
 

 

Vampire  
Once living, you now find your life a constant fight against the gnawing hunger inside of you. 
CLASS TRAITS:  
Role: Striker  

Power Source: Shadow  

Key Abilities: Dexterity, Charisma, Strength  

 

Armour Proficiencies: Cloth, Leather  

Weapon Proficiencies: Simple melee, Simple ranged  

Implements: Holy symbol  

Bonuses to Defense: +1 Fortitude:, +1 Will:  

 

Hit Points at 1st Level: 12 + Constitution score  

Hit Points per Level Gained: 5  

Healing Surges per Day: 2 + Constitution modifier  

 

Trained Skills: From the class skills list below, choose 4 more trained skills at 1st level. Class 

Skills: Acrobatics, Arcana, Athletics, Bluff, Diplomacy, History, Intimidate, Perception, Religion, Stealth, 

Stealth  

 

Class Features: Child of the Night, Blood is Life, Enduring Soul, Vampiric Reflexes, Once Mortal, 
Unarmed Combatant, Hidden Might  

You are a monster, plain and simple.   Once living, you either became the victim, willing or otherwise, 

of another vampire, and won your freedom, or you sought out the rituals to make yourself into what you are.   Whatever the reason, you 

no longer draw breath, and find yourself hungering for the taste of mortal lifeblood. 

 

Whatever you came from, you are no longer what you were.   The touch of the sun on your bare skin sears your flesh like flame, and you 

find yourself fighting against the urges inside of yourself that constantly call for satisfaction.    

 

Adventuring Vampires are those that have either become vampires independent of a master vampire, or has escaped the control of their 

creator vampire.   They are amazingly capable strikers, moving in and out of combat, drawing from their victims the very life energy they 

hunger for, fueling their undeath. 

Class features 
CHILD OF THE NIGHT 

You have been reborn into darkness, as a predator of the night. 

Benefit: 

-You are an undead creature.   You are unaffected by anthing that affects only living creatures.   You don't need to breathe, which means 

you are immune to suffocation.   You also don't age.   Unlike most undead, you do need to sleep. 

-You have darkvision. 



 

 

-You have resist 5 necrotic. 

-You have vulnerable 5 radiant. 

-If you end your turn in direct sunlight and lack a protective covering such as a cloak or other heavy clothing, you take 5 radiant damage 

(plus additional damage from your radiant vulnerability) from the sunlight, and you are weakened (Save ends).   If you drop below 1 hit 
point from this damage, you are instantly destroyed. 

BLOOD IS LIFE 

As an undead creature, you gain power and strength when you drain the life essence of other creatures.   A gnawing hunger burns within 

your body and spirit, tempting you to descend into feral madness. 

Benefit: 

-Once during a short rest, any ally adjacent to you can willingly lose one healing surge to allow you to regain hit points equal to your 

bloodied value.   If you end an extended rest with more healing surges than your usual number of healing surges for the day, you lose any 

healing surges beyond the number but regain all your hit points. 
-You gain the blood drinker class power. 

ENDURING SOUL 

Your undead nature works despite your intentions to preserve your unlife. 

Benefit: 

-While you are bloodied, you gain regeneration equal to your Charisma modifier.   If you take radiant damage, your regeneration does not 
function until the end of your next turn. 

VAMPIRIC REFLEXES 

You move with preternatual grace and speed, making it difficult for your enemies to strike you. 

Benefit: 

-You gain a +2 class bonus to AC while you are wearing cloth, leather, or no armor.   If you are carrying a shield, this bonus decreases to 
+1. 

ONCE MORTAL 

You were very likely something else before you became your new, vampiric self. 

Benefit: 

-You begin at 1st level with one free multiclass feat.   As well, either gain proficiency in one of the weapons associated with the class of 

this feat, or become able to use any one implement associated with the class of this feat.   This implement's bonuses now apply to your 

vampire class abilities that have the implement keyword. 

-The class featured in the feat then becomes a secondary class for you.   At first level, instead of choosing a Vampire encounter attack 

power, you may select one of the at-will attack powers of your secondary class, and it becomes a vampire encounter attack power for 

you.   As well, when you choose daily attack powers, you may instead choose an encounter power from your other class, and that power 

then becomes a daily attack power for you.   At no time may you have more powers chosen from your secondary class than you do 

powers from the vampire class. 

UNARMED COMBATANT 

You can make unarmed attacks with much greater effectiveness than most other combatants can, thanks to your vampiric nature.   When 



 

 

you make a weapon attack, such as a melee basic attack, you can use your vampire unarmed strike, which is a weapon in the unarmed 

weapon group.   This weapon has the off-hand property, a +2 proficiency bonus, and it deals 1d10 damage.   You must have a free hand 

to use your vampire unarmed attack, even if you describe your attack as a savage bite, headbutt, or kick.   Your vampire unarmed strike 

cannot be turned into a magic weapon, but it can benefit from a magic ki focus if you have one. 

HIDDEN MIGHT 

Though you might show no outward signs of it, the curse that transformed you into an undead creature grants you physical power from 

the force of your personality alone. 

Benefit: 

-You gain a bonus to the damage rolls of your vampire powers and vampire paragon path powers.   The bonus equals your Charisma 

modifier.   The bonus increases to 2 + your Charisma modifier at 5th level. 4 + your Charisma modifier at 15th leve, and 6 + your 
Charisma modifier at 25th level. 

Vampire Powers 
Blood Drinker 
Vampire Feature 

When your attack strikes true, you aweep past your foes defenses to consume the essence of its life. 
Encounter * Shadow  

Immediate Reaction                 Personal  
Trigger: You hit an enemy with a melee at-will attack power.  

Effect: The target takes 1d10 extra damage from the triggering attack, and you gain a healing surge. 

Level 17: 2d10 extra damage. 

Level 27: 3d10 extra damage. 

Special: At level 7, you gain a second use of this power per encounter, but you can still only use it once per turn. 

Level 1 At-Will Powers 
Vampire Slam 
Vampire Attack 1 

You use the full force of your undead strength to drive your foe back. 
At-Will * Shadow, Implement, Weapon  

Standard Action                 Melee 1  

Target: One creature  

Attack: Dexterity vs. AC 

Hit: 1[W] + Dexterity modifier damage, and you can push the target one square.   You may not use a 

reach weapon for this attack. 

Level 21: 2[W] + Dexterity modifier damage. 
Special: You can use this power as a melee basic attack. 

Predator's Deadly Gaze 
Vampire Attack 1 

Your eyes lock with your enemy, and the bestial hunger inside of you reminds your foe of what it means 
to be prey. 
At-Will * Shadow, Psychic, Fear, Implement  

Standard Action                 Ranged 5  

Target:  

Attack: Charisma vs. Will 
Hit: 1d8 + Charisma modifier psychic damage, and your target grants combat advantage 

until the end of your next turn. 

Level 21: 2d8 + Charisma modifier psychic damage. 

Dark Beckoning 
Vampire Attack 1 

Your mesmerizing gaze draws your enemies closer. 
At-Will * Shadow, Psychic, Charm, Implement  

Standard Action                 Ranged 5  

Target: One creature  

Attack: Charisma + 2 vs. Will 

Hit: 1d6 + Charisma modifier psychic damage.  

Level 21: 2d6 + Charisma psychic modifier psychic damage. 

Taste of Life 
Vampire Attack 1 

Your dread touch burns your foe with dark power, even as your own energy is temporarily restored. 
At-Will * Shadow, Necrotic, Implement  

Standard Action                 Melee 1  

Target: One creature  

Attack: Dexterity vs. Fortitude 

Hit: 1d8 + Dexterity modifier necrotic damage, and you gain temporary hit points equal to 2 

+ your Charisma modifier. 

Level 21: 2d8 + Dexterity modifier necrotic damage. 



 

 

Level 1 Encounter Powers 

Intrusion of Undeath 
Vampire Attack 1 

Casting your hand forth, the essence of your condition flows forward, entering the body of you target and 
corrupting it from the inside out. 
Encounter * Shadow, Necrotic, Implement  

Standard Action                 Ranged 5  

Target: One creature  

Attack: Charisma vs. Fortitude 
Hit: 2d8 + Charisma modifier necrotic damage, and the target cannot gain temporary hit points or 

benefit from any healing other than their Second Wind until the end of your next turn. 

Night Talons 
Vampire Attack 1 

The nails on the ends of your fingers sharpen into inky-black claws that rend at your foe, drawing forth 
the blood you so desire. 
Encounter * Shadow, Implement  

Standard Action                 Melee 1  

Target: One creature  

Attack: Dexterity vs. AC 
Hit: 1d10 + Dexteirty modifier damage, and the target takes ongoing 5 damage (save ends).  

 If this attack bloodies your target, you gain temporary hit points equal to 3 + your Charisma 

modifier. 

Let the Blood Flow 
Vampire Attack 1 

With a swipe at your foe, you flay them open, letting out the crimson river you desire to drink from. 
Encounter * Shadow, Implement, Weapon  

Standard Action                 Melee weapon  

Target: One creature  

Attack: Dexterity vs. AC 

Hit: 2[w] + Dexterity modifier damage, and the target takes ongoing damage equal to the 

vampire's Strength modifier (save ends).   If the target is bloodied, the vampire may gain 5 

temporary hit points instead of dealing the ongoing damage. 

Symphony of the Night 
Vampire Attack 1 

Opening your mouth and spreading your arms, the night around you erupts in the unearthly howls of the 
wild predators, driving your foe momentarily mad with fear. 
Encounter * Shadow, Psychic, Thunder, Fear, Implement  

Standard Action                 Close burst 2  

Target: One creature in burst  

Attack: Strength vs. Will 
Hit: 2d6 + Charisma modifier psychic and thunder damage, and you may slide the target, and 

all enemies adjacent to the target, 1 square.   If there are no enemies adjacent to the target, 

you may instead slide the target 3 squares. 

Level 1 Daily Powers 

Swarm of Shadows 
Vampire Attack 1 

Your body becomes a swarm of bat-like shadows that let you harry your enemies, then fade from sight. 
Daily * Shadow, Teleportation, Implement  

Standard Action                 Close blast 3  

Target: Each enemy in blast  

Attack: Dexterity vs. Fortitude 
Hit: 3d6 + Dexterity Modifier damage, and ongoing 5 damage (save ends). 

Miss: Half damage. 

Effect: You teleport to a square in the clast and are invisible until the end of your next turn. 

Mesmer's Stare 
Vampire Attack 1 

Your foe makes the mistake of looking into your eyes, and finds himself so transfixed, he can do nothing. 
Daily * Shadow, Psychic, Charm, Implement  

Standard Action                 Ranged 5  

Target: One creature  

Attack: Charisma vs. Will 
Hit: 2d8 + Charisma modifier pyschic damage, and the target is stunned (save ends) 

Miss: Half damage and the target is dazed until the end of your next turn. 

Level 2 Utility Powers 

Charming Gaze 
Vampire Utility 2 

Your compelling demeanor throws your prey off its guard, lulling it into a false sense of security. 
Encounter * Shadow, Charm  

Minor Action                 Close blast 5  

Target: One creature in blast  

Effect: Until the end of your next turn, the target cannot make opportunity attacks or take immediate 
actions.   In addition, you gain a +4 bonus to the next Bluff check or Diplomacy check you make against 

the target before the end of the encounter. 

Glimmer of the Beast 
Vampire Utility 2 

For a mere moment, you let the predator inside of you come to the surface. 
Encounter * Shadow, Charm  

Minor Action                 Close burst 5  

Target: One creature in burst  

Effect: You receive a +4 power bonus to Intimidate checks until the end of your next turn.  
 In addition, anyone making an Insight check against you until the end of your next turn is 

dazed until the end of your next turn. 

  



 

 

Hunter's Gaze 
Vampire Utility 2 

As you focus on a foe, your predatory presence leaves it open to attack. 
Encounter * Shadow, Charm  

Minor Action                 Close blast 5  

Target: One creature in the blast  

Effect: Until the start of your next turn, the target grants combat advantage while you are adjacent to it.   In addition, you gain a +4 bonus to the next Intimidate check you make against the 

target before the end of the ecnounter. 

 

Level 3 Encounter Powers 

Feral Assault 
Vampire Attack 3 

You howl like a beast as you strike, your hunger and fury driving you to make a brutal attack. 
Encounter * Shadow, Implement, Weapon  

Standard Action                 Melee weapon  
Target: One creature  

Attack: Dexterity vs. AC 

Hit: 2[w] + Dexterity modifier damage. 

Special: You can lose a healing surge when you use this power to either target a second 

creature or deal 2d8 extra damage with the attack. 

Insidious Darkness 
Vampire Attack 3 

With a hiss, the blackness that has inflitrated your soul flies out to a nearby creature, invading its body, 

corrupting its very being, and gnawing away at its sanity. 
Encounter * Shadow, Necrotic, Psychic, Fear, Implement  

Standard Action                 Close burst 2  

Target: One creature in burst  

Attack: Charisma vs. Will 

Hit: 2d10 + Charisma modifier necrotic damage, and the target takes ongoing 5 psychic damage (save 

ends). 

Special: You may lose a healing surge when you use this power to target a second creature in the 

burst to take ongoing 5 psychic damage (save ends) as well. 

Level 5 Daily Powers 

Venomous Darkness 
Vampire Attack 5 

Staring at your foe across the field, you cause his own shadow to rise up and strike, 
infecting his very being with the entropic force of the shadows that power you. 
Daily * Shadow, Necrotic, Poison, Reliable, Implement  

Standard Action                 Ranged 5  

Target: One creature  

Attack: Charisma vs. Fortitude 
Hit: 3d10 + Charisma modifier necrotic and poison damage. 

Special: You may spend a healing surge to have the target be dazed and take 

ongoing 5 necrotic and poison damage (save ends both). 

Unfettered Hunger 
Vampire Attack 5 

Your eyes turn red wth fury, yoru fangs lengthen, and you rage like a beast as you allow your hunger to seize control. 
Daily * Shadow, Implement, Weapon  

Standard Action                 Close burst 1  

Target: Each creature in burst  

Attack: Dexterity vs. Reflex 

Hit: 2[w] + Dexterity modifier damage. 

Miss: Half damage. 

Effect: Until the end of the encounter, you gain a +2 power bonus to attack rolls and a +4 power bonus to damage 

rolls, you can shift up to your speed as a move action, and you cannot spend healing surges to regain hit points. 

Level 6 Utility Powers 

Form of the Bat 
Vampire Utility 6 

Your body becomes a cloud of pure shadow that shrinks and coalesces into the form of a cluttering bat. 
Encounter * Shadow, Polymorph  

Standard Action                 Personal  

Effect: You assume the form of a Tiny bat.   While you are in this form, you have a speed of 2 and a fly speed of 8, and you 

cannot make attacks of hold or carry any object.   Your equipment becomes part of this form.   You use a move action to return 
to your normal form. 

Strength of Blood 
Vampire Utility 6 

You draw on the life force you have consumed to grant yourself a sudden 

burst of strength. 
Encounter * Shadow  
Minor Action                 Personal  

Effect: You gain a +5 power bonus to the next Athletics, 

Endurance, or Strength check you make before the end of your 

next turn. 

Special: You can lose a healing surge when you use this power to 

increase the bonus to +10. 

  



 

 

Level 7 Encounter Powers 

Nocturnal Whispers 
Vampire Attack 7 

With a few gently whispered threats, the shadow within you gives them power, and they tear at your foe, striking terror 

into his very spirit. 
Encounter * Shadow, Psychic, Thunder, Fear, Implement  

Standard Action                 Close blast 2  

Target: One creature in blast  

Attack: Charisma vs. Will 

Hit: 2d6 + Charisma modifier psychic and thunder damage, and you push the target 2 squares. 

Special: You may spend a healing surge to either target another creature in burst, or instead push the 

original target and additional number of squares equal to your Charisma modifier. 

Celeritous Assault 
Vampire Attack 7 

The shadowy beast inside of you lends your attack such amazing speed that you dash over the 

ground, assault your foe, and move away before anyone can react. 
Encounter * Shadow, Teleportation, Implement, Weapon  

Standard Action                 Melee weapon  

Target: One creature  

Attack: Dexterity vs. AC 

Hit: 2[w] + Dexterity modifier damage. 

Special: You shift your speed, and may make your attack at any time during the 

movement.   During this shift, you ignore difficult terrain. 

Level 9 Daily Powers 

Domineering Gaze 
Vampire Attack 9 

With a glance, your foe falls under your control and will yield up its life force to strengthen you. 
Daily * Shadow, Necrotic, Charm, Reliable, Implement  

Standard Action                 Ranged 5  

Target: One enemy  

Attack: Charisma + 2 vs. Will 

Hit: The target is dominated (save ends).   While the target is dominated by this power, you can use a minor action while 

adjacent to the target to deal necrotic damage to the target equal to your healing surge value, and you gain a healing 

surge.   Doing this ends the dominate effect. 

Paralytic Strike 
Vampire Attack 9 

As your weapon digs deep into the flesh of your foe, the blackness of a winter's 
night flows into the wound, locking them tightly in place, as if rigor mortis had 

set in on their body. 
Daily * Shadow, Implement, Weapon  

Standard Action                 Melee weapon  
Target: One creature  

Attack: Dexterity vs. AC 

Hit: 3[w] + Dexterity damage, and the target is immobilized (save 

ends). 

Miss: Half damge, and the target is slowed (save ends) 

Level 10 Utility Powers 

Night Crawler 
Vampire Utility 10 

With the grace of a spider, you skitter up the walls and across the ceiling with eerie grace. 
At-Will * Shadow  

Minor Action                 Personal  
Effect: You gain a climb speed equal to your speed until the beginning of your next turn.   You 

can climb across a ceiling or similar surface as well.   If you end your turn on any surface but the 

floor, you must make an Athletics check at an appropriate difficulty for your level, or fall. 

Gaseous Form 
Vampire Utility 10 

You transform into a shadowy mist that shreds and twists away from your enemy's grasp. 
Daily * Shadow, Polymorph  

Minor Action                 Personal  
Effect: You assume a gaseous form.   While in this form, you are insubstantial and phasing, gain 

a fly speed of 8, and gain a +10 power bonus to Stealth checks.   You cannot attack in this form.  

 The form lasts until the end of your next turn or until you use a minor action to end it. 

Sustain Minor: The gaseous form persists until the end of your next turn. 

 


