bannerworth Hall, though he has
never used this name or claimed to live in the
manor. The vampire claims he was cursed dur-
ing the English Civil War (1642-1651) for an
act of betrayal and the accidental murder of his
own son, but has never elucidated further on
the actual source of his ghastly affliction.

Unlike Dracula and Orlok, who revel in
their perverse state, Varney hates his existence
and feeds only when necessary for his own
survival. Rumors abound he met his final death
by throwing himself into Mount Vesuvius,
but there is no evidence beyond a supposed
transcript of his life story, which he left with a
sympathetic priest.

Darney the Bampire

Patron 3

Archetype: Undead; Motivation: Greed;
Style: 3

Primary Attributes: Body 3, Dexterity 3,
Strength 5, Charisma 4, Intelligence 3, Will-
power 3

Secondary Attributes: Size 0, Move 8, Percep-
tion 6, Initiative 6, Defense 5, Stun 3*, Health
11*, Horror — (4 when feeding)

Skills: Brawl 8, Con 7, Diplomacy 6, Empathy
6, Gambling 6, Linguistics 5, Melee 7, Perfor-
mance 6, Stealth 6, Streetwise 6

Talents: Robust 2 (+4 Health)

Resources: Ally 1 (Servant who exhumes his
corpse whenever he is “killed”), Status 1 (+2
Social bonus)

Vampire Powers: Mesmerize (Can temporar-
ily entrance opponents)

Vampire Weaknesses: None

Flaw: Thirst for Blood (+1 Style point when
his unholy appetite reveals his true nature)
Weapons: Bite 8L, Punch 8N, Arming sword 10L
* Although a vampire, Varney suffers damage



as a normal buman being. However, short of
total incineration, be has a habit of returning
from the dead.

The Power of the Moon: Varney has no
special resistance to damage and can be harmed
as if he were a mortal. Exposed to moonlight,
however, he instantly heals all damage, even
if he is technically dead. The only way to slay
Varney permanently is incinerate his remains
after his Health reaches —5 and before the
moon’s rays strike his corpse.

iscount de Moriese

“Liberty, equality, fraternity, or death; - the
last, much the easiest to bestow, O Guillotine!”
—Charles Dickens, A Tale of Two Cities

The French Revolution was a bloody time,
especially for members of the nobility and
aristocracy, whose heads tumbled from their
shoulders in their hundreds. Having survived
the bloodbath with not only his head, but also
his lands, intact, Viscount de Morieve took a
bloody revenge.

One by one, his retainers and staff were ex-
ecuted, decapitated in the same manner as the
viscount’s noble friends. Fortunately his reign
of terror was short and he was soon arrested.
Before long, de Morieve went the same way as
countless other aristocrats.

Beheading, though, did not put a damper
on his desires of vengeance. Within a few days
of his entombment, people in the nearby vil-
lage began to grow lethargic and eventually
die. The only physical signs of injury were bite
marks on their necks. While they lessened in
frequency, the attacks continued on and off for
the next 72 years. The title of viscount passed
to de Morieve’s son and then to his grandson.
Young de Morieve, while a learned man, did
not believe in vampires, but he was prepared
to open his grandfather’s tomb to reassure the
peasants that his ancestor was not to blame for
their misfortune. The grave was empty.

For the past 50 years or so, the vampire
Viscount de Morieve has travelled throughout
Europe. The intervening decades have not
reduced his craving to enact vengeance. His
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passion these days is turned against lower-
class citizens who falsely accuse the nobility of
crimes or who fail to show due deference to
their social superiors. After draining his victims
of blood, de Morieve beheads them with his
sharp blade.

Given that he has already lost his head once
and returned from the grave, decapitation no
longer works against the viscount. He is sus-
ceptible to staking, though.

Discount e Moriepe

Patron 1

Archetype: Undead; Motivation: Revenge;
Style: 2

Primary Attributes: Body 2, Dexterity 3,
Strength 4, Charisma 2, Intelligence 3, Will-
power 2

Secondary Attributes: Size 0, Move 7, Per-




ception 5 (9), Initiative 8, Defense 5, Stun 2,
Health 6%, Horror 4

Skills: Athletics 6, Brawl 6, Connoisseur 5,
Diplomacy 4, Empathy 5, Linguistics 4, Melee
6, Stealth 5

Talents: Robust (+2 Health rating), Strong
(+1 Strength rating)

Resources: Status 1 (Noble; +2 Social bonus)
Vampire Powers: Keen Sense (+4 Perception
rating with regard to hearing), Preternatural
Reflexes (+2 Initiative rating), Regeneration
(Body x 2 roll each day to heal damage)
Vampire Weaknesses: Piercing the Heart (In-
stantly slain if damage exceeds its Body rating),
Power of the Lord (Susceptible to holy objects),
Sunlight Weakness (Suffers lethal damage from
sunlight)

Flaw: Intolerant: Peasants who don’t respect
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their betters (+1 Style point whenever his
intolerance causes trouble, or he convinces
someone else to detest the same thing he
does.), Thirst for Blood (+1 Style point when
his unholy appetite reveals his true nature)
Weapons: Bite 6L** Punch 6N, Arming sword
9L

* Immune to lethal and nonlethal damage
except from drowning, fire, or boly objects. He
is subject to knockback, knockdown, and stun
from any form of damage, even if it inflicts no
actual injury.

** If the viscount scores 3+ successes on bis
bite attack, he has latched onto bis victim’s
neck. Until be ceases feeding voluntarily or is
forcibly removed (as per ending a grapple), the
victim takes automatic lethal damage equal
to the fiend'’s Strength rating each round.
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