Vampire, Greater (Template)


Size as base Undead.





Requirments	Humanoid Vampire, Montrous-Humanoid Vampire.


	Consumed at least a twentieth of the First One's blood.





Hit Dice	Change to D12.


Initiative	Varies (+4 improved initiative).


Speed	As base +10'.


Armor Class	As base +4(+10) natural.    Geater(Vampire+Greater).


Attacks/Damage	As base plus Slam (melee, size based bludgeoning).


		Fine	1d2	Small	1d6	Huge	2d8


		Diminutive	1d3	Medium-size	1d8	Gargantuan	4d6


		Tiny	1d4	Large	2d6	Colossal	4d8


Face/Reach	As base.


Special Attack	As base plus Charm, Domination, Energy Drain, Blood Drain.


Special Quality	As base plus Damage Reduction, Turn Resistance, Cold/Electricity Resistance, Gaseous Form, Spider Climb, Fast Healing, Undead, Blood Sense, Alternate Form, Weaknesses.


Saves	As base.


Abilities	Str +2(+8), Dex +2(+6), Con -, Int +2(+4), Wis +2(+4), Cha +2(+6).  Geater(Vampire+Greater).


Skills	As base.  (Vampires get +8 bonus to Bluff, Hide, Listen, Move Silently, Search, Sense Motive, Spot.)


Feats	As base.  (Vampires get Alertness, Combat Reflexes, Dodge, Improved Initiative, Lightning Reflexes.)





Climate/Terrain	Any Land and Underground.


Organization	Solitary (1), Gang (1 leader and 2-16 vampires or feral vampires).


Challenge Rating	As base +2(+4).  Geater(Vampire+Greater).


Treasure	Double Standard.


Alignment	Chaotic Evil (always).


Advancement	As base.





Description.





Combat


Description.


Charm (Su):  A vampire can bend an opponent’s will just by looking into his or her eyes.  This is similar to a gaze attack, except that the vampire must take a standard action, and those merely looking at it are not affected.  Anyone the vampire targets must succeed at a Will save or fall instantly under the vampire’s influence as though by a charm person spell cast (DC 10 + half hit dice + charisma modifier).  The ability has a range of 30 feet and a greater vampire may have as many creatures charmed as its charisma modifier (minimum 1).


Domination (Su):  A greater vampire can crush an opponent’s will just by looking into his or her eyes.  This is similar to a gaze attack, except that the vampire must take a standard action, and those merely looking at it are not affected.  Anyone the vampire targets must succeed at a Will save or fall instantly under the greater vampire’s influence as though by a dominate person spell cast (DC 10 + half hit dice + charisma modifier).  The ability has a range of 30 feet and a greater vampire may only have one creature dominated at a time.


Energy Drain (Su):  Living creatures hit by a vampire’s slam attack and failing a Fort save (DC 10 + half hit dice + charisma modifier) suffer 2 negative levels.


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


Blood Drain (Ex):  A 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.	4d8 points.


	One size smaller than vampire.	2d8 points.


	Same size as vampire.	1d8 points.


	One size larger than vampire.	1d4 points.


	Two sizes lager than vampire.	1d2 point.


	Three sizes lager than vampire.	1 point.


Creatures killed by a vampire's blood drain will rise as vampires in 1d4 days unless the corpse is destroyed.  Vampires are under the control of their creator.  If the creator of a vampire dies, the vampire is freed and may pursue its own interests.


Damage Reduction (Su):  A greater vampire’s undead body is tough, giving the creature damage reduction 20/+2.


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


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


Gaseous Form (Su):  As a standard action, a greater vampire can assume gaseous form at will, as the spell cast by a 5th-level sorcerer, but can remain gaseous indefinitely and has a fly speed of 30 feet with perfect maneuverability.


If reduced to 0 hit points or lower, a greater vampire assumes gaseous form and attempts to escape.  It must take to ground within 2 hours or be utterly destroyed. (It can travel up to thirteen and a half miles in 2 hours.) Once at rest, it rises to 1 hit point after 1 hour, then resumes healing at its normal rate.


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


Fast Healing (Ex):  A 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:  2d4 from holy beads/oils/wafers/water, 1d10 from a holy symbol wielded by a priest of the appropriate faith, 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.


Blood Sense (Su):  Greater vampires can sense creatures who have a large amount of the blood of the First One in their veins.  Whenever a greater vampire passes near a creature who is has at least 1/1000th of the First One's blood, the greater vampire gets a spot check (DC equal to distance in feet) to notice the creature.


Alternate Form (Sp):  Greater vampires may change their form to the likeness of others as by the alter self spell.


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


Bloodlust:  A vampire has an insatiable need to consume living blood, preferably from humanoids.  A vampire unable to consume blood will suffer 1 point of temporary intellegence, wisdom, an charisma loss each day until it feeds.  If any of those abilities reaches 0, the vampire goes mad from blood lust a becomes a feral vampire.  If a vampire becomes feral, it is doomed to spend the rest of its existance in that sad state.


Decapitation:  A vampire may be destroyed by decapitating it, then stuffing the mouth with holy wafers.


Holy Symbols:  Holy symbols of Daider and Mordor may be used to prevent a greater vampire's approach.


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:  Greater vampires can not cross running water by wading or swiming.  However, they may cross by any other means available to them including:  gaseous form, jumping, or ships.  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:  Vampires are weakened by exposure to sunlight.  If exposed to sunlight, even indirectly, a vampire loses all of its supernatural powers and 4 points from each ability score until it returns to the ground to rest.


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.





Greater Vampire Characters


Characters whose class(es) require them to maintain an alignment other than chaotic evil are treated as ex-members of those classes and suffer all relevant side-effects.  Examples of such classes include:  druid, monk, paladin, and some cleric types.


Vampire characters should keep track of th amount of blood they have drained from others.  A vampire needs to consume the equivalent of 4 constitution points worth of blood from a creature of equal size each day or be overcome by bloodlust.  For each size smaller or larger than the victim, double or half the number of constitution points needed.  A vampire may also gorge itself, maintaining a reserve of blood (measured in constitution) no larger than its number of hit dice/levels.








Example Creature(5th level male human fighter vampire)





Hit Dice	5d12 (32 hp).


Initiative	+7 (+3 dex, +4 improved initiative).


Speed	30'.


Armor Class	25 (+3 dex, +6 natural, +5 chain mail, +1 small steel shield).


Attacks/Damage	1 Slam (+9 melee, 1d6+4 blugeoning plus energy drain).


	1 Longsword (+10 melee, 1d8+6 slashing).


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


Special Attack	Charm, Domination, Energy Drain, Blood Drain.


Special Quality	Damage Reduction, Turn Resistance, Cold/Electricity Resistance, Gaseous Form, Spider Climb, Fast Healing, Undead, Blood Sense, Alternate Form, Weaknesses.


Saves	Fort +7, Refl +4, Will +3.


Abilities	Str 19, Dex 16, Con -, Int 15, Wis 14, Cha 16.


Skills	Bluff +11, Climb +8, Craft(smith) +8, Handle Animal +6, Hide +11, Jump +8, Listen +10, Move Silent +11, Ride +8, Search +10, Sense Motive +10, Spot +10, Swim +6.


Feats	Alertness, Blind-Fight, Combat Reflexes, Dodge, Improved Initiative, Lighning Reflexes, Weapon Focus(longsword), Weapon Specialization(longsword).








