
The Vampire Lords. The nation ruled by Vampire Aristocrats. 
To be Pureblood is everything and where master and servant 

know their rightful place in society. 

A nation populated with both humans and vampires. 
Take control of the mysterious Mystics, the notorious 
Summoners and the wicked Necromancers to gain your 

godhood.

Your friend
Thilock Dominus
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Recruitable Units

Child of the Night                                                        Gold: 15    Res: 1
Children of the Night are the offspring of vampires.
In the vamperic aristocracy all vampire children are sacred, 
irrespective of which family they are born into. 
 
As young vampires lack the strength of a fully grown vampire, 
their survival instinct helps them in difficult situations. When 
pushed into such a situation they can change into wolf form.

Strength:             10                                   Hit Points:              6
Attack:                 7                                   Action Points:        12
Defense:                 8                                   Map Move:              2
Protection:          None                                Size:                       1
Encumbrance:        None                               Precision:               10
Morale:                14                                   Magic Resistance:    13

Race:        Vampire
Weapons:   Dagger, Dagger
Armor:      Vamperic Coat

ABILITIES
Holy                                                         Cold Resistance (50%)
Poison Resistance (100%)                            Darkvision (100%)
Storm Immune                                            Stealthy (12)
Ambidextrous (2)                                        Regeneration (10%)
Blood Hunt (1)                                           Dark Power (1)

SPECIAL ABILITIES
Injured Shapeshift (wolf)                             Become Vengeful Child Spirit on death

MAGIC SKILLS
None

LEADERSHIP
Poor Leader (10), Poor Undead Leader (10)



City Guard                                                                      Gold: 14   Res: 1
City Guards are the rank of humans defending cities and fortresses 
for the vampire nation. Their specialization in defending walls 
makes them invaluable, despite their relative weakness compared to 
vampires.

It is popular for humans that live in the dominion of the vampire 
lords to be allowed to enlist as City Guards. This grants them 
immunity from blood draining, as written in the law books of the 

vampires...
Strength:             10                                   Hit Points:             10
Attack:               12                                    Action Points:        12
Defense:               10                                   Map Move:              1
Protection:          None                                Size:                       2
Encumbrance:         3                                    Precision:                8
Morale:                12                                   Magic Resistance:    10

Race:        Human
Weapons:   Spear or Sword
Armor:      Iron Cap, Ring Mail Cuirass, Kite Shield

ABILITIES
Monutain Survival                                    Castle Defense (1)

SPECIAL ABILITIES
None

MAGIC SKILLS
None

LEADERSHIP
Poor Leader (10)



Vampire Beast                                            Gold: 15     Res: 2
Sometimes when humans get blooded, it goes wrong. They cannot 
control their thirst, and are known for their blood-frenzied 
killing sprees. Soon their physical appearance starts to mutate, 
and they are more or less in a state of perpetual insanity.
Vampire Beasts are usually hunted down by other vampires due to 
their unpredictability and uncontrollable Bloodlust.
Vampire Beasts lives in the sewers, marshes and ruins.

Strength:              14                                   Hit Points:              12
Attack:                12                                   Action Points:         16
Defense:                10                                  Map Move:               2
Protection:            5                                   Size:                        2
Encumbrance:        None                               Precision:                10
Morale:                30                                 Magic Resistance:     12

Race:        Vampire
Weapons:   Claw, Bite
Armor:      None

ABILITIES
Cold Resistance (100%)                               Dark Power (2)
Poison Resistance (100%)                            Darkvision (100%)
Storm Immune                                             Regeneration (20%) 
Blood Hunt (2)                                           Berserk (4)

SPECIAL ABILITIES
None

MAGIC SKILLS
None

LEADERSHIP
None



Vampire Soldier                                        Gold: 18       Res: 2
Vampire Soldiers are the most common units in the vampire army. 
In wartimes Vampire Soldiers are recruited en masse, and when 
peace comes most Vampire Soldiers are returning home to their 
families. Only some are kept to guard and patrol the nation.

Many Vampire Soldiers comes from citizen or merchant families.

Strength:              14                                   Hit Points:              12
Attack:                12                                   Action Points:         14
Defense:                12                                   Map Move:               2
Protection:           None                               Size:                        2
Encumbrance:        None                               Precision:                12
Morale:                16                                   Magic Resistance:     13

Race:        Vampire
Weapons:   Great Sword
Armor:      Full Scale Mail

ABILITIES
Cold Resistance (50%)                                 Dark Power (2)
Poison Resistance (100%)                             Darkvision (100%)
Storm Immune                                             Regeneration (10%) 
Blood Hunt (2)                                            

SPECIAL ABILITIES
None

MAGIC SKILLS
None

LEADERSHIP
None



Black Rose Guard                                        Gold: 50   Res: 2
Black Rose Guards, also known as Black Crusaders are devoted 
and fearless vampires, guardians of the Black Rose Order.

The Black Rose Order is a cult of high-ranking vampires who are 
devoted to protect ancient vampire artifacts: tombs of the first 
vampires and other treasures. Only a selected few are chosen to 
become a Black Rose Guard as the requirements are high. They also 
act as protector of the purebloods.

Strength:              14                                   Hit Points:              15
Attack:                15                                   Action Points:         14
Defense:                14                                   Map Move:               2
Protection:          None                                Size:                        2
Encumbrance:        None                               Precision:                12
Morale:                20                                 Magic Resistance:     15

Race:        Vampire
Weapons:   Vamperic Great Sword
Armor:      Black Rose Helmet, Black Rose Mail

Age:  75 (500)

ABILITIES
Holy                                                         Cold Resistance (50%)
Poison Resistance (100%)                            Darkvision (100%)
Storm Immune                                            Ambidextrous (2)
Regeneration (10%)                                    Blood Hunt (2)
Dark Power (2)                                          Capital Recruitment

SPECIAL ABILITIES
None

MAGIC SKILLS
None

LEADERSHIP
Poor Leader (10), Okay Undead Leader (40)





Spellcasters & Commanders
Night Stalker                                                               Gold: 80   Res: 2

The Black Venom Guild are vampire assassins, which can be 
contracted to do the dirty jobs.

The Black Venom Guild and its members are not of high repute in 
the vamperic aristocracy, and more or less taboo. Nevertheless, 
the aristocrats uses them to avoid or take care of problems 
clandestinely.

Strength:              14                                   Hit Points:              14
Attack:                12                                   Action Points:         14
Defense:                12                                   Map Move:               3
Protection:          None                                Size:                        2
Encumbrance:        None                               Precision:                12
Morale:                20                                 Magic Resistance:     13

Race:        Vampire
Weapons:   2 x Black Venom Short Sword
Armor:      Guild Armor, Death Mask

ABILITIES
Assassin                                                    Cold Resistance (50%)
Poison Resistance (100%)                            Darkvision (100%)
Storm Immune                                            Ambidextrous (3)
Regeneration (10%)                                    Blood Hunt (2)
Stealthy (20)                                            Dark Power (2)
Flying

SPECIAL ABILITIES
None

MAGIC SKILLS
None

LEADERSHIP
None



Gate Keeper                                                                     Gold: 60   Res: 1
City Guards are the rank of humans defending cities and fortresses 
for the vampire nation. Their specialization in defending walls 
makes them invaluable, despite their relative weakness compared to 
vampires.

The Gate Keeper is the City Guard entrusted with organizing the 
defense of vampire cities and fortresses.

Strength:              10                                 Hit Points:              12
Attack:                13                                  Action Points:         12
Defense:                12                                  Map Move:               1
Protection:          None                               Size:                        2
Encumbrance:          3                                  Precision:                10
Morale:                13                                  Magic Resistance:     12

Race:        Human
Weapons:   Sword
Armor:      Iron Cap, Ring Mail Cuirass, Kite Shield

ABILITIES
Mountain Survival                                    Castle Defense (1)

SPECIAL ABILITIES
None

MAGIC SKILLS
None

LEADERSHIP
Okay Leader (40)



Black Rose Lord                                                        Gold: 220   Res: 2
A Black Rose Lord is a pureblood vampire devoted to guard and 
protect other purebloods.

The Black Rose Order is a cult of high-ranking vampires who are 
devoted to protecting ancient vampire artifacts: tombs of the 
first vampires and other treasures. Only a selected few are chosen 
to become a Black Rose Guard as the requirements are high. They 
also act as protector of the purebloods.

Strength:              16                                   Hit Points:              22
Attack:                16                                   Action Points:         14
Defense:                15                                   Map Move:               2
Protection:          None                                Size:                        2
Encumbrance:        None                               Precision:                13
Morale:                22                                  Magic Resistance:     16

Race:        Vampire
Weapons:   Vamperic Great Sword
Armor:      Black Rose Helmet, Black Rose Mail

ABILITIES
Holy                                                         Cold Resistance (50%)
Poison Resistance (100%)                            Darkvision (100%)
Storm Immune                                            Ambidextrous (3)
Regeneration (10%)                                    Blood Hunt (2)
Dark Power (2)                                          Fear (0) 
Spread Dominion (1)                                     Capital Recruitment

SPECIAL ABILITIES
Injured Shapeshift (mist)

MAGIC SKILLS
Death Magic (2)

LEADERSHIP
Good Leader (80), Good Undead Leader (80)



Mystic                                                                          Gold: 110    Res: 2
The Mystics are the backbone of The High Council. They have direct 
connection with the vampire gods which allow them to channel 
their energy or pray for their interference.

The law books of the vampires are written by the Mystics, and 
they also act as defenders and prosecutors when cases are 
presented in the Court of Blood.

Strength:              14                                   Hit Points:              12
Attack:                11                                    Action Points:         14
Defense:                11                                    Map Move:               1 (2)
Protection:          None                                Size:                        2
Encumbrance:        None                               Precision:                12
Morale:                15                                   Magic Resistance:     15

Race:        Vampire
Weapons:   Ritual Dagger
Armor:      Mystic Robe

ABILITIES
Holy                                                         Cold Resistance (50%)
Poison Resistance (100%)                            Darkvision (100%)
Storm Immune                                             Regeneration (10%)
Blood Hunt (2)                                           Dark Power (2)
Healer (25%)                                              Flying

SPECIAL ABILITIES
Reanimate Undead                                    Vamperic Divination Spells

MAGIC SKILLS
Divine Magic (1), Blood Magic (1)

LEADERSHIP
Poor Leader (10), Poor Magic Leader (10), Okay Undead Leader (40)



Dark Mystic                                                              Gold: 220    Res: 2

The Mystics are the backbone of The High Council. They have 
direct connection with the vampire gods which allow them to 
channel their energy or pray for their interference.

Dark Mystics are the judges of the Court of Blood.

Strength:              14                                    Hit Points:              14
Attack:                12                                    Action Points:         14
Defense:                12                                    Map Move:               1 (2)
Protection:          None                                 Size:                        2
Encumbrance:        None                                Precision:                13
Morale:                16                                    Magic Resistance:     17

Race:        Vampire
Weapons:   Black Skull Staff
Armor:      Mystic Robe

ABILITIES
Holy                                                         Cold Resistance (50%)
Poison Resistance (100%)                            Darkvision (100%)
Storm Immune                                             Regeneration (10%)
Blood Hunt (2)                                           Dark Power (2)
Healer (30%)                                             Flying

SPECIAL ABILITIES
Reanimate Undead                                     Vamperic Divination Spells

MAGIC SKILLS
Divine Magic (2), Blood Magic (1), Death Magic (1)

LEADERSHIP
Okay Leader (40), Poor Magic Leader (10), Okay Undead Leader (40)



Necromancer                                                             Gold: 230    Res: 1
Though Necromancers aren't vampires but humans, some of them 
are ranked high in the vamperic aristocracy.
 
Normally most necromancers can be found in old tombs, 
graveyards or other isolated places, talking to the spirits or 
studying and experimenting in dusty libraries and laboratories.
Hobby: Skull bowling.

Strength:              10                                     Hit Points:              10
Attack:                 8                                      Action Points:         12
Defense:                10                                     Map Move:               1
Protection:          None                                  Size:                        2
Encumbrance:          3                                     Precision:                12
Morale:                12                                     Magic Resistance:     14

Race:        Human
Weapons:   Black Skull Staff
Armor:      Necromancer Robe

ABILITIES
Darkvision (25)                                          Dark Power (1)
Research (3)                                              Forge (15)

SPECIAL ABILITIES
None

MAGIC SKILLS
Death Magic (2), Earth Magic (2)

LEADERSHIP
Poor Leader (10), Okay Undead Leader (40)



Dark Summoner                                                       Gold: 425     Res: 5
Only a little is known about Dark Summoners; they practice the 
arts of demonology and necromancy. 
 
Dark Summoners are not known for their socializing, not even in 
the vamperic aristocracy. They keep to themselves, though their 
reputation is well-known throughout the world as sadistic and 
cruel.

Strength:              14                                    Hit Points:              25
Attack:                12                                    Action Points:         14
Defense:                12                                    Map Move:               2
Protection:          None                                 Size:                        2
Encumbrance:        None                                Precision:                 15
Morale:                22                                   Magic Resistance:     20

Race:        Vampire
Weapons:   Demonic Blood Spear
Armor:      Living Demon Hide

ABILITIES
Fear (5)                                                    Cold Resistance (50%)
Poison Resistance (100%)                           Darkvision (100%)
Storm Immune                                            Regeneration (10%)
Blood Hunt (3)                                          Dark Power (3)
Flying                                                      Makes Unrest (1)
Capital Recruitment

SPECIAL ABILITIES
Summon Snow Demon Wolf (2)                    Injured shapeshift (mist)

MAGIC SKILLS
Death Magic (2), Blood Magic (3), Astral Magic (2), Random Magic (1)

LEADERSHIP
Poor Leader (10), Poor Magic Leader (10), Superior Undead Leader (160)



Nosophoros Blood Units 

"But first, on earth as Vampire sent, 
Thy corpse shall from its tomb be rent: 
Then ghastly haunt thy native place, 
And suck the blood of all thy race; 

There from thy daughter, sister, wife, 
At midnight drain the stream of life; 

Yet loathe the banquet which perforce 
Must feed thy livid living corpse. 
Thy victims are they yet expire 

Shall know the demon for their sire, 
As cursing thee, thou cursing them, 
Thy flowers withered on the stem." 

-Lord Byron (Giaour)
                   



The Chosen One                                                                             Res: 0
The Chosen One: a Child of the Night which has been touched by 
the vampire gods themselves and given the blessing of darkness. 
Normally this child's power is dormant and the child is unaware 
of its power. Through dark rituals and blood sacrifices, a Dark 
Summoner can awaken the dark powers in the child. 

The awakening must be followed by years of training.

Strength:              10                                   Hit Points:               8
Attack:                 7                                    Action Points:         12
Defense:                 8                                    Map Move:               2 
Protection:          None                                 Size:                        1
Encumbrance:        None                                Precision:                 12
Morale:                16                                    Magic Resistance:     13

Race:        Vampire
Weapons:   Ritual Dagger, Ritual Dagger
Armor:      Vamperic Coat

ABILITIES
Awe (3)                                                    Cold Resistance (50%)
Poison Resistance (100%)                           Darkvision (100%)
Storm Immune                                            Regeneration (10%)
Blood Hunt (2)                                          Dark Power (2)
Stealtyh (15)                                             Ambidextrous (2)
Standard (10)                                            Research (-3)

SPECIAL ABILITIES
Summon Snow Demon Wolf (2)                     Shapeshift (wolf)
Become Vengeful Child Spirit on death            Unique

MAGIC SKILLS
Death Magic (1), Blood Magic (1), Astral Magic (1)

LEADERSHIP
Poor Leader (10), Poor Undead Leader (10)



New Blooded Vampire                                                                    Res: 2
A human must prove himself worthy to be gifted with blood; a 
New Blooded Vampire must prove himself worthy of being a 
vampire. In order to do so, a New Blooded Vampire has to face the 
trial of Blood. Equipped with only a short sword and his ability to 
survive, he must face any danger that the Vampire Council sets 
before him.
This is written in the law books of the vampires.

Strength:              14                                    Hit Points:              12
Attack:                12                                    Action Points:         14
Defense:                12                                    Map Move:               2 
Protection:          None                                 Size:                        2
Encumbrance:        None                                Precision:                 12
Morale:                20                                  Magic Resistance:     13

Race:        Vampire
Weapons:   Short Sword
Armor:      None

ABILITIES
Flying                                                      Cold Resistance (50%)
Poison Resistance (100%)                           Darkvision (100%)
Storm Immune                                            Regeneration (10%)
Blood Hunt (2)                                          Dark Power (2)

SPECIAL ABILITIES
None

MAGIC SKILLS
None

LEADERSHIP
Poor Leader (10), Poor Undead Leader (10)



Pureblood Vampire                                                                           Res: 2
The Pureblood Vampires are strictly descended from the first 
vampires. The curse of vampirism runs strong in their veins. Only 
the breeding of two purebloods can create another pureblood to 
avoid polluting the bloodline.
A Pureblood Vampire carries high status in the vampire community 
irrespective of its social status or rank. However, some 
Purebloods choose to reject their nobility to pursue other 
matters.

By keeping the bloodline clean the Pureblood Vampires inherit many of the first vampires' 
abilities.
Strength:              14                                    Hit Points:              22
Attack:                14                                    Action Points:         14
Defense:                14                                    Map Move:               1 (2) 
Protection:          None                                 Size:                        2
Encumbrance:        None                                Precision:                 12
Morale:                25                                   Magic Resistance:      15

Race:        Vampire
Weapons:   Vamperic Sword, Life Draining
Armor:      Noble Scale Cuirass

ABILITIES
Flying                                                      Cold Resistance (50%)
Poison Resistance (100%)                           Darkvision (100%)
Storm Immune                                            Regeneration (10%)
Blood Hunt (2)                                          Dark Power (2)
Ambidextrous (2)                               

SPECIAL ABILITIES
Immortal

MAGIC SKILLS
None

LEADERSHIP
Okay Leader (40), Poor Magic Leader (10), Good Undead Leader (80)



Vampire Lord                                                                                     Res: 2
A Vampire Lord: one of the finest vampire aristocrats. The blood 
of the first vampires runs strong in a Vampire Lord. Raised with 
the etiquette and manners from childhood to be a Lord, they know 
their rightful place in society. Feared on the battlefield and just 
as loved in the ballroom masquerade, the Vampire Lords are well-
known.

By keeping the bloodline clean the Pureblood Vampires inherit many of the first vampires' 
abilities.
Strength:              15                                    Hit Points:              26
Attack:                15                                    Action Points:         14
Defense:                15                                    Map Move:               2 
Protection:          None                                 Size:                        2
Encumbrance:        None                                Precision:                 13
Morale:                30                                  Magic Resistance:      17

Race:        Vampire
Weapons:   Vamperic Great Sword, Life Draining
Armor:      Black Noble Mail

ABILITIES
Flying                                                      Cold Resistance (50%)
Poison Resistance (100%)                           Darkvision (100%)
Storm Immune                                            Regeneration (10%)
Blood Hunt (3)                                          Dark Power (2)
Ambidextrous (3)                                       Standard (10)
Fear (0)                                                                           

SPECIAL ABILITIES
Immortal                                                  

MAGIC SKILLS
Death Magic (3), Blood Magic (2)

LEADERSHIP
Good Leader (80), Okay Magic Leader (40), Expert Undead Leader (120)



Ancient Vampire Lord                                                                    Res: 5
Most Ancient Vampire Lords live a silent and quiet life, passing on 
their time-telling tales of the past to their young kindred. They 
no longer have any interest in grand ballroom parties anymore, 
but do attend smaller gatherings instead.
 
Though an Ancient Vampire Lord lacks the strength of the young, 
his mind is still sharp and can be a more than worthy foe.

Strength:              14                                    Hit Points:              22
Attack:                13                                    Action Points:         14
Defense:                13                                    Map Move:               2 
Protection:          None                                 Size:                        2
Encumbrance:        None                                Precision:                14
Morale:                34                                   Magic Resistance:     20

Race:        Vampire
Weapons:   Black Skull Staff, Life Draining
Armor:      None

ABILITIES
Flying                                                      Cold Resistance (50%)
Poison Resistance (100%)                           Darkvision (100%)
Storm Immune                                            Regeneration (10%)
Blood Hunt (4)                                          Dark Power (2)
Ambidextrous (2)                                       Standard (10)
Fear (3)                                                    Bloodvengeance (2)                      

SPECIAL ABILITIES
Immortal                                                  Summon New Blooded Vampire (3)

MAGIC SKILLS
Death Magic (4), Blood Magic (4), Random Magic (3)

LEADERSHIP
Expert Leader (120), Okay Magic Leader (40), Superior Undead Leader (160)



Special Necromantic Conjuration Spells 
available for the Nosophoros Nation.

By recalling the soul of the dead body, 
the skeleton becomes alive with mind, 
spirit and body. This will only happen if 
the soul accept the invitation to walk 
the earth again in exchange of complete 
loyality.



Skeleton Guard                                                          Res: 1
Skeleton Guards are bones of longdead humans which have been 
revived to follow the bidding of their master. Though not 
mindless, the skeletons are bonded to their master.
 
By recalling the soul of the dead body, the skeleton becomes alive 
with mind, spirit and body. This will only happen if the soul accepts 
the invitation to walk the earth again in exchange for complete 
loyalty.

Strength:              10                                   Hit Points:               6
Attack:                11                                    Action Points:          9
Defense:                 9                                    Map Move:               2 
Protection:          None                                 Size:                        2
Encumbrance:        None                                Precision:                10
Morale:                15                                   Magic Resistance:     12

Race:        Undead
Weapons:   Halberd
Armor:      Ring Mail Hauberk, Kite Shield

ABILITIES
Cold Resistance (100%)                              Poison Resistance (100%)
Poor Amphibian                                          Do Not Eat  
No Heal                           

SPECIAL ABILITIES
None

MAGIC SKILLS
None

LEADERSHIP
None



Skeleton Commander                                                                    Res: 1
Skeleton Commanders are bones of longdead humans which have 
been revived to follow the bidding of their master. Though not 
mindless, the skeletons are bonded to their master.
 
By recalling the soul of the dead body, the skeleton becomes alive 
with mind, spirit and body. This will only happen if the soul accepts 
the invitation to walk the earth again in exchange for complete 
loyalty.

Strength:              12                                    Hit Points:              13
Attack:                12                                    Action Points:          9
Defense:                10                                   Map Move:               2 
Protection:          None                                 Size:                        2
Encumbrance:        None                                Precision:                10
Morale:                18                                   Magic Resistance:     14

Race:        Undead
Weapons:   Broad Sword
Armor:      Full Chain Mail, Kite Shield

ABILITIES
Cold Resistance (100%)                              Poison Resistance (100%)
Poor Amphibian                                          Do Not Eat
Standard (5)                                              No Heal

SPECIAL ABILITIES
None

MAGIC SKILLS
None

LEADERSHIP
Poor Leader (10), Okay Undead Leader (40)



Skeleton Warrior                                                                        Res: 1
Skeleton Warriors are bones of longdead humans which have been 
revived to follow the bidding of their master. Though not mindless 
the skeletons are bonded to their master.

By recalling the soul of the dead body, the skeleton becomes alive 
with mind, spirit and body. This will only happen if the soul accepts 
the invitation to walk the earth again in exchange for complete 
loyalty.

Strength:              12                                    Hit Points:               8
Attack:                12                                    Action Points:          9
Defense:                10                                   Map Move:               2 
Protection:          None                                 Size:                        2
Encumbrance:        None                                Precision:                10
Morale:                15                                   Magic Resistance:     13

Race:        Undead
Weapons:   Dusk Sword
Armor:      Full Scale Mail, Kite Shield

ABILITIES
Cold Resistance (100%)                              Poison Resistance (100%)
Poor Amphibian                                          Do Not Eat      
No Heal                   

SPECIAL ABILITIES
None

MAGIC SKILLS
None

LEADERSHIP
Poor Leader (10), Okay Undead Leader (40)



Skeleton Lord                                                                             Res: 1
Skeleton Lords are bones of longdead humans which have been 
revived to follow the bidding of their master. Though not 
mindless the skeletons are bonded to their master.
 
By recalling the soul of the dead body, the skeleton becomes alive 
with mind, spirit and body. This will only happen if the soul accepts 
the invitation to walk the earth again in exchange for complete 
loyalty.

Strength:              12                                    Hit Points:              14
Attack:                12                                    Action Points:          9
Defense:                10                                   Map Move:               2 
Protection:          None                                 Size:                        2
Encumbrance:        None                                Precision:                10
Morale:                18                                   Magic Resistance:     15

Race:        Undead
Weapons:   Dusk Sword
Armor:      Full  Chain Mail, Kite Shield

ABILITIES
Cold Resistance (100%)                              Poison Resistance (100%)
Poor Amphibian                                          Do Not Eat 
Standard (5)                                             No Heal

SPECIAL ABILITIES
None

MAGIC SKILLS
None

LEADERSHIP
Poor Leader (10), Okay Undead Leader (40)





Nosophoros Heroes
Vampire Lord                                                                              Res: 2

Vampire Lords of the Non-Purebloods sometimes join your cause to 
prove their worthiness - mainly because of rivalry between Lords 
of the Purebloods and Non-Purebloods. In the past blood feuds 
were common occurrences among the Lords.

Though not as powerful as Pureblood Lords and lacking their 
abilities, the Vampire Lords are still very dangerous foes.

Strength:              15                                    Hit Points:              20
Attack:                15                                    Action Points:         14
Defense:                14                                    Map Move:               2 
Protection:          None                                 Size:                        2
Encumbrance:        None                                Precision:                13
Morale:                26                                   Magic Resistance:     16

Race:        Vampire
Weapons:   Noble Great Sword
Armor:      Black Noble Mail

ABILITIES
Cold Resistance (50%)                              Poison Resistance (100%)
Storm Immune                                          Darkvision (100)
Ambidextrous (3)                                      Dark Power (2)                        
Standard (10)                                          Regeneration (10)
Blood Hunt (3)                                        Fear (0)

SPECIAL ABILITIES
Injured Shapeshift (mist)

MAGIC SKILLS
Death Magic (2), Random Magic (1)

LEADERSHIP
Good Leader (80), Good Undead Leader (80)



The Judge                                                                                 Res: 2
The Judge: a cruel and black-hearted Dark Mystic who has 
sentenced more humans and vampires to death than any other 
Dark Mystic. The Judge always carries the Book of Blood with him, 
should a case suddenly appear.

The Mystics are the backbone of  The Vampire Council. They have 
direct connection with the vampire gods which allow them to 
channel their energy or pray for their interference.

Strength:              13                                    Hit Points:              15
Attack:                12                                    Action Points:         14
Defense:                12                                    Map Move:               2 
Protection:          None                                 Size:                        2
Encumbrance:        None                                Precision:                12
Morale:                24                                   Magic Resistance:     18

Race:        Vampire
Weapons:   Black Skull Staff
Armor:      Mystic Robe

ABILITIES
Cold Resistance (50%)                              Poison Resistance (100%)
Storm Immune                                          Darkvision (100%)
Healer (40)                                             Dark Power (2)                        
Flying                                                     Regeneration (10)
Blood Hunt (3)                                        Holy
Increase Unrest (1)

SPECIAL ABILITIES
Reanimate Undead                                   Vamperic Divination Spells

MAGIC SKILLS
Divine Magic (3), Blood Magic (2), Death Magic (3)

LEADERSHIP
Okay Leader (40), Poor Magic Leader (10), Okay Undead Leader (40)



Shadow Necromancer                                                          Res: 1
It is known that Necromancers are eager to study and perform 
experiments, especially when it comes to unlocking secrets 
regarding life and death.

The Shadow Necromancer is the case where an experiment went 
wrong. Trapped between two worlds, the Shadow Necromancer is 
hard to communicate with, though sometimes he manages to 
materialize himself for a short period of time.

Strength:               8                                    Hit Points:              10
Attack:                 8                                    Action Points:         12
Defense:                12                                    Map Move:               3 
Protection:          None                                 Size:                        2
Encumbrance:          2                                    Precision:                12
Morale:                14                                    Magic Resistance:     15

Race:        Human
Weapons:   Black Skull Staff
Armor:      Mystic Robe

ABILITIES
Dark Power (2)                                        Ethereal
Darkvision (50)                                       Research Bonus (3)

SPECIAL ABILITIES
Immortal

MAGIC SKILLS
Death Magic (3), Earth Magic (3), Astral Magic (1)

LEADERSHIP
None



The Baroness                                                                   Res: 10
The Baroness is known to be a bit extravagant. She has a keen 
sense for delicate luxuries, grand ballroom events, and mingling 
with celebrities. Most of all, she has a great taste in men, 
especially if they are rich or famous.

Having mastered smooth-talk, she can get anyone to slip their 
secrets.

Strength:              13                                    Hit Points:               16
Attack:                11                                     Action Points:         14
Defense:                11                                     Map Move:               2 
Protection:          None                                 Size:                        2
Encumbrance:       None                                 Precision:                 13
Morale:                20                                  Magic Resistance:      16

Race:        Vampire
Weapons:   Vamperic Sword
Armor:      None

ABILITIES
Dark Power (2)                                        Female
Darkvision (100%)                                   Flying
Cold Resistance (50%)                              Poison Resistance (100%)
Storm Immune                                          Research (-5)
Stealthy (20)                                          Spy
Seduce (10)                                              Awe (2)
Regeneration (10)                                    Blood Hunt (3)

SPECIAL ABILITIES
Immortal                                                

MAGIC SKILLS
Blood Magic (2)

LEADERSHIP
None



The Oracle                                                                         Res: 1
Deep beneath The Vampire Council, locked away in her chamber, 
lives The Oracle. Only a few know of her existence and she is 
guarded by a handful of the most trusted Mystic Guards. She is 
gifted with the power of forseeing events of the future.
 

The Mystics uses her guidance when important decisions are going 
to be made.

Strength:               8                                    Hit Points:                8
Attack:                 5                                    Action Points:          12
Defense:                 8                                    Map Move:                2 
Protection:          None                                 Size:                         1
Encumbrance:       None                                 Precision:                  11
Morale:                16                                    Magic Resistance:      15

Race:        Vampire
Weapons:   None
Armor:      Vamperic Coat

ABILITIES
Dark Power (2)                                        Female
Darkvision (100%)                                   Cold Resistance (50%)
Poison Resistance (100%)                          Stealthy (15)
Storm Immune                                          Awe (2)
Regeneration (10)                                    Holy
No Bad Event (25)                                   Spread Dominion (1)

SPECIAL ABILITIES
Reanimate Undead                                   Vamperic Divination Spells

MAGIC SKILLS
Divine Magic (2)

LEADERSHIP
Poor Leader (10), Poor Undead Leader (10)





Nosophoros Pretenders

Shadow Dragon                                    Cost: 50              Res: 1
From the Darkest Depth of the Shadowland lurks the Shadow 
Dragon, waiting to retaliate for the gods' banishment. The 
returning of the Shadow Dragon was foretold thousands of years 
ago and this day is the day of its returning. 
 
Hungry for vengeance upon the world that chained its freedom, 
the search of godhood has begun...

Strength:              24                                    Hit Points:             100
Attack:                15                                     Action Points:          12
Defense:                12                                     Map Move:                2 
Protection:           18                                     Size:                         6
Encumbrance:       None                                  Precision:                 12
Morale:                30                                   Magic Resistance:      18

Race:        Dragon/Shadow
Weapons:   Claw, Bite, Death Breath
Armor:      None

ABILITIES
Flying                                                     Storm Immune
Darkvision (100%)                                   Cold Resistance (100%)
Poison Resistance (100%)                          Ethereal
Ambidextrous (3)                                      Fear (5)
Cold (5)                                                   Magic Boost (-2)
Dominions (1)                                            Magic Path (80)

SPECIAL ABILITIES
Shapeshift (Shadow)

MAGIC SKILLS
Death Magic (2)

LEADERSHIP
Okay Leader (40), Good Undead Leader (80)



The Blood Monolith                              Cost: 0                Res: 1
The Blood Monolith is a powerful spirit inhabiting a huge standing 
stone. The spirit cannot leave the Monolith, but it can possess 
willing targets in order to make its will heard and to perform 
tasks such as forging items for enchantment. The spirit is 
tremendously strong in its Dominion and it is also magically 
powerful. In a physical battle, the stone would be difficult to 
destroy, even though it cannot strike back.

Strength:              15                                     Hit Points:            200
Attack:                 5                                     Action Points:           2
Defense:                 0                                    Map Move:                0 
Protection:           28                                    Size:                          6
Encumbrance:       None                                  Precision:                  5
Morale:                30                                   Magic Resistance:      18

Race:        Spirit
Weapons:   None
Armor:      None

ABILITIES
Stonebeing                                               Blind
Amphibian                                                Poison Resistance (100%)  
Need No Eat                                            Dominions 4
Magic Path (40)

SPECIAL ABILITIES
None

MAGIC SKILLS
Death Magic (1), Blood Magic (1)

LEADERSHIP
Expert Leader (120)



Vampire King                                      Cost: 75               Res: 2
The Vampire King: one of the most powerful Pureblood vampires to 
ever yet live. The search for godhood have been an obsession for 
the Vampire King since his audience with The Oracle.

With his recent success in gathering all The Vampire Lords as his 
vassals, he has cleared the first obstacle to achieving godhood.

Strength:              14                                     Hit Points:              23
Attack:                14                                     Action Points:         14
Defense:                14                                     Map Move:               2 
Protection:          None                                 Size:                         2
Encumbrance:       None                                  Precision:                 12
Morale:                30                                   Magic Resistance:      18

Race:        Vampire
Weapons:   Black Skull Staff, Life Draining 
Armor:      None

ABILITIES
Flying                                                     Storm Immune
Cold Resistance (50%)                              Poison Resistance (100%)
Dark Vision (100%)                                  Regeneration (10%)
Blood Hunt (3)                                         Dominions (2)
Magic Path (40) 

SPECIAL ABILITIES
Immortal                                                Summon Pureblood Vampire (1)
Summon New Blooded Vampire (Dom str/2 each month)

MAGIC SKILLS
Death Magic (1), Blood Magic (2)

LEADERSHIP
Okay Leader (40), Expert Undead Leader (120)





ShapeShift & Special Units

Soulless                                                           Summonable 
Recently deceased bodies which have been animated into false life. 
This is a pratice well known by Necromancers. Especially in surprise 
attack or an ambush it have been seen that fallen soldiers have 
been raised to stab their comrades in the back.
 
Moreover to be bitten by a Soulless will curse the body and he 
will join the rank of the soulless.

Strength:              12                                     Hit Points:               6
Attack:                 5                                     Action Points:         14
Defense:                 3                                     Map Move:               2 
Protection:          None                                  Size:                        2
Encumbrance:       None                                  Precision:                 4
Morale:                50                                   Magic Resistance:      6

Race:        Undead
Weapons:   Soulless Bite 
Armor:      None

ABILITIES
Mindless                                                  Lifeless
Never Heals                                             Do not Eat
Cold Resistance (100%)                            Poison Resistance (100%)
Poor Amphibian

SPECIAL ABILITIES
None

MAGIC SKILLS
None

LEADERSHIP
None



Snow Demon Wolf                                            Summonable
A cold-ice wind, chill down the spine, red glowing eyes in the dark 
and the smell of blood; Snow Demon Wolf.
 
These vile beasts that roaming the snowcovered wastelands of the 
northen part of the world can only be tamed by The Choosen One 
and Dark Summoner. As their surrounding foulness attract the 
Snow Demon Wolves. Give them a corpse and you have a friend 
for life.

Strength:              12                                     Hit Points:               8
Attack:                14                                     Action Points:         20
Defense:                14                                     Map Move:               3 
Protection:            5                                     Size:                        2
Encumbrance:       None                                  Precision:                 8
Morale:               30                                    Magic Resistance:     15

Race:        Demon
Weapons:   Bite 
Armor:      None

ABILITIES
Cold Resistance (100%)                            Poison Resistance (100%)
Darkvision (100%)                                   Stealthy (15)
Winter Power (1)                                      Dark Power (1)
Ethereal                                                  Chill (3)
Animal Awe (1)                                         Ice Protection (1)

SPECIAL ABILITIES
None

MAGIC SKILLS
None

LEADERSHIP
None



Child of the Night - Wolf Shape                              Shapeshift
Children of the Night are the offspring of vampires.
 
In the vamperic aristocracy all vampire children are sacred 
irrespective of which family they are born into. 
 
As young vampires lack the strength of a fully grown vampire, 
their survival instinct helps them in difficult situations. When 
pushed into such a situation they can change into wolf form.

Strength:              12                                     Hit Points:               4
Attack:                 9                                     Action Points:         15
Defense:                10                                    Map Move:               2 
Protection:            5                                     Size:                         1
Encumbrance:       None                                  Precision:                 12
Morale:               30                                    Magic Resistance:      13

Race:        Vampire
Weapons:   Bite 
Armor:      None

ABILITIES
Cold Resistance (50%)                              Poison Resistance (100%)
Darkvision (100%)                                   Stealthy (15)
Storm Immune                                          Darkpower (1)      
Regeneration (10)                                    Blood Hunt (1)   
Holy                   

SPECIAL ABILITIES
Become Vengeful Child Spirit on death

MAGIC SKILLS
None

LEADERSHIP
Poor Leader (10), Poor Undead Leader (10)



Vengeful Child Spirit                                             Shapeshift
When a vampire child dies in despair, fear and agony, its spirit will 
seek out vengeance. Sorrow and sadness are marked in the child's 
spirit.
 
Vampire folk lore tell the tales of Vengeful Child Spirits still 
haunting ancient and forgotten battlegrounds, searching for 
their earthly body...

Strength:               6                                    Hit Points:               1
Attack:                10                                   Action Points:         12
Defense:                 5                                    Map Move:               1 
Protection:          None                                Size:                         1
Encumbrance:       None                                 Precision:                 10
Morale:               50                                   Magic Resistance:      13

Race:        Undead
Weapons:   Claw 
Armor:      None

ABILITIES
Cold Resistance (100%)                            Poison Resistance (100%)
Darkvision (100%)                                   Need No Eat
Ethereal                                                 Darkpower (1)                     

SPECIAL ABILITIES
None

MAGIC SKILLS
None

LEADERSHIP
None
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