THE VAMPIRE L&RDS

Sic GBRGIAMUS ALL&S SUBJECTAT®S NuNC

; THE VAMIPIRE LO&RDS. THE NATI®N RULED BY VAMPIRE ARISTOCRATS.
f T® BE PUREBLO®D IS EVERYTHING AND WHERE MASTER AND SERVANT
KN®&W THEIR RIGHTFUL PLACE IN S@CIETY.

'
A NATI®N POPULATED WITH B®TH HUIMANS AND VAIIPIRES.
TAKE CONTROL ®©F THE MYSTERIOUS [TIYSTICS, THE NOTORIGUS
y  SUMM®NERS AND THE WICKED NECR®MANCERS T® GAIN YOUR
GODH®®D.
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HILD &f THE NIGHT GeLD: 6 REs: |

CHILDREN @F THE NIGHT ARE THE ©FFSPRING @©Ff VAIIPIRES.
IN THE VATIIPERIC ARIST®CRACY ALL VAIIPIRE CHILDREN ARE SACRED,
IRRESPECTIVE ©F WHICH FAMIILY THEY ARE BORN INT®.

AS YOUNG VAINPIRES LACK THE STRENGTH ®F A FULLY GROWN VAIIPIRE,
THEIR SURVIVAL INSTINCT HELPS THEIM IN DIFFICULT SITUATI®ONS. WHEN
PUSHED INT® SUCH A SITUATI®N THEY CAN CHANGE INT® WOLF FORH.
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PaISeN RESISTANCE (|©0@%)

BLeéeDp HUNT (1)

STRENGTH: (%) HIT PoINTS: 6

ATTACK: / ACTI®N P@INTS: 12
EFENSE: 8 Map MevE: 7
DTECTI®N: NeNE SIZE’ I
\CUMIBRANCE: NeNE PRECISI®N: %)
LEZ 14 MAGIC RESISTANCE: 13
ACE: VATIPIRE

EAPONS: DAGGER, DAGGER
MeR: VARPERIC COAT

BILITIES

ESISTANCE (5@%)
ARKVISION (|Q0%)
STEALTHY (12)
REGENERATI®ON (1Q%)
DARK Power (1)

ﬁlemmUNE
MBIDEXTROUS (2]

éEClAL ABILITIES

rI;\HURE HAPESHIFT (WOLF) Beceme VENGEFUL CHILD SPIRIT &N DEATH
- L}

EHAGIC SKILLS

NoNE -

NDEAD LEADER (I@)
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®LD: [4 RES:
CiTy GUARDS ARE THE RANK @©F HUIMANS DEFENDING CITIES AND FORTRES {:
FOR THE VAMPIRE NATI®N. THEIR SPECIALIZATI®N IN DEFENDING WALLS
MMAKES THEM INVALUABLE, DESPITE THEIR RELATIVE WEAKNESS COMPARED T4
VATTPIRES.

Y GUARD - . 4 * G

IR IS POPULAR F®R HUIMIANS THAT LIVE IN THE D®IMINI®N @F THE VAIIPIRE
LORDS T® BE ALLOWED T® ENLIST AS CITY GUARDS. THIS GRANTS THEIM
[MMUNITY FR@IM BLO®®D DRAINING, AS WRITTEN ﬂ[\l THE LAW B®®KS @f THE

PIRES...
RENGTH: %) HIT P@INTS: 1@

ACK: 12 ACTI®N POINTS: 12
DEFENSE: (%) Map MeVE: I
RETECTION: NeNE SIZE: 2
NCUMBRANCE: 3 PRECISI®N: 8
SRALE: 12 [MAGIC RESISTANCE: |2
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HumaN
FAPONS: SPEAR @R _SXVORD
®R; [RexTaP, RING IMAIL CUIRASS, KIT IELD
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GoLD: 15 Res:

SOMETIMES WHEN HUIMANS GET BLO®DED, IT GOES WRONG. THEY CANNGB"IL

CONTROL THEIR THIRST, AND ARE KN®WN FOR THEIR BLO®D~FRENZIED
KILLING SPREES. S®®N THEIR PHYSICAL APPEARANCE STARTS T® MUTATE,
AND THEY ARE M®RE @R LESS IN A STATE ©F PERPETUAL INSANITY.
VAMPIRE BEASTS ARE USUALLY HUNTED D®WN BY @THER VAIIPIRES DUE T
THEIR UNPREDICTABILITY AND UNCONTROLLABLE BLO®DLUST.
VAMPIRE BEASTS LIVES IN THE SEWERS, MARSHES AND RUINS.
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NGTH: 14 HIT P@INTS: I
9 ACK: 12 ACTI®N PoINTS: _— 16
DEFENSE: (%) Map MaeVE: 9

ROTECTIDON: 5 SIZE; 2

“NCUMBRANCE: NeNE PRECISI®N: (%]
[ORALE: 30 [TMAGIC RESISTANCE: 12

. 4
-

-
CE: V ATTPIRE
PONS:  CLaw, Bl
TOR: Naom
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DARK PowER (2)
DarkvisioN (|Q@%)
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Gelp: 18 Res:
VAMPIRE SGLDIERS ARE THE M®ST COHMMSN UNITS IN THE VAMPIRE ARMIY.
IN WARTIMES VAMPIRE SOLDIERS ARE RECRUITED EN MMASSE, AND WHEN
PEACE C®MES M@ST VAMPIRE SOLDIERS ARE RETURNING H®ME T THEIR
FAMILIES. ©NLY S®ME ARE KEPT T® GUARD AND PATR®L THE NATI®N.

[TMIANY VAMPIRE SOLDIERS CHMES FROM CITIZEN @R MERCHANT FAMIILIES.
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RENGTH: 14 HiT POINTS: |

\" ACK: 12 AcTI®N PoINTS: _— 14
DEFENSE: 12 Map MevE: 2
EBTECTIGBN: NeNE SIZEs 2
NCUITIBRANCE: NeNE PRECISION: 12
BRALE: 16 Macic ResisTANCE: 13
L ]
: "" V ATIPIRE
PONS:  GREAT SW&RD

®R: FuLeScaLe MAIL
B ITIES
LD RESISTANCE (5@%) DaRrk PoweR (2)

S&N REesISTANCE (IQQ%) - DARkVISION ([Q@%)
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LAck Rese GuA

|AND FEARLESS VATIPIRES, GUARDIANS ®F THE BLACK R®SE @RDER.

\
DEVOTED T® PROTECT ANCIENT VAIMPIRE ARTIFACTS: TOIMBS ©F THE FIRST

.‘GGBLDZ 50 REs:

BLACk R®se GUARDS, ALS® KNOWN AS BLACKk CRUSADERS ARE DEVOTED 1

THE BLACK R®SE @DRDER IS A CULT @®F HIGH-RANKING VATIPIRES WH® ARE

VAMPIRES AND @THER TREASURES. ©NLY A SELECTED FEW ARE CH®SEN T®
BEC®ME A BLACK R®sE GUARD AS THE REQUIREMENTS ARE HIGH. THEY ALS

ACT AS PROTECT®R ©F THE PUREBLO®DS. i
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NGTH: 14 HIT P@INTS: IS
\T ACK: 15 ACTI®N PaINTS: 14
DEFENSE: 14 Map Meve:
ROTECTION: NeNE SIZE: 2
NCUIIBRANCE: NoNE PRECISION: 12
[@RALE: 20 MAGIe RESISTANCE: 15
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GolLD: 8@ RES: 2

THE BLack VEN®M GUILD ARE VAITPIRE ASSASSINS, WHICH CAN BE
CONTRACTED T® D® THE DIRTY |[®BS.

THE BLack VEN®M GUILD AND ITS MEMBERS ARE N®T @F HIGH REPUTE IN
THE VAIMPERIC ARISTOCRACY, AND MARE ®R LESS TAB®®. NEVERTHELESS,
THE ARIST®CRATS USES THEM T® AVOID ®R TAKE CARE ©F PROBLEIMIS

CLANDESTINELY. §
I

“RENGTH: HIT PoINTS: y 14
"l;"FACK: 12 ACTI®N P®INTS: 14
EFENSE: 12 Mapr MevE: 3
1 PTECTI®N: NeNE SIZE: 2

MBRANCE: NeNE PRECISI®N: 12
DRALE: 20 MaGic ResISTANCE: 13
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V AMIPIRE
FAPONS: 2 X BLAC

MeR:

ITIES

3 ASSIN " CoLD RESISPANCE (5@%)
I1S®N RESISTANCE (|Q0%) DaRk1sION (|@@%)
TORM [MMUNE y AmBIDEXTROUS (3)
GENERATION ([@%) BLe®D HUNT (2)
ALTHY (20Q) DARK Power (2)
YING ' .
3 /
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CITY GUARDS ARE THE RANK ©F HUIMANS DEFENDING CITIES AND F®RTRE
FOR THE VAIIPIRE NATI®N. THEIR SPECIALIZATI®N IN DEFENDING WALLS
MAKES THEM INVALUABLE, DESPITE THEIR RELATIVE WEAKNESS COAIMPARED

V AIPIRES.

SATE KEEPER

THE GATE KEgPER 1S THE CITY GUARD ENTRUSTED WITH @RGANIZING THE
DEFENSE @F VAMIPIRE CITIES AND FORTRESSES.

RENGTH: 1@ HIT POINTS: % 12
ACK: 13 ACTI®N PaINTS: 12

L FENSE: 12 Map Meve N
ROTECTION: NeNE SIZE; 2
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LACK R@®SE LORD

: -
A BLACK R®SE L&RD IS A PUREBLO®D VAIMPIRE DEVOTED T® GUARD AND

PROTECT @THER PUREBLO®®DS.

THE BLACK R®SE @DRDER IS A CULT @®F HIGH-RANKING VATIPIRES WH® ARE
DEVOTED T® PROTECTING ANCIENT VAIIPIRE ARTIFACTS: T®IBS &F THE
FIRST VAMPIRES AND @THER TREASURES. @©NLY A SELECTED FEW ARE CH®S
T® BECOIME A BLACK R®SE GUARD AS THE REQUIREMENTS ARE HIGH
ALS® ACT AS PROTECT®R @®Ff THE PUREBLO®DS.

ENGTH: 16 HiT P®INTS:
16 ACTI®N P®INTS:
Mapr MevEe:

PRECISI®ON: |3
[MAGIC RESISTANCE: 16

NCE (5@%)
(100%)
AMBIDEXTROUS (3)
BLeeD HUNT (2]

FEar (@)

CAPITAL RECRUITMENT

DARK PewER (2)
AD DeminNieN (1)

MAGIC SKILLS
DeaTH Macic (2)
L
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THE MMIYSTICS ARE THE BACKBONE ®F THE HiGH C®UNCIL. THEY HAVE DIR
CONNECTI®N WITH THE VAMPIRE G®DS WHICH ALLOW THEM T® CHANNEL
THEIR ENERGY @®R PRAY F®R THEIR INTERFERENCE.

THE LAW B®®KS ©F THE VATIPIRES ARE WRITTEN BY THE [TI'YSTICS, AND
THEY ALS® ACT AS DEFENDERS AND PROSECUT®RS WHEN CASES ARE
PRESENTED IN THE COURT &F BLe®D.

14 HiT PoINTS:
11 ACTI®N POINTS:
11 Map MevE:
NeNE
NeNE
15

PRECISI®ON: 12
MMAGIC RESISTANCE: 15

ESISTANCE (5@%)
ARKVISION (|QQ%)
REGENERATION (1@%)
DARk Peower (2)
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VAMPERIC DIVINATI®N SPELLS

GIC SKILLS )
O INE [TAacic (1), BLeep Maaic (1)
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LEADERSHIP

®@R LEADER (I@), P@ar MaGic LeaDER (I@), GkaY UNDEAD LEADER (4@)




THE [TI'YSTICS ARE THE BACKB®NE &F THE HIGH C®UNCIL. THEY HAVE
DIRECT CONNECTI®N WITH THE VAIPIRE GODS WHICH ALLOW THEM T&
CHANNEL THEIR ENERGY @R PRAY F@®R THEIR INTERFERENCE.

DaRk TMYSTICS ARE THE |UDGES ®F THE COURT @Ff BLe®D.
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TRENGTH: 14 HIT P®INTS: } 4

RACK: 12 ACTI®N PoINTS: 14
FE‘SE: 12 Map Meve: A=
ROTECTI®ON: NeNE SizZE: 2
“NCUITBRANCE: NeNE PRECISION: 13
:,; RALE: 16 MaGiCc RESISTANCE: 17
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IS®N RESISTANCE (|0@%) ARKVISION (|QQ%)
"®RIM [MMUNE REGENERATION (10%)
®@D HUNT (2) DARK PeweRr (2)
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ECROMANCER

THOUGH NECROMANCERS AREN'T VAIIPIRES BUT HUMANS, S®IME ®F THE
ARE RANKED HIGH IN THE VAMIPERIC ARIST®CRACY.

N@RMALLY M®ST NECROMANCERS CAN BE FOUND IN @LD TOIIBS,
GRAVEYARDS @R ©@THER IS®LATED PLACES, TALKING T@® THE SPIRITS &R
STUDYING AND EXPERIMENTING IN DUSTY LIBRARIES AND LAB®RATORIES.

- |H®BBY: SKULL BOWLING.

RENGTH: 1) HIT P@INTS: . %
ACK: 8 ACTI®N POINTS: 12

) FENSE: (%) Map Ma ' I
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Force (15)

HCIAL ABILITIES
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LEADERSHIP

DeaTH Macic (2), EarTH MAcIC (2]
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Pador LEADER (I@), ®kaY UNDEAD LEADER (4Q)




@DNLY A LITTLE IS KN®WN ABOUT DARK SUMIM@NERS; THEY PRACTICE THE
ARTS ©F DEMO&NSLOGY AND NECROMANCY. \

DARK SUMM®NERS ARE NOT KNOWN FOR THEIR SOCIALIZING, N®T EVEN IN
THE VAMPERIC ARIST®CRACY. THEY KEEP T® THEMSELVES, THOUGH THEIR
REPUTATI®N IS WELL~KN®WN THROUGH®UT THE W®RLD AS SADISTIC AND

14 HiT PoINTS:
12 ACTI®N POINTS:
12 Mapr Meve:

NeNE
NeNE
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PRECISI®ON: 15
MMAGIC RESISTANCE: 20
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DARk PewER (3)
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MAGIC SKILLS
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. "BUT FIRST, ®N EARTH AS VAIIPIRE SENT,
THY C®RPSE SHALL FR®M ITS TOIMB BE RENT:
THEN GHASTLY HAUNT THY NATIVE PLACE,
AND SUCK THE BL®®D @F ALL THY RACE;
THBRE FROM THY DAUGHTER, SISTER, WIFE,
AT MIDNIGHT DRAIN THE STREAM @©F LIFE;
YET LOATHE THE BANQUET WHICH PERFORCE
: [TTUST FEED THY LIVID LIVING C®RPSE.
THY VICTIMS ARE THEY YET EXPIRE
v SHALL KN®W THE DEM®N FOR THEIR SIRE,

Ll il
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: : AS CURSING THEE, TH®OU CURSING THEIT,
THY FLOWERS WITHERED @©N THE STEM."
~L@&RD BYR®N (GIAGUR)
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THE CH®SEN ©NE: A CHILD ®F THE NIGHT wmcdzI HAS BEEN T@®UCHED BY
THE VAMPIRE G®DS THEMSELVES AND GIVEN THE BLESSING @©F DARKNESS.
N@RMALLY THIS CHILD'S POWER IS DORMANT AND THE CHILD IS UNAWARE
®F ITS POWER. THROUGH DARK RITUALS AND BLO®®D SACRIFICES, A DARK

SUMM®NER CAN AWAKEN THE DARK POWERS IN THE CHILD.

THE AWAKENING MUST BE FOLLOWED BY YEARS @&F TRAINING.

RENGTH: (% HIT P@INTS: & &
JACK: 7 ACTI®N P®INTS: 12

o 8 Map Meve: r -9
ROTECTI®N: NeNE SIZE: I
CUIMBRANCE: NeNE PRECISI®ON: 12

IORALE: 16 [TAGIC RESISTANCE: 13

ACE: V AMIPIRE

M
APONS: RITUAL DAGGER, RITUAL DAGGER
DR: VAmRPERIC COAT
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BRI [MMUNE . EGENERATION (1@%)
@®®D HUNT [2) - DARKk PeowerR (2)

EALTYH (I5) ATMBIDEXTROUS (2)
ANDARD (1Q) ResearcH (-3)

Now DEMeN WeLf (2) SHAPESHIFT (W@LF)
BEComE VENGEFUL CHILD SPIRIT &N DEATH UNIQUE
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EEATH Maacic (1), BLeep Macic (1), AsTraL Maacic (1)
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EwW BL@&®DED VAMPIRE - o RES:
e A HUMAN MUST PREVE HIMSELF WORTHY T® BE GIFTED WITH BLO®D; A
New BLO®DED VAMPIRE MUST PROVE HIMSELF WORTHY ©F BEING A
VAMPIRE. IN ®RDER T® D® S®, A NEW BLOGDED VATMIPIRE HAS T® FACE T
TRIAL ©F BLo®D. EQUIPPED WITH @©NLY A SH®RT SW®RD AND HIS ABILITY
SURVIVE, HE MUST FACE ANY DANGER THAT THE VAMPIRE COUNCIL SETS
|BEFORE HIIMI,

LTH[S IS WRITTEN IN THE LAW BO®KS ©F THE VAIMPIRES.

’ ENGTH: 14 HiT P®INTS: i
JACK: 12 ACTI®N P®INTS: 14

o 12 Map Meve: F- 9
ROTECTI®N: NeNE SIZE: 2
CUIMBRANCE: NeNE PRECISI®ON: 12

IORALE: 20 [TAGIC RESISTANCE: I3

ACE: V AMIPIRE

r
APONS: SHORT SweRD
DR: Naon

BILITIES
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1S®N RESISTANCE (|©@0%)
DRI [MMUNE

@oD HUNT (2]
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DARKVISI®ON (|@@%)
REGENERATION (1Q%)
DARKk PeowerR (2)
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b=t 1
UREBLO®®D VATIPIRE s REfs.
THE PUREBLO®D VAMPIRES ARE STRICTLY DESCENDED FR®M THE FIRST
VATIPIRES. THE CURSE ®Ff VAMPIRIST RUNS STRONG IN THEIR VEINS. DNLY
THE BREEDING ©F TW@® PUREBLO®®DS CAN CREATE AN®THER PUREBLO®D T
AV®ID POLLUTING THE BLO®DLINE.

A PUREBL®®D VAMPIRE CARRIES HIGH STATUS IN THE VATIIPIRE COMMUNIT
IRRESPECTIVE @F ITS SOCIAL STATUS @R RANK. HOWEVER, SOIIE
PUREBLO®DS CHO®SE T® RE[ECT THEIR N®BILITY T® PURSUE @THER
MATTERS.

" ;_Q'EEPING THE BLO®DLINE CLEAN THE PUREBL®®D VAMPIRES INHERIT MANY @©F THE FIRST VAHIPIRES
ITIES.

|

REJGTH: 14 HiT P®INTS:

BRRIUACK 14 ACTI®N P®INTS: 14
DEFENSE: 14 Map Meove: Lid
TECTIGBN: NeNE SIZE: 2

NCUITIBRANCE: NeNE PRECISION: 12 r
DRALE: 25 MaGIC RESISTANCE: 15
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E: V ATIPIRE
EAP®ONS: VAMPERIC. SW®RD, LIFE DRAINING

RITOR: NeBtf ScALE CUIRASS
ITIES
YING . CoLD-RESISTANCE (5@%)
DISON R ESISTANCE [IQ?%] DARKVISION (1@@%)
STORM [MMUNE REGENERATI®ON (1@%)
oD HUNT (2] DARK PawER (2)

MBIDEXTROUS (2]
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En_em

MAGIC SKILLS
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EADERSHIP :

KAY LEADER (4@), Poar MaGic LEADER (I1@), GoeD UNDEAD LEADER (8Q@) -




. REs:

A VAMPIRE LORD: ®NE ®F THE FINEST VAMIPIRE ARIST®CRATS. THE BLO®D
@®F THE FIRST VAIMPIRES RUNS STRONG IN A VAMPIRE LO&RD. RAISED WITH

THE ETIQUETTE AND MANNERS FR®IM CHILDH®®D T® BE A LORD, THEY KN&®
THEIR RIGHTFUL PLACE IN S®CIETY. FEARED ©N THE BATTLEFIELD AND |UST
AS LOVED IN THE BALLR®®M MASQUERADE, THE VAMPIRE L&RDS ARE WELL~
KNOWN.

MPIRE LORD

1 s " ’
-

4 % [
v KEEPING THE BLO®DLINE CLEAN THE PUREBLO®D VATMIPIRES INHERIT MANY @©F THE FIRST V

y IT}ES.

> REI:I;GTH: ) HIT P®INTS: 6
ATTACK: 15 ACTI®N POINTS: 14
DEFENSE: 5 Map Meye: 2
ROTECTI®N: Nene Sizg: 9 :
UMBRANCE: NoNE PRECISI®N: 13
'l' ALE: 30 MaGIC RESISTANCE: 17
s
VATIPIRE
/EAPONS: VAMPERIC GREAT SW@RD, LIFE DRAINING
RIMGR: BLaex NeBLE IMTIAIL

BILITIES
[YING ct (60%)
BISON RESISTANCE (19@%) DAR (100%)
ST@RM [MMUNE EGENERATION (1©%)
@D HUNT (3] DaRrk PowER (2]
BIDEXTRAUS (3) STANDARD (1@)]

AR [@] ¥

ECIAL A

W

_J 3 p

MAGIC SKILLS

DEATH MMAGIC (3), Bieep IMacic (2)

ﬂmAGIC LEADER (4@), ExPERT UNDEAD LEADEI{ (12@)
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CIENT VAMPIRE L&RD RES:
b ra ; [MesT ANCIENT VAMPIRE L®RDS LIVE A SILENT AND QUIET LIFE, PASSING
THEIR TIME~TELLING TALES ®F THE PAST T® THEIR Y®UNG KINDRED. THEY
N® LONGER HAVE ANY INTEREST IN GRAND BALLR®®I PARTIES ANYII®RE,
BUT D® ATTEND SMALLER GATHERINGS INSTEAD.

THOUGH AN ANCIENT VATIPIRE LORD LACKS THE STRENGTH ®Ff THE YOUN
HIS MIND IS STILL SHARP AND CAN BE A M®RE THAN W@®RTHY FOE.

14 HIT PoINTS: ’
13 AcCTI®eN PeINTS: 7 14
JEFENSE: 13 Map Meye: 2
PROTECTION: NeNE Sizg: 2
CUTMBRANCE: NeNE PRECISI®N: 14
TORALE: 34 MAGIC RESISTANCE: 2@
AG , VATIPIRE
APONS:  BLACK SKULL STAFF, LiFE DRAINING
MeR: Naex
¥
\BILITIES
(NG CoLD RESISEANCE (5@%)
DISON RESISTANCE (100%) DARkvTSION (|QQ@%)
@RI [MMUNE : REGENERATION (|1@%)
®oD HUNT (4) ' DARK PeweErR (2)
ATMBIDEXTROUS (2) STANDARD (1@)
AR (3) BLO®DVENGEANCE (2)

EHAL ABILITIES
MmeRTA

SummeN New BLe@DED VAMPIRE (3)

MAGIC SKILLS
DEATH Macic_(4), BLeep IMAcic (4), Ranpem Macic (3]

%EADERSHIP B

ExperT LEADER (12@), ®kAY MAGIC LEADER (4@), SUPERI®R UNDEAD LEADER (16@)




it

: SPECIAL NECR®MANTIC CONJURATI®ON SPELLS
AVAILABLE FOR THE N@®S@OPHOR®S NATI®N,

\ 77— NeserHores
\‘ CeNJURATI®N
\ UNITsyll /i

BY RECALLING THE S®UL &F THE DEAD B@&DY,

THE SKELET®N BEC®MES ALIVE WITH MIND,

1 SPIRIT AND B®DY. THIS WILL ®NLY HAPPEN IF

THE S®UL ACCEPT THE INVITATI®N T® WALK

THE EARTH AGAIN IN EXCHANGE ©F COIMPLETE
L&YALITY.




k Y
SKELET®N GUARDS ARE BONES ©F LONGDEAD HUMANS WHICH HAVE BEEN
REVIVED T® FOLLOW THE BIDDING @©F THEIR MASTER. THOUGH NOT

MMINDLESS, THE SKELET®NS ARE BONDED T® THEIR MASTER.

BY RECALLING THE S®UL @f THE DEAD B®DY, THE SKELET®N BEC®IES ALIVE
\WITH TMIND, SPIRIT AND B®DY. THIS WILL ®NLY HAPPEN IFf THE S®UL ACCEPTS
THE INVITATI®N T® WALK THE EARTH AGAIN IN EXCHANGE F®R COIPLETE
EDY ALTYS

RENGTH: (% HIT P@INTS: 6
JACK 11 ACTI®N POINTS: 9
ENSE: 9 Map Meve: )

@ TECTION: NeNE Sizg: 2

‘NCUIMBRANCE: NeNE PRECISI®N: (%)

ORALE: 15 MMAGIC RESISTANCE: 12
RRE: " UNDEAD
1 &
APO®NS: HALBERD
DR Rine TlAIL HAUBERK, KITE SHIELD

ITIES
SLD RESISTANCE (1QQ%) PoiseN RESISTANCE (|1©0@%)
®R ATMPHIBIAN Do NeT EAT
> HeAL

MAGIC SKILLS -

ONE

-
N
-

I ’iADERSHIP
ﬂ\I?NE




KELET®ON CoMIMANDER g !
g SKELET®N CEB]'HFH:ANDERS ARE BONES &F LONGDEAD HUMANS WHICH HAVE
BEEN REVIVED T® FOLLOW THE BIDDING @F THEIR MASTER. THOUGH NOT '
MINDLESS, THE SKELET®NS ARE BONDED T® THEIR MASTER.

|BY RECALLING THE S®UL @f THE DEAD B@®DY, THE SKELET®N BEC®ITES ALIVE
\WITH IMIND, SPIRIT AND B®DY. THIS WILL ®NLY HAPPEN If THE S®UL ACCEP
THE INVITATI®N T® WALK THE EARTH AGAIN IN EXCHANGE FOR C®
EDYALTY?

RENGTH: 12 HIiT PoINTS: & |3

ACK: 12 AcCTI®N P&INTS; 9
) FENSE: (%) Map Meve: 9
ROTECTION: NenE Sizg: 2
: CUIMBRANCE: NeéNE PRECISI®N: (%)
T@RALE: 18 MAGIC RESISTANCE: 14

RGE: * UNDEAD
ol
APONS: BRO®AD SweaeRD
R FuLLCHAIN IMAIL, KITE SHIELD

DR ¢
U -

BILITIES
®LD RESISTANCE (IQ@%)
@R AIPHIBIAN

DARD (5)

PoiseoN RESISTANCE (|@Q@%)
Do NeT EAT
Ne HeAL

MAGIC SKILLS -
IoNE

w
L

LEADERSHIP
;PeaeaR LeaDerR (1@), GkaY UNDEAD LEADER (4Q)




= " L]

&
KELET®N WARRI®R o o RES
. SKELET®N WARR}GBRS ARE BONES ©F LONGDEAD HUMANS WHICH HAVE BEE
REVIVED T® FOLLOW THE BIDDING ®F THEIR MASTER. THOUGH N@ST MINDLES
THE SKELET®NS ARE BONDED T@ THEIR MASTER. 1

BY RECALLING THE S®UL @f THE DEAD B®DY, THE SKELET®N BEC®IES ALIVE
\WITH TMIND, SPIRIT AND B®DY. THIS WILL ®NLY HAPPEN If THE S®UL ACCEPTS
THE INVITATI®N T® WALK THE EARTH AGAIN IN EXCHANGE F®R COIPLETE
EDY ALTYS

QO

RENGTH: 12 HiT P@INTS: i

JACK 12 ACTI®N POINTS: 9
ENSE: (%) Map Meve: )
ROTECTION: NeoNE SizE: 2
CUIMBRANCE: NoNE PRECISI®N: (%)

IORALE: 15 [MAGIC RESISTANCE: 13

EeE: * UNDEAD
ol
APONS: Dusk SwWerD
PR: FuLEScaLe MalL, KITE SHIELD

BILITIES
®LD RESISTANCE (IQQ%)
@R ATIPHIBIAN

BHEAL

PoiseoN RESISTANCE (|@Q@%)
Do NeT EAT

MAGIC SKILLS -
I::

ES

LEADER SHIP

:PezeaR LeaDerR (1@), GkaY UNDEAD LEADER (4Q)
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‘ 4 .
SKELET®N LORDS ARE BONES ©F LONGDEAD HUIMANS WHICH HAVE BEEN

 [REVIVED T® FOLLOW THE BIDDING @©Ff THEIR MASTER. THOUGH N&T
. [MINDLESS THE SKELET®NS ARE BONDED T® THEIR MASTER.

SKELETON L®RD

-

_ BY RECALLING THE S@UL ©Ff THE'DEAD BODY,"THERSKELET®N BECOIIES ALIVE
WITH MIND, SPIRIT AND B@®DY. THIS WILL @NLY HAPPEN IF THE S®UL ACCEP

THE INVITATI®N T® WALK THE EARTH AGAIN IN EXCHANGE F®R COIHPLETE
LY ALTYR

RENGTH: 12 HIT PoINTS: & J4

JACK 12 ACTI®N POINTS: 9

L FENSE: (%) Map Meve: Y

ROTECTION: NeNE Sizg: 2

CUIMBRANCE: NeéNE PRECISI®N: (%)

DRALE: 18 MAGIC RESISTANCE: 15
e UNDEAD

APENS: DUSK SWERD
DR FULE"CHAIN [MAIL, KITE SHIELD

ITIES

®LD RESISTANCE (IQQ%)
®R ATMPHIBIAN
DARD (5)

PoiseoN RESISTANCE (|@Q@%)
Do NeT EAT
Ne HeAL

MAGIC SKILLS -

0

ONE

- ¥

LEADER SHIP

?Gi@R LeaDerR (1@), GkaY UNDEAD LEADER (4Q)

" = 1







i e R 2 ¢ o
Nes®oPHOR®S HERBES

'ATMPIRE L&RD RES:
F VAMPIRE L&RDS &F THE NON~PUREBLO®DS SOMETIMES [SIN YOUR CAUSE T
PROVE THEIR WORTHINESS = MAINLY BECAUSE @F RIVALRY BETWEEN L®ORDS
®Ff THE PUREBLO®®DS AND N@&N~PUREBL®®DS. IN THE PAST BL®®D FEUDS
W ERE COIMIMSGN SCCURRENCES AMBNG THE L&RDS.

THOUGH NOT AS POWERFUL AS PUREBL®®D LOGRDS AND LACKING THEIR
ABILITIES, THE VAMPIRE LORDS ARE STILL VERY DANGER®US FOES.
i

HiT PoINTS:
15 ACTI®N PaINTS:
Mapr Meve:

PRECISI®ON: |3
MMAGIC RESISTANCE: 16

ESISTANCE (|1©0@%)
ARKVISION (IQQ)

DARk PeweEr (2)
REGENERATION (1@)

FEar (@)

®LD RESISTANCE (5@%)
ORI [MMUNE

\MBIDEXTROUS (3) ’
STANDARD (1@
@D HUNT (3)

]

HCIAL A ITIES
E\,l[URE HAPESHIFT (MmiIsST)

M'A GIC SKILLS

DeaTH Macic, (2), Ranpem Macic (1)
7' Y
LEADERSHIP *

©aD LEADER (8@), Go®D UNDEAD LEADER (8Q)

i i il . . . . ——



> _
‘ "4 RES
. |THE |UDGE: A CRUEL AND BLACK~HEARTED DARK [TIYSTIC WH® HAS
SENTENCED M@RE HUMANS AND VAMPIRES T® DEATH THAN ANY @THER
DARk MIYSTIC. THE JUDGE ALWAYS CARRIES THE B&®K ®F BLO®D WITH HI

SHE®EDsA CASE SUDDENLY APPEAR.

THE MMYSTICS ARE THE BACKB®NE ®F THE VAMPIRE COUNCIL. THEY HAV
DIRECT CONNECTI®N WITH THE VAIIPIRE GODS WHICH ALLOW THEM
CHANNEL THEIR ENERGY @R PRAY F@®R THEIR INTERFERENCE.

"RENGTH: HIT P®INTS: j 2
A CK: 12 ACTI®N PaINTS: : 14
ENSE: 12 Map Meve: 2
ROTECTION: NeNEg Sizg: 2
CUITBRANCE: NoNE PRECISI®N: 12
[I®&RALE: 24 [MAGIC RESISTANCE: 18

A VAMPIRE
AP®Ns: BLAck Sk STAFF
TOR: MysTic R®BE

ITIES

2®LD RESISTANCE (5@%)

@RI [MMUNE

EALER (4@) .
ING

LooD HUNT (3) ’

NCREASE UNREST (1)

REGENERATION (I@)
HeLy

PECIAL A
EANITIATE UNDEAD VAMPERIC DIVINATI®N SPELLS

—

MAGIC SKILLS
I, LL

Diving MMacic (3), BLoep Macic (2), DeaTH Maacic (3)
.
i

i.EADER§H1P :

EBKAY LEADER (4@), Poar IMAGIC LEADER (1@), &xay UNDEAD LEADER (4Q)




HAD®W NECROIMANCER 2
IT 1S KN®WN THAT NECR®MANCERS ARE EAGER T® STUDY AND PERFGRI
EXPERIMENTS, ESPECIALLY WHEN IT COMES TO UNLOCKING SECRETS
REGARDING LIFE AND DEATH.

THE SHAD®W NECR®MANCER IS THE CASE WHERE AN EXPERIMENT WENT
WROBNG. TRAPPED BETWEEN TW@® W®RLDS, THE SHAD®W NECR®MANCER |
HARD T® COMIMUNICATE WITH, THOUGH SOMETIMES HE MANAGES T
MATERIALIZE HIMSELF FOGR A SHOGRT PERI®D ©F TIME.

RENGTH: 8 HIT P@INTS: & |2

ACK: 8 ACTI®N PoINTS: 12
) FENSE: 12 Map Meyve: ¥ 3
ROTECTION: NenNE Sizg: 2
: CUITIBRANCE: 2 PRECISI®N: 12
TORALE: 14 MaGic REsISTANCE: 15

RGE: * HumaN
ol
APONS: BLACK SKULE STAFF
PR: MMysTic R®BE

BILITIES
ARK PowER (2)
\RKVISION (5@)

ETHEREAL
RESEARCH Benus (3)

MAGIC SKILLS -
YEATH MAGIC (3), EarTH Macic (3), AsTraL Macic (1)

w
L

LEADERSHIP

i\le-BNE




\ L RES:
THE BARGONESS IS KNOWN T® BE A BIT EXTRAVAGANT. SHE HAS A KEEN
SENSE FOR DELICATE LUXURIES, GRAND BALLR®®I EVENTS, AND MINGLING
\WITH CELEBRITIES. [TI®ST @F ALL, SHE HAS A GREAT TASTE IN [MEN,
ESPECIALLY IF THEY ARE RICH ®R FAMOUS.

HAVING MASTERED SM@®@TH~TALK, SHE CAN GET ANY®NE T® SLIP THEIR
SIMORET S,

RENGTH: 13 HIT P@INTS: b 16
JACK: Il ACTI®N P®INTS: 14

o 1 Map Meve: =y,
ROTECTI®N: NeNE SIZE: 2
CUIMBRANCE: NeNE PRECISI®ON: |3

'.| RALE: 20 MAGIC RESISTANCE: 16

ACE: V AITPIRE

ol
APONS: VAMPERIC SWSRD
DR: Naon

BHLITIES
ARK PoWER (2) FEMALE
ARKVISION ([@Q%) FLYING
LD RESISTANCE (5@%) .
"@RIT IlT[lTIUNE1
EALTHY (20)
puce (19)
EGENERATION ([Q)

ESISTANCE (|©@%)

(-8)

BLeeD HUNT (3)

MAGIC SKILLS
E,LeaeaD Maacic'(2)

¥ L

i._i_EADERSHIP z '




- ‘;“
) "4 RES
DEEP BENEATH THE VAMPIRE COUNCIL, LOCKED AWAY IN HER CHATMBER,
LIVES THE @RACLE. ©ONLY A FEW KN®W @®F HER EXISTENCE AND SHE IS
GUARDED BY A HANDFUL @f THE M@®ST TRUSTED IMYsTIC GUARDS. SHE IS
GIFTED WITH THE P®WER ©F FORSEEING EVENTS ©F THE FUTURE.

THE MMIYSTICS USES HER GUIDANCE WHEN IMPORTANT DECISI®NS ARE GOIN
T® BE MADE.

i -

TRENGTH: 8 HIT PoINTS: ; 8

A CK: S ACTI®N P®INTS: 12
ENSE: 8 Map Meve: . 2

&
ROTECTION: NeNE SIZE: I
FNCUIMBRANCE: NeNE PRECISI®N: [
[JORALE: 16 [MAGIC RESISTANCE: 15

A VAMPIRE
AP®NS: NONE

M®R: VAWRPERIC COAT

ITIES
DARK PewER (2) FEMALE
\RKVISION (|Q@%)

DIS®N RESISTANCE ([Q@%)
ORI [MMUNE
EGENERATION (@) ¥
No BAD EVENT (25)

(50%)

SPREAD DemiNieN (1)

PHCIAL A
REANIIATE UNDEAD VAMPERIC DIVINATI®N SPELLS

-

—

MAGI KI
e GIC SKILLS

Diving MMacic (2)

iEADER§H1P :

;ﬁeeR LeaDer (1@), Po@r UNDEAD LEADER (12)







. S - o o
N®S®PHORD®S PRETENDERS

-~

AD®W DRAG®ON CosT: 5@ REs:
e |FROM THE DARKEST DEPTH @F THE SHAD®WLAND LURKS THE SHADGW
Tl ¥ IDRAG®N, WAITING Té RETALIATE FGR THE GODS' BANISHMENT. THE
RETURNING ®F THE SHAD®W DRAG®N WAS FORETOLD THOUSANDS &F YEAR
AG® AND THIS DAY IS THE DAY @F ITS RETURNING.

HUNGRY F®R VENGEANCE UP®N THE WORLD THAT CHAINED ITS FREED®II,
THE SEARCH ©F G®&DH®®D HAS BEGUN...

STRENGTH: 24 HiT PoINTS: 3%
g
\TTACK: 16 ACTI®N PaINTS; 12

g ENSE: 12 Map Maeve: 2
ROTECTIDN: 18 Size: 6
NCUIMBRANCE: NeNE PRECISI®N: 12
RALE: 51%) [MAGIC RESISTANCE: 18
s
2H DRAG®N/ SHAD®X
/EAPONS: CLAW, BITE, DEATH BREATH

RITTOR: Naom

ITIES

ING _
DaRrkvisieN (10@%)

S®N RESISTANCE ([QQ%)
MBIDEXTROUS (3)
eLD (5]

D&minieNs (1)

WSHAD&W]

MAGIC SKILLS
— = -

ST@RIM [

Macic BoasT (~2)
MacGic PATH (8@])

3

DeATH MMacic (2]

i i il . . . .



HE BLeoD [MeN®LITH o SO D - RES

Ll S | THE BLeeD M@N®LITH IS A POWERFUL SPIRIT INHABITING A HUGE STANDI
. ST®NE., THE SPIRIT CANN®T LEAVE THE lT[GBNGBLITH, BUT IT CAN P®SSESS
WILLING TARGETS IN @RDER T® MMAKE ITS WILL HEARD AND Té&® PERF®RIT
TASKS SUCH AS FORGING ITEMS FOR ENCHANTMENT. THE SPIRIT IS
TREMENDOUSLY STRONG IN ITS DOMINI®N AND IT IS ALS® MAGICALLY
 [POWERFUL. IN A PHYSICAL BATTLE, THE ST®ONE WOULD BE DIFFICULT T®
i DESTR®Y, EVEN THO®UGH IT CANN®T STRIKE BACK.

RENGTH: HIT PoINTS: . 200
JACK 5 ACTI®N POINTS; 2!
ENSE: %) Map Me @

ROTECTION: 28 SI 6

CUIMBRANCE: NeNE PRECISI®N: 5

-| RALE: 30 [MAGIC RESISTANCE: 18

R'C 5" SPIRIT

. E';NS: NeNE
PR: Nex

BHLITIES

-NEBEING BLIND

TPHIBIAN PBISON RESISTANCE (|©0@%)

D No EAT ~ DemiNI®NS 4

AGIC PATH [4@]

PECIAL ABIITIES
NoNE 7
|

MAGIC SKILLS

.ATH Maaic (1), BLeeD l:HAE-JIE (1)

-
EADERSHIP
ExPeRT LEADER (12@),




THE VATPIRE KING: ®NE ®F THE M®ST POW ERFUL PUREBLO®®D VATMIPIRES
EVER YET LIVE. THE SEARCH FOR GODH®®D HAVE BEEN AN @BSESSION FOR
THE VATIPIRE KING SINCE HIS AUDIENCE WITH THE @ORACLE.

W/ITH HIS RECENT SUCCESS IN GATHERING ALL THE VAMPIRE LO&RDS AS HIS
VASSALS, HE HAS CLEARED THE FIRST @®BSTACLE T® ACHIEVING GODHO®D.

14 HiT P@INTS: }
14 ACTI®N P&®INTS; 14
14 Map Me 2
2
PRECISI®N: 12
[MAGIC RESISTANCE: 18

STAFF, LIFE DRAINING

STerM Imm
LD RESISTANCE (5@%) PoisorRESISTANCE (|@@%)
\RK VIsioN (|QQ%) - EGENERATION (1@Q%)

®oD HUNT (3) DemiNieNs (2)

OR SummeN PUREBL&@®D VAMPIRE (1)
meN New BLe®DeD VAMPIRE (DémM STR/2 EACH MONTH)

.V
MAGIC SKILLS
,DEATH Macic (1), BLeep Macic (2)

#
iy

-H.EADE!RSHIP '

-

KAY LEADER (4@), ExPERT UNDEAD LEADER (12@)
* b

)







SHAPESHIFT & SPECIAL UNITS

SUMIM®NABLE
RECENTLY DECEASED B®DIES WHICH HAVE BEEN ANIMATED INT® FALSE LIFE.
THIS IS A PRATICE WELL KN&WN BY NECR®MANCERS. 'ESPECIALLY IN SURPRIS
ATTACK &R AN AMBUSH IT HAVE BEEN SEEN THAT FALLEN S®LDIERS HAVE
BEEN RAISED T® STAB THEIR COMRADES IN THE BACK.

BULLESS

M®REGVER T® BE BITTEN BY A SOULLESS WILL CURSE THE B&®DY AND HE
WILL |®IN THE RANK &F THE S®ULLESS.

TRENGTH: 12 HiT P@INTS: 6
TTACK: 5 ACTI®N PaINTS; 14
.:‘i NSE: 3 Map Moy 2
®TECTI®N: NeNE SIZE? 2
MBRANCE: NoNE PRECISI®N: 4
RALE: 50 MAGIC RESISTANCE: 6

E: UNDEAD
/EAPONS: S@OULLESS BITE

RITOR: Non

ITIES
NDLESS

{EVER HEALS

pLD RESISTANCE (|@@%)
POR AMPHIBIAN

De NoT EAT
PoisoN RESISTANCE (|@@%)

@.AGIC SKILLS

ONE >
L3

-

i,ﬁADERSHIP '




New DemeN WeLr L
A CO®LD-ICE WIND, CHILL D&WN THE SPINE, RED GLOWING EYES IN THE DA
AND THE SMELL ®F BLO®D; SNowW DEmMeN WeLr.

THESE VILE BEASTS THAT ROAMING THE SNOWCO®VERED WASTELANDS ®F T
N®RTHEN PART ®F THE W®RLD CAN @©NLY BE TAMED BY THE CHOOSEN DNE
AND DARK SUMM®NER. AS THEIR SURRO®UNDING FOULNESS ATTRACT THE
SNew DemeéN WeLVES. GIVE THEM A CORPSE AND YOU HAVE A F D

F®R LIFE.
ENGTH: 12 HIT PoINTS: }
FACK: 14 ACTI®N P&®INTS; 20
14 Map Me 3
5 SI 2
PRECISI®N: 8
30 [MaGic RESISTANCE: 15

DemeN
BiTE

LD RESISTANCE (IQQ%) PoisenRESISTANCE (|@@%)
RKVISION ([@Q@%) EALTHY (15)

TER Power (1) Dark Pewer (1)

CHILL (3)

Ice PrReTECTI®N (1)

GIC SKILLS
N@NE

|

LEADERSHIP

ONE '




I‘ -+ .
¥ " ! I',
i Ty ¥ w " oI

CHILD @F THE NIGHT = W@LF SHAPE L R = SHAPESHI
CHILDREN &Ff THEt NIGHT ARE THE ©FFSPRING ®F VAIIPIRES.

IN THE VAIPERIC ARIST®OCRACY ALL VAIIPIRE CHILDREN ARE SACRED
IRRESPECTIVE @©F WHICH FAMIILY THEY ARE BORN INT®.

AS Y®UNG VAMPIRES LACK THE STRENGTH &F A FULLY GR®WN VATIPIRE,
THEIR SURVIVAL INSTINCT HELPS THEM IN DIFFICULT SITUATI®NS. WHEN
PUSHED INT® SUCH A SITUATI®N THEY CAN CHANGE INT® WSLF FORII.

12 HIT P®INTS: I
9 ACTI®N POINTS; 15
| ‘s 7 (%) Map Meyve: ; 2
ROTECTION: 5 Size: I
JCUIMBRANCE: NeNE PRECISI®N: 12
SRALE: 30 [MAGIC RESISTANCE: 13
. V AMIPIRE
APONS: BITE
DR NaeN
ITIES
LD RESISTANCE (5Q%) PoisgnRESISTANCE (IQQ%)
\RKVISION (I@D%) EALTHY (I5)
BRI [MMUNE . DarkPewER (1)
GENERATIGN [I@] - BLeeD HUNT (1)
(DLY

HCIAL ABILITIES

-

3ECOMENVENGEFUL CHILD SPIRIT ®N DEATH
i

BAGIC SKILLS.
N®NE )

. .
FEADERSHIP : .
®®R LEADER (12), EQEBR UNDEAD LEADER (1Q) N




ENGEFUL CHILD SPIRIT o 4
WHEN A VAIIPIRE CHILD DIES IN DESPAIR, FEAR AND AGONY, ITS SPIRIT W
SEEK ®UT VENGEANCE. S®RR®W AND SADNESS ARE MARKED IN THE CHILD'

:ll'l SPIRIT.,

VATIPIRE FOLK LORE TELL THE TALES ©F VENGEFUL CHILD SPIRITS STILL
HAUNTING ANCIENT AND FORGOTTEN BATTLEGROUNDS, SEARCHING FOR
THEIR EARTHLY B@®DY...

’ ENGTH: o) HiT P®INTS: i
JACK: (%) ACTI®N P®INTS: 12

o 5 Map Moeve: F
ROTECTI®N: NeNE SIZE: I
CUIMBRANCE: NeNE PRECISI®N: %)

I®RALE: 5@ [MAGIC RESISTANCE: 13

RGE: * UNDEAD

&
APONS: CLAW
DR: Naon

BHLITIES
SLD RESISTANCE (10@%) PoiseN RESISTANCE (IQ@Q%)
ARKVISION ([@Q%) Neep Neo EAT
HEREAL DarkrewER (1)

MAGIC SKILLS -
I::

ES

LEADER SHIP

i\I?NE
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THANKS T®

i I | #

e \
JGMGHR AND DIMIZER AT HTTPY//UBUNTUFGRUMS.RG FOR TEXT
\NALYTIC KERNEL AT HTTPY// FORUII.SHRAPNELGATIES.COI

®R TEXT AND GRAMMER CORRECTIBNS.

lT[AKTY, ALPINE |®fF, TIARAXUS, THARM®, REDEYES,
ANALYTIC_KERNEL AND S@®MBRE
AT HTTPY// FORUM.SHRAPNELGAIMES.COM FOR BUG SQUEEZING,

SUGGESTI®NS AND IDEAS.
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