Vampyres

General: It would be very simple if all Vampyres were as cruel and evil as the vampires that they were spawned from. Unfortunately, nothing is so simple when it comes to a Vampyre, but then again this should not be a surprise considering a Vampyre’s origin.  Vampyres are the product the breeding between male vampires and females from the different mortal humanoid races that live on the world.

Personality: Vampyres rarely find joy in the various pleasures of life that are available to all races.  They are not interested in music, art, and culture and such.  In many places, they are hunted and prosecuted for the sins that were committed by their fathers or out of the fear that they will embrace their vampiric heritage.  As a result, Vampyres tend to be loners and very more often then not are introverts.

Physical description: Vampyres favor the appearance of their mortal mothers.  As a result, Vampyrres can appear as any of the humanoid races that exist in this world.  They can resemble halflings if the mother was a halfling or even half-orcs and dwarven if their mothers were of that race.  To determine the actual physical characteristics (but not racial abilities or bonuses), use the race that a Vampyre’s originates from.

Relations: As mentioned before, Vampyres are loners by nature. They can tolerate all humanoids and are able to work with them when the need arises.  They are more accepting to the race that their mothers come from, but they don’t have any racist preconceptions that their mother’s race may have had (e.g., a Vampyre of dwarven descent would not have the racial hatred for goblins or orcs and such).

Alignment: Vampyres can be of any alignment but the majority tends to be Lawful Neutral.  Lawful Good Vampyres do exist, although are a rare sight.  Regardless of their alignment, their blood is tainted with the negative plane energy (albeit to a miniscule extent) and when checked as to the Vampyre’s alignment (e.g., a Paladin’s ability or by a spell), the Vampyre will always be determined as being Chaotic Evil.  Ironically, any weapon that does extra damage to chaotic evil or evil targets (e.g., smite evil) will effect the Vampyre regardless of actual alignment.

Vampyre lands: Vampyres have no lands of their own, though they are welcome in the lands that their mortal mother’s come from.  Most often then not, Vampyres are found wondering from one land to another.

Language: Vampyres speak common and the language of their mother’s race and any other relevant language (check with DM).

Religion: Vanmpyres can pretty much worship any deity.  Most often they will choose their matron’s racial deity or Wee Jas.

Abilities:  (Do not use the racial abilities of the Vampyre’s mortal mother, although a Vampyre may resemble the maternal race in features, the Vampyre has its own set of racial abilities listed below)

+2 str., +2 Dex, and –4 Con.)  The reason for the Constitution loss to begin with has to do with the negative plane essence that exists within the Vampyre and feeds of the Vampyre’s body.
Vampyre’s are the same size as their maternal race

Vampyre’s base speed is +10 feet to that of their maternal race

Extended life: Vampyres’ ages and aging effects are determined by the race that their mother’s come from.  However, this life cycle last longer then those above mentioned races.  A Vampyre’s bloodline extends their natural life cycleas shown below:

Dwarf: +75 years

Elf: +100 years

Gnome: +50 years

Half-Elf: +35 years

Half-Orc: +20 years

Halfling: +30 years

Human: +25 years

Note that the character still suffers from the effects of progressive aging and unlike a Vampyre, will one day die from old age.  To determine when a Vampyre reaches middle age, old age or venerable age, add the additional years for the matron race of the Vampyre shown above to that of the races category.  E.g., a Dwarf would normally reach Middle Age at 125 years of age while a Vampyre of Dwarven descent will reach Middle Age at 200 years of age.

Darkvission (30 feet range): Darkvision is the extraordinary ability to see with no light source at all, to a range specified for the creature.  Darkvision is black and white only.  Darkvision does not allow characters to see anything that they could not see otherwise—invisible objects are still invisible, and illusions are still visible as what they seem to be. Likewise, darkvision subjects a creature to gaze attacks normally. The presence of light does not spoil darkvision.

Skills: Vampyres receive a +1 racial bonus to Bluff, Hide, Listen, Move Silently, Search, Sense Motive, and Spot checks.

Negative plane energy immunity: Considering that a Vampyre’s blood has some negative plane energy running trough the Vampyre’s veins, a Vampyre has acclimated himself/herself to the negative energy and has build an immunity to it.

Unnatural Aura (Su): Both wild and domesticated animals can sense the negative energy that runs through a Vampyre’s veins at a distance of 30 feet. They will not willingly approach nearer than that and panic if forced to do so; they remain shaken as long as they are within that range.

Favored class: Any  (but classes like Druids or Rangers will be limited due to the race’s unnatural aura as mentioned above).

Susceptible to turning: When a Cleric tries to turn or rebuke undead within an area where a Vampyre is also present, the Vampyre is somewhat effected as well.  Instead of being destroyed, controlled or turned, an effected Vampyre becomes dazed.  The same applies from weapons or spells that effect planar creatures. (making the Vampyre dazed if within an area or the target of such spell or ability).  Vampyre’s are not effected by holy water (unless drunk….DM determines effect then).

