Vampirism

Vampirism is a rare condition caused by a mutagenic virus on the world of *classified*. This virus is carried only in the blood of the vampire, and is difficult to transmit (transmission is described below). It causes physiological changes in its victims that are still not completely understood. It is believed that an alien of some sort with the virus is the source of legends of vampires on Earth; though it is not a perfect match, it is similar.
A character infected with the mutagenic virus is much tougher than normal, and their senses are slightly sharper. However, there is some nerve damage involved as the virus infects the bloodstream, causing brain damage and occasional depression (the victim gains +2 FIT [and thus +1 STR] and +1 PER. They suffer –1 KNO, -1 PSY, -1 WIL, and –1 CRE. All damage suffered from weapons is considered Bruise Damage. A vampire may not be Overkilled by a weapon with a DM below x50 [personal scale]).
Vampires are highly vulnerable to radiation, however. A standard G-type star (such as Sol) is potentially dangerous to a vampire (in game effects, it is treated as a 100-rad radiation threat once per 5 minutes of exposure, rolled at the beginning of each 5 minutes). Other radiation threats are far more dangerous to a vampire than a standard member of their race (move 2 slots down the Irradiation Table if the vampire is exposed to non-standard radiation). Vampire also appear to be vulnerable to radiation-based weapons such as lasers and masers (DM x1.5 for such weapons, but still Bruise Damage only - a Sniper Laser can kill a vampire, as it is effectively x60 against the vamp).
Vampires are “gifted” with natural extension of the canines and fingernails that creates fangs and claws (game stats: UD+4 claw or bite). If the bite wounds a target, the vampire latches on and begins draining blood from the target (target has temporary penalty of –1 FIT per round, recovers 1 point per week as per Flesh Wounds; recovers before any other wounds). A typical vampire will drain one victim per week (requires 5 FIT points worth of blood per week or begins starving).
A vampire is formed by consumption of an already-existing vampire’s blood, thus introducing the virus to the victim. This is generally caused by a vampire choosing to create brethren, although it has accidentally occurred in rare circumstances. There appears to be a sort of loyalty from created to creator, although this is not quite absolute (WIL check of 7+ to rebel against creator; remember vampires have –1 WIL).

