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The Complete Guide to Vampires introduces a number of new kinds of vampires, ranging from the mundane to the fantastic. Th
inferno vampire feeds on the pure energy of flame, occasionally experiencing violent outbursts of anger and hatred. The mogle
vampire is almost exactly the opposite: musically inclined and of a sensitive temperament, moglets tend to be charismatic an
charming.

Both moglet and inferno vampires are presented as racial classes, allowing a PC or NPC to slowly gain in power as itrasters mo
of its vampiric heritage. This supplement to the Complete Guide to Vampires showcases examples of these new vampires: a min
taur that has been transformed into an inferno vampire, and a nymph that has been transformed into a moglet vampire.

INFERNO MINOTAUR gaseous form, natural cunning, radiate

heat, rage 2/day, scent, undead traits,

L arge Undead (I nferno Vampire 8) vampire weakness, 12 blood points

(Augmented Monstrous Humanoid) i?)\:ﬁ s g?rrtszziflg”gxi: :r5
Hit Dice: 6d12 (36 hp) ' - ! '
S Int 7, Wis 10, Cha 14
Initiative: +1 . -
Speed: 30 ft. Skills: Knowledge (arcana) +6, Intimidate +5,
Armor Class: 21 (-1 size, +1 Dex, +11 natural), touchF _ Iésten ; Sgaéch +2,.Spe(I;craft +|§' S.po(tj+7
10, flat-footed — (see text) eats: thra Aoo ) apacity, Great Fortitude,
BAB/Grapple +6/+17 ower Attac
Attack: Greataxe +10 melee (3d6+8/x3) or gor&nvironment: Underground
+10 melee (1d8+5) Organization: Solitary, pair, or gang (3-4)
Full Attack: Greataxe +10/+5 melee (3d6+8/x3) anghallenge Rating: 6
gore +5 melee (1d8+5) Treasure: Double standard
Space/Reach: 10 ft./10 ft. Alignment: Always chaotic evil
Special Attacks: Blood drain, create spawn, powerfuladyvancement: By character class
charge 4d6+8 Level Adjustment: +8
Special Qualities:  Agent of the phoenix, damage reduction
10/magic and silver, darkvision 60 ft.,  |nferno vampire minotaurs are proud, destructive forces

dragon blood, fiery death, fire subtypewho look for purpose in their new semblance of life. When they




become undead they gain the burning desire to do something

with the raw power they now possess. Often they dedicate

themselves to some task. It may be as mundane as digging a

passage through a mountain, or as ambitious as wiping out a

rival clan of ogres. Hit Dice:
Inferno vampire minotaurs are bigger and stronger thﬂ‘ﬂnatlve

standard minotaurs. They are 8 feet tall and weigh 900 pou

Their hair turns fiery red and they gain explosive tempe;&rmor Class:

Inferno vampire minotaurs never feed on other minotaurs, and

are usually accepted in minotaur clans.

. . . BAB/Grapple:
Inferno vampire minotaurs speak Giant. Attack:
Full Attack:
COMBAT Space/Reach:

Inferno vampire minotaurs prefer melee combat, whegpecial Attacks:
their great strength serves them well. They rarely use their
spellcasting abilities except foull's strength which they will
cast immediately before combat. They love to rage, and use tjgcial Qualities:
ability indulgently, often expending both daily uses in their first
two battles of the day.

The minotaur presented here had the following ability
scores before vampiric racial adjustments: Str 19, Dex 10, Con
15, Int 7, Wis 10, Cha 8.

Powerful Charge (Ex): An inferno vampire minotaur typ-
ically begins a battle by charging at an opponent, lowering its
head to bring its mighty horns into play. In addition to the nor-
mal benefits and hazards of a charge, this allows the beastd@es:
make a single gore attack with a +10 attack bonus that degisiities:
4d6+8 points of damage.

Natural Cunning (Ex): Although inferno vampire mino- gkijj|s:
taurs are not especially intelligent, they possess innate cunning
and logical ability. This gives them immunity tazespells,
prevents them from ever becoming lost, and enables them to
track enemies. Further, they are never caught flat-footed.

Skills: Minotaurs have a +4 racial bonus on Search, Spot,
and Listen checks. Feats:

Vampiric Abilities: The inferno vampire’'s abilities are

MOGLET NYMPH

Medium Undead (M oglet Vampire 8)
(Augmented Fey)

6d12 (39 hp)

+6

30 ft., swim 20 ft.

27 (+6 Dex, +7 deflection, +4 natural),
touch 23, flat-footed 21

+3/+4

Dagger +9 melee (1d4+1/19-20)
Dagger +9 melee (1d4+1/19-20)

5 ft./5 ft.

Blood drain, blinding beauty, create
spawn, spells, spell-like abilities, stun-
ning glance

Aficionado, bardic music, broken, dam-
age reduction 10/cold iron, magic and
silver, dispel magic, dominate, dream,
form of sound,eagle’'s splendqrlow-
light vision,mass eagle’s splendanusi-
cal fast healing 5, performance of a thou-
sand souls, touch of insanity, undead
traits, unearthly grace, vampiric weak-
ness, wild empathy, 10 blood points
Fort +12, Ref +18, Will +15

Str 12, Dex 23, Con —,

Int 16, Wis 17, Cha 25

Concentration +9, Diplomacy +9,
Escape Artist +12, Handle Animal +16,
Heal +12, Hide +15, Listen +12, Move
Silently +15, Ride +8, Sense Motive
+12, Spot +12, Swim +9, Use Rope +6
(+8 with bindings)

Combat Casting, Dodge, Skill Focus,
Weapon Finesse

described on page 10 of the Complete Guide to Vampires. :
Spellcasting: Inferno vampire minotaurs cast spells as 5tIEHV|rqnm§nt:
level sorcerers. Organization:

Typical Spells Prepare¢b/6/3 known, 6/4/2 prepared): 0-Challenge Rating:

level: dancing lights, daze, flare, light, mending, Open/Q|03§r§awre:
1st-level: burning hands, mage armor, magic missile, shieldlignment:
2nd-level:bull’'s strength, flaming sphere Advancement:

Level Adjustment:

Temperate forests
Solitary

9

Double standard
Always chaotic evil
By character class
+15

Moglet nymphs always smile. They are under the mistaken
impression that they are creatures of good. Like all moglets,
they can be kind and caring, especially relating to areas of craft-
ing, arts, and music. But when it comes to other areas, or when
they are in a foul mood, they can be utterly cruel and without
compassion. A moglet nymph might serenade travelers or slay




them, depending on how she feels. guidance, light, resistancdst-level:calm animal, cause light

Moglet nymphs are about the height and weight of a femaleunds, entangle, longstrider, speak with animatsd-level:
elf, with an unearthly beauty that even mortal nymphs canmatrkskin, heat metal, lesser restoration, tree sh&vd-level:
achieve, but there is always something disturbing about theatl lightning, inflict moderate wounds, protection from energy
beauty. It is a vague sense of unease, an indecipherable fkvlevel:rusting grasp

that offers the only warning that they are undead. Stunning Glance (Su): As a standard action, a wrathful
Moglet nymphs speak Sylvan and Common. moglet nymph can stun a creature within 30 feet with a look.
The target creature must succeed on a DC 17 Fortitude save or
COMBAT be stunned for 2d4 rounds. The save DC is Charisma-based.

The nymph had these ability scores before vampiric racial Unearthly Grace (Su): A moglet nymph adds her
adjustments: Str 10, Dex 17, Con 12, Int 16, Wis 17, Cha 19charisma modifier as a bonus on all her saving throws and as a
Blinding Beauty (Su): This ability affects all humanoids deflection bonus to her Armor Class. (The statistics block
within 30 feet of a nymph. Those who look directly at a moglatready reflects these bonuses).
nymph must succeed on a DC 17 Fortitude save or be blinded Wild Empathy (Ex): This power works like the druid’s
permanently as though by théndnessspell. A moglet nymph Wild empathy class feature, except that a moglet nymph has a
can suppress or resume this ability as a free action. The savetfacial bonus on the check.
is Charisma-based. Skills: A nymph has a +8 racial bonus on any Swim check

Spell-Like Abilities: 1/day —dimension doarCaster level to perform some special action or avoid a hazard. She can
7th. always choose to take 10 on a Swim check, even if distracted or

Spells: A moglet nymph casts divine spells as a 7th-levendangered. She can use the run action while swimming, pro-
druid. vided she swims in a straight line.

Typical Druid Spells Prepare@6/5/4/3/1, save DC 13 + ngpiric Abilities: The moglet vampire's abilitie.s are
spell level): O-levelinflict minor wounds, detect magic, flare,described on page 17 of the Complete Guide to Vampires.
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This printing of Complete Guide
to Vampires is done under version
1.0 of the Open Gaming License,
version 5 of the D20 System
Trademark License, version 4 of the
D20 System Trademark Logo
Guide, and the System Reference
Document by permission from
Wizards of the Coast, Inc.
Subsequent printings will incorpo-
rate final versions of the license,
guide and document.

Designation of Product Identity:
The following items are hereby des-
ignated as Product Identity in accor-
dance with Section 1(e) of the Open
Game License, version 1.0: all
proper nouns, capitalized terms,
italicized terms, artwork, maps,
symbols, depictions, and illustra-
tions, except such elements that
already appear in the System
Reference Document.

Designation of Open Content:
Subject to the Product Identity des-
ignation above, Chapter Three on
pages 39-43 is designated as Open
Gaming Content, as well as all stat
blocks and rules derived from the
SRD.

Some of the portions of this book
which are delineated OGC originate
from the System Reference
Document and are copyright ©
1999, 2000 Wizards of the Coast,
Inc. The remainder of these OGC
portions of these book are hereby
added to Open Game Content and,
if so used, should bear the COPY-
RIGHT NOTICE "Complete Guide
to Vampires, by Mark Charke, copy-
right 2004 Goodman Games (con-
tact www.goodman-games.com or
info@goodman-games.com)"

Complete Guide to Vampires is
copyright © 2004 Goodman Games.

Dungeons & Dragons ® and
Wizards of the Coast ® are
Registered Trademarks of Wizards
of the Coast, and are used with
Permission. Open game content
may only be used under and in the
terms of the Open Game License.

‘d20 System’ and the ‘d20
System’ logo are Trademarks
owned by Wizards of the Coast and
are used according to the terms of
the d20 System License version 1.0.
A copy of this license can be found
at www.wizards.com.

OPEN GAME LICENSE Version
1.0a

The following text is the property
of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the
Coast, Inc ("Wizards"). All Rights

Reserved.

1. Definitions: (a)"Contributors"
means the copyright and/or trade-
mark owners who have contributed
Open Game Content; (b)"Derivative
Material" means copyrighted materi-
al including derivative works and
translations (including into other
computer languages), potation,
modification, correction, addition,
extension, upgrade, improvement,
compilation, abridgment or other
form in which an existing work may
be recast, transformed or adapted;
(c) "Distribute" means to reproduce,
license, rent, lease, sell, broadcast,
publicly display, transmit or other-
wise distribute; (d)"Open Game
Content" means the game mechan-
ic and includes the methods, proce-
dures, processes and routines to
the extent such content does not
embody the Product Identity and is
an enhancement over the prior art
and any additional content clearly
identified as Open Game Content
by the Contributor, and means any
work covered by this License,
including translations and derivative
works under copyright law, but
specifically  excludes  Product
Identity. (e) "Product Identity"
means product and product line
names, logos and identifying marks
including trade dress; artifacts;
creatures characters; stories, story-
lines, plots, thematic elements, dia-
logue, incidents, language, artwork,
symbols, designs, depictions, like-
nesses, formats, poses, concepts,
themes and graphic, photographic
and other visual or audio represen-
tations; names and descriptions of
characters, spells, enchantments,
personalities, teams, personas, like-
nesses and special abilities; places,
locations, environments, creatures,
equipment, magical or supernatural
abilities or effects, logos, symbols,
or graphic designs; and any other
trademark or registered trademark
clearly identified as Product identity
by the owner of the Product Identity,
and which specifically excludes the
Open Game Content; (f)
"Trademark” means the logos,
names, mark, sign, motto, designs
that are used by a Contributor to
identify itself or its products or the
associated products contributed to
the Open Game License by the
Contributor (g) "Use", "Used" or
"Using" means to use, Distribute,
copy, edit, format, modify, translate
and otherwise create Derivative
Material of Open Game Content. (h)

"You" or "Your" means the licensee
in terms of this agreement.

2. The License: This License
applies to any Open Game Content
that contains a notice indicating that
the Open Game Content may only
be Used under and in terms of this
License. You must affix such a
notice to any Open Game Content
that you Use. No terms may be
added to or subtracted from this
License except as described by the
License itself. No other terms or
conditions may be applied to any
Open Game Content distributed
using this License.

3.0ffer and Acceptance: By
Using the Open Game Content You
indicate Your acceptance of the
terms of this License.

4. Grant and Consideration: In
consideration for agreeing to use
this License, the Contributors grant
You a perpetual, worldwide, royalty-
free, non-exclusive license with the
exact terms of this License to Use,
the Open Game Content.

5.Representation of Authority to
Contribute: If You are contributing
original material as Open Game
Content, You represent that Your
Contributions are Your original cre-
ation and/or You have sufficient
rights to grant the rights conveyed
by this License.

6.Notice of License Copyright:
You must update the COPYRIGHT
NOTICE portion of this License to
include the exact text of the COPY-
RIGHT NOTICE of any Open Game
Content You are copying, modifying
or distributing, and You must add
the title, the copyright date, and the
copyright holder’'s name to the
COPYRIGHT NOTICE of any origi-
nal Open Game Content you
Distribute.

7. Use of Product Identity: You
agree not to Use any Product
Identity, including as an indication
as to compatibility, except as
expressly licensed in another, inde-
pendent Agreement with the owner
of each element of that Product
Identity. You agree not to indicate
compatibility or co-adaptability with
any Trademark or Registered
Trademark in conjunction with a
work containing Open Game
Content except as expressly
licensed in another, independent
Agreement with the owner of such
Trademark or Registered
Trademark. The use of any Product
Identity in Open Game Content
does not constitute a challenge to

the ownership of that Product
Identity. The owner of any Product
Identity used in Open Game
Content shall retain all rights, title
and interest in and to that Product
Identity.

8. Identification: If you distribute
Open Game Content You must
clearly indicate which portions of the
work that you are distributing are
Open Game Content.

9. Updating the License: Wizards
or its designated Agents may pub-
lish updated versions of this
License. You may use any author-
ized version of this License to copy,
modify and distribute any Open
Game Content originally distributed
under any version of this License.

10 Copy of this License: You
MUST include a copy of this License
with every copy of the Open Game
Content You Distribute.

11. Use of Contributor Credits:
You may not market or advertise the
Open Game Content using the
name of any Contributor unless You
have written permission from the
Contributor to do so.

12 Inability to Comply: If it is
impossible for You to comply with
any of the terms of this License with
respect to some or all of the Open
Game Content due to statute, judi-
cial order, or governmental regula-
tion then You may not Use any
Open Game Material so affected.

13 Termination: This License will
terminate automatically if You fail to
comply with all terms herein and fail
to cure such breach within 30 days
of becoming aware of the breach.
All sublicenses shall survive the ter-
mination of this License.

14 Reformation: If any provision
of this License is held to be unen-
forceable, such provision shall be
reformed only to the extent neces-
sary to make it enforceable.

15 COPYRIGHT NOTICE
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Gary Gygax and Dave Arneson.
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