Vampire, Feral (Template)


Size as base Undead.





Requirments	Humanoid, Montrous-Humanoid, Animal, Monstrous Beast.


	Killed by a vampire's energy drain attack or a feral vampire's blood drain.





Hit Dice	4d12.


Initiative	Varies (+4 improved initiative).


Speed	As base.


Armor Class	As base +2 natural.


Attacks/Damage	Natural attacks as base plus Slam (melee, size based bludgeoning).


		Fine	1	Small	1d4	Huge	2d6


		Diminutive	1d2	Medium-size	1d6	Gargantuan	2d8


		Tiny	1d3	Large	1d8	Colossal	4d6


Face/Reach	As base.


Special Attack	Natural/extrordinary as base plus Blood Drain.


Special Quality	Natural/extrordinary as base plus Turn Resistance, Cold/Electricity Resistance, Spider Climb, Fast Healing, Undead, Weaknesses.


Saves	Fort poor, Refl poor, Will good.


Abilities	Str +4, Dex +2, Con -, Int 1, Wis 1, Cha 1.


Skills	Hide 5, Move Silent 6.


Feats	Improved Initiative.





Climate/Terrain	Any Land and Underground.


Organization	Solitary (1), Gang (2-5 plus etc).


Challenge Rating	4.


Treasure	Nonstandard.


Alignment	Chaotic Evil (always).


Advancement	5-8 HD (same size).





Description.





Combat


Description.


Blood Drain (Ex):  A feral vampire can suck blood from a living victim with its fangs by making a successful grapple check.  If it pins the foe, it drains blood, inflicting temporary Constitution drain each round the pin is maintained, based on the size difference between the target and the vampire.


	Victim	Constitution


	Two sizes smaller than vampire.	4d4 points.


	One size smaller than vampire.	2d4 points.


	Same size as vampire.	1d4 points.


	One size larger than vampire.	1d2 points.


	Two sizes lager than vampire.	1 point.


Creatures killed by a feral vampire's blood drain will rise as feral vampires in 1d4 days unless the corpse is destroyed.  Feral vampires are under the control of their creator.  If the creator of a feral vampire dies, the feral vampire also dies.


Turn Resistance (Ex):  A feral vampire has +4 turn resistance.


Cold/Electricity Resistance (Ex):  A feral vampire has cold and electricity resistance 20.


Spider Climb (Ex):  A feral vampire can climb sheer surfaces as though with a spider climb spell.


Fast Healing (Ex):  A feral vampire heals 5 points of damage each round so long as it has at least 1 hit point.


Undead (Ex):  Immune to mind-influencing effects, poison, sleep, paralysis, stunning, and disease.  Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.


Undead take damage from contact with the holy items of good dieties:  1d6 damage from holy water, 1d8 from holy symbols, and 4d6 from holy artifacts and relics.  Additionally, undead may not trespass on the hallowed ground of any diety unless created on those grounds or under the sway of a priest of that faith.


Weaknesses (Ex):  Feral vampires have several weakness which may be exploited.


Bloodlust:  A vampire has an insatiable need to consume living blood, preferably from humanoids.  A feral vampire's need to feed drives it to familiar places to hunt for victims.  This often results in a feral vampire slaying those it cared for in life.


Burial Ground:  A feral vampire returns to the place its corpse was put to rest during the day.


Decapitation:  A feral vampire may be destroyed by dismembering it, then sprinkling the corpse with holy wafers.


Holy Symbols:  Holy symbols of non-evil dieties and of Mordor may be used to prevent a feral vampire's approach.


Natural Odors:  Strong natural odors repel a vampire and may be used as wards.  Such odors include garlic and roses.


Residences:  Vampires are unable to enter a home or private building unless invited in by someone with the authority to do so.  They may freely enter public places, since these are by definition open to all.


Running Water:  Vampires can not cross running water.  However, they may be transported across by others.  Immersing a vampire in running water will cause it to lose a third of its hit points each round until it is destroyed at the end of the third round.


Sunlight:  Feral vampires are destroyed by exposure to sunlight.  If exposed to direct sunlight it loses a third of its hit points each round until it is destroyed at the end of the third round.


Wooden Stake:  A vampire can be rendered inanimate by thrusting a wooden stake through its heart.  Unless the vampire is otherwise restrained or unawares, such an attack requires a successful sneak attack or critical hit.  This effect may be negated by removing the stake from the vampire's body.





Example Creature(5th level male human fighter)





Hit Dice	4d12 (26 hp).


Initiative	+5 (+1 dex, +4 improved initiative).


Speed	30'.


Armor Class	13 (+1 dex, +2 natural).


Attacks/Damage	1 Slam (+8 melee, 1d6+3 blugeoning plus energy drain).


Face/Reach	5' x 5' / 5'.


Special Attack	Blood Drain.


Special Quality	Turn Resistance, Cold/Electricity Resistance, Spider Climb, Fast Healing, Undead, Weaknesses.


Saves	Fort +1, Refl +2, Will -1.


Abilities	Str 15, Dex 12, Con -, Int 1, Wis 1, Cha 1.


Skills	Hide 6, Move Silent 7.


Feats	Improved Initiative.





