
Lemorack’s homebrew guide to playing 

Vampires 

 

Introduction 

 Good evening, I bid you welcome to my guide! My name is Lemorack, and two of my 

favorite things in this world are table-top roleplaying and Vampire lore. In this guide I will 

introduce you to my very own homebrew guide to letting players roleplay as Vampire 

characters in 5th edition Dungeons and Dragons.  

 This ruleset is based on the 5th edition Monster Manual entry for Vampires, with a few 

other elements taken from various other sources of inspiration, such as the numerous books 

and movies on Vampires, and a little bit of Vampire: The Masquerade mixed in as well. 

 I hope you and your group enjoy the dark fantasy adventures of the Vampire race, and 

remember that all the rules in this guide apply solely to my own homebrew fantasy world of 

Eternal Winter, and if you see it to be necessary, feel free to modify them to better suit the 

needs of your players and your campaign. 

 Have fun! Let’s sink out teeth into it! 

 

The condition of Vampirism  

 Whether you find the condition of Vampirism to be a curse or a gift is largely up to 

personal interpretation, and is a matter of constant debate. The condition first made its way 

into the mortal plane when certain mortals entered into pacts with dark deities to obtain the 

ability to cheat death. While still essentially a walking corpse, unlike other corporeal undead 

the Vampire retains her soul, though the devout maintain that it becomes eternally corrupted. 

Regardless, possessing a soul means that the Vampire maintains all her mental faculties, 

though the needs and urges of a Vampire’s body almost always have a powerful impact on 

her personality. 

 

 

Becoming a Vampire 

The rarest and most difficult way of becoming a Vampire is to strike a bargain with a 

deity, most commonly one representing the aspect of death, though other aspects have been 

known to bestow the condition as well, such as a goddess of the hunt, vengeance, pestilence 

or war. A complex ritual must be performed, one that requires the sacrificing of mortal lives 



and the consumption of the blood of the living. The ritual always concludes with the death of 

the host, after which she will later rise from the grave as a trueborn Vampire. 

Alternatively, and far more commonly, true-blooded Vampires may themselves 

produce offspring. The Vampire must allow a subject to consume some of their own blood, 

after which a slow transformation starts to take place. If left untreated for long enough, the 

mortal gradually begins show signs of turning, such as a sensitivity to sunlight, lack of an 

appetite, unease at the sight and scent of blood, and the usual physical signs: pale skin, 

sharper teeth, etc. The process ends with the clinical death of the subject, and consequent 

rise as a trueblooded Vampire. Alternatively, after the blood has been consumed, the Vampire 

may drain or otherwise kill the subject, to accelerate the process to the final stage. The subject 

will rise as a Vampire after sunset the following night. 

 

Effects of the Transformation 

 Upon transforming the character becomes a Vampire in both race and class. Whatever 

class she used to be becomes merely a part of her physical appearance (for example, if the 

player character was a halfling before transforming, the she continues to appear as a halfling). 

  The Vampire’s stats remain the same, but are adjusted based on the class the 

character was in life. See Vampire Archetypes for detailed descriptions and information. The 

Vampire also keeps any language, weapon, armor or tool proficiency she had in life. 

 When a higher-level player becomes a Vampire, one of two options is recommended 

for her progression (at the DM’s discretion): 

 The player character becomes a 1st level Vampire retaining her previous skills, 

attributes and proficiency bonus, and begins to gradually gain the abilities of a Vampire. Her 

stats and bonuses will start growing again once she reaches the level she had before turning. 

 OR 

 The player character becomes a Vampire the same level as she was before turning, 

gaining all the abilities and bonuses of prior levels. 

 

Ability Score Increase 

 Upon becoming a Vampire, the character’s Strength and Dexterity scores increase to 

18. If either of these scores were already 18 or higher that stat then increases by 1, but never 

over 20.  

Age 

 The Vampire ceases to age from the moment of their transformation. 

Alignment 

 Becoming a Vampire does not affect the character’s alignment. As for life as a 

Vampire, who could tell…? 



Size 

 The Vampire’s size is unaffected.  

Speed 

 The Vampire’s speed becomes 10ft faster than it was in life.  

Languages 

 The Vampire speaks the same languages she did in life. 

Superior Darkvision 

 Vampires can see perfectly in the dark. They can see for 120 ft around them in dim 

light as though it were well lit, and in complete darkness as though it were dimly lit.  

Undead 

 Vampires are undead creatures. Anything affecting undead applies to them as well. 

They are immune to necrotic damage.  

Vampires sustain themselves with the blood of mortals. They must consume one 

portion (1 liter) of fresh blood at least once every day, or start to weaken. If the Vampire goes 

one full day without feeding she will begin to starve. A starving vampire can not regain 

hitpoints, and roll all their attacks and checks with disadvantage. If a starving Vampire falls to 

0 hitpoint she will suffer final death.  

Misty escape 

 A Vampire gains her strength from the coffin, sarcophagus, crypt or soil in which she 

was buried. A place that contains one of those things is considered a Vampire’s hideout. If the 

Vampire falls to 0 hitpoints she turns into a cloud of mist (as per the rules of Shapechanger) 

and tries to retreat to such a hideout within 2 hours. After a short rest in her hideout the 

Vampire returns to life with one hitpoint and begins to starve regardless of when she last fed.  

 

Vampire’s strengths 

 

Resistance 

 Vampires are immune to necrotic damage, and resistant to all slashing, piercing and 

bludgeoning damage from non-magical weapons.  

 

Natural armor 

 A Vampire’s body is stronger and more resilient. Her AC is increased by 2 when not 

wearing armor.  

 

Heightened senses 



 Vampires are proficient in the Perception skill and have advantage on any Perception 

checks that involve smell or hearing.  

 

Vampire’s weaknesses 

 

Sunlight Hypersensitivity 

 Vampire’s are deathly sensitive to sunlight. When she starts her turn in direct sunlight 

the vampire takes 20 points of radiant damage. While in sunlight all attacks and checks are 

made with disadvantage. 

 

Forbiddance 

 A Vampire may not enter a residence unless invited inside. 

 Rules of forbiddance:  

 Forbiddance only applies to residencies, that is a building where at least one individual 

lives and sleeps (such as a house, a castle, an inn, a shop in which the owner also lives, etc.). 

It does not apply to a place that does not serve this function (such as a storehouse, a shop, 

etc.). The building has to have an owner, but does not need to be presently occupied. An 

abandoned house or castle for instance does not count. Anyone can invite the vampire past 

the threshold even if they are not the owner, so long as they are on the inside. If the vampire 

leaves the residence, then she must be invited in again to reenter. 

 

Harmed by running water 

 When she starts her turn in running water the Vampire takes 20 points of acidic 

damage. 

 

 Stake to the Heart 

 If struck in the heart with a wooden piercing weapon the Vampire becomes paralyzed 

until the weapon is removed. If this occurs when the Vampire is at 0 hitpoints then the 

Vampire’s soul is released and she suffers final death. 

 

Aggravated damage 

 The Vampire can’t use her regeneration to heal all forms of damage. Any radiant or 

fire damage taken by the vampire, as well as damage from direct sunlight or running water 

can only be healed after a long rest in the Vampire’s hideout. 

 

Tied to the Grave 



 Vampire’s only receive the benefits from a long rest if they do so in their hideout. 

  



 

Level Prof. bonus Bite attack Necrotic dmg Features 

1st 2 1d6 Bite attack, Regeneration, Vampire 

Archetype 

2nd 2 1d6 Vampire’s claws 

3rd 2 1d6 Shapechanger (wolf) 

4th 2 1d6 Ability score improvement 

5th 3 2d6 Compulsion 

6th 3 2d6 Spider climb, Regeneration (improved), 

Archetype Feature 

7th 3 2d6 Multiattack 

8th 3 2d6 Ability score improvement, 

Compulsion (improved) 

9th 4 3d6 Children of the Night 

10th 4 3d6 Shapechanger (Bat), 

Archetype Feature 

11th 4 3d6 Regeneration (improved) 

12th 4 3d6 Ability score improvement 

13th 5 3d6 Legendary resistance 

14th 5 3d6 Archetype Feature 

15th 5 4d6 Compulsion (improved) 

16th 5 4d6 Ability score improvement 

17th 6 4d6 Shapechanger (Mist cloud), 

Regeneration (improved) 

18th 6 4d6 Children of the Night (improved) 



19th 6 5d6 Ability score improvement 

20th 6 5d6 Legendary resistance (Improved) 

 

  



Features 

Bite Attack 

 Starting at 1st level the Vampire can make a bite attack against any creature that is 

willing, grappled or incapacitated. The Vampire makes an unarmed attack with advantage and 

on a success does 1d6 piercing damage and a further 1d6 necrotic damage. The Vampire 

regains hitpoints equal to the amount of necrotic damage caused. The attack counts as 

feeding. If as a result of the bite attack the target drops below 0 hitpoints then the target will 

rise the following night as a vampire spawn. Becoming a spawn can be avoided by staking, 

cremating or decapitating the victim.  

 The amount of necrotic damage done increases by 1d6 at 5th, 9th, 15th and 19th 

levels. 

 

Regeneration 

 At the start of each of the Vampire’s turns, if she is not standing in direct sunlight or 

running water, she regains an amount of hitpoints equal to 1d6 + her Constitution modifier 

(minimum of 1 hp). This amount increases by 1d6 at 6th, 11th, and 17th levels. 

 

Vampire’s Claws 

 Starting at second level the Vampire can use her sharpened claws in combat. The 

claws have the Finesse property and their damage die is 1d8. The Vampire also becomes 

proficient in unarmed attacks. 

 

Shapechanger 

 The Vampire can learn to change her shape as long as she is not standing in direct 

sunlight or running water. Changing shape costs one action, and can be reversed on the 

following turn. Shapechanger does not protect the vampire from sunlight or running water 

damage. 

 Starting at 3rd level the Vampire can shape-change into a wolf. The Vampire’s 

attributes are unchanged, and her speed increases to 55 ft. In wolf form she can use her bite 

attack (Target must succeed on a Strength saving throw or be knocked prone). 

 Starting at 10th level the Vampire can shape-change into a bat. Her attributes are 

unchanged, and her speed increases to 5 ft on the ground, 50 ft while flying. While in bat form 

the Vampire may only use her bite attack. 

 Starting at 17th level the Vampire can turn into a cloud of mist at will. The cloud moves 

at a speed of 20, and can occupy the same space as another creature. It can move through 



any opening through which air con flow, but can’t move though liquid. In mist form the vampire 

is immune to all damage from non-magical weapons except radiant damage, and has 

advantage on all Strength, Dexterity and Constitution saving throws. 

 

Compulsion 

 Starting at 5th level the Vampire can take an action to dominate the minds of others 

through eye contact. The target must succeed on a Wisdom saving throw (DC = 8 + prof bonus 

+ Charisma modifier) or be charmed by the Vampire. The charmed person regards the 

Vampire as an ally to be trusted and will follow the Vampires instructions to the best of their 

ability. They also become willing targets of the Vampire’s bite attack. Some protective herbs 

can help protect from this effect. The target may repeat the check once at the start of each 

day and after taking damage to shake the effects of the ability. The Vampire may use this 

ability a number of times equal to her Vampire level divided by 3 (minimum of 1). The Vampire 

regains all uses of this feature after a long rest. Any target that resists the Vampire’s gaze is 

immune to it for 24 hours.  

 Starting at 8th level the Vampire may command the compelled to forget memories 

involving her and the compulsion. The target under the effect of compulsion can be 

commanded to forget any specific event, action or feeling that occurred while they were under 

the vampire’s control, or within a few minutes prior. The memory is not forgotten if the target 

breaks free of the effect as the result of damage taken or a restoring spell. 

 Starting at 15th level the effects of this ability can only be broken by an appropriate 

spell or the Vampire’s death. In addition the vampire can command the compelled to forget 

events that occurred while the target was outside of her influence. 

 

Ability Score improvement 

 At 4th level the Vampire can choose to increase one Attribute by 2, or two Attributes 

by 1 each. As usual the Vampire may not use this to raise her scores above 20. This effect is 

repeated at 8th, 12th, 16th and 19th levels. The Vampire gains no improvement from its class 

table. 

 

Spider Climb 

 Starting at 6th level the Vampire can climb on any surface including ceilings without 

the need to make a check. 

 

Multiattack 

 Starting at 7th level the Vampire can make 2 attacks, only one of which can be a bite 

attack. 



 

Children of the Night 

 Starting at 9th level the Vampire can use an action to summon 1d4 Swarms of Bats or 

Rats. If she is outdoors, she can instead summon 1d6 wolves. The creatures arrive in 1d4 

turns and obey the Vampire’s commands. The summoned creatures remain for up to an hour, 

or until the Vampire dismisses them. This action has no effect during the daytime. 

 At 18th level the number of summoned Bat and Rat Swarms increases to 2d4, the 

number of wolves to 2d6. 

 

Legendary resistance 

 Starting at 13th level if the Vampire fails a saving throw, she can instead choose to 

succeed. She regains the use of this ability after a long rest. 

 At 20th level the Vampire can use this ability 3 times per day. 

  



Vampire Archetypes  

 As they were in life, Vampires are different from each other in death. Though in many 

cases the favor of a deity of patron may be lost, the mental and physical skills she accumulated 

remain hewn in the mind or the muscles.  

 

Vampire Warrior (Fighter, Ranger, Paladin, Barbarian, Cleric) 

 Perhaps a warlord who made a deal with a dark god in exchange for power and 

conquest, or a Paladin who failed in her quest to defeat a Vampire lord, and was subsequently 

turned as cruel punishment. Even in death the muscles do not forget, so any martial skills that 

the Vampire once knew in life, she retains in undeath.  

Ability Score improvement 

 The Vampire Warrior receives +2 to Constitution and +1 to Dexterity. 

Proficiency 

 The Vampire Warrior is proficient in the use of all armor, shields, simple and martial 

weapons. 

Fighting Style 

 Starting at 1st level the Vampire Warrior can choose a fighting style. 

Archery – You gain a +2 bonus to weapon attacks with ranged weapons. 

Dueling – When you are wielding a melee weapon in one hand and no other weapons, you 

gain +2 bonus to damage rolls with that weapon. 

Great Weapon Fighting – When you roll a 1 or a 2 on a damage die for an attack you make 

with a melee weapon that you are wielding with two hands, you can reroll the die and must 

use the new roll, even if the new roll is a 1 or a 2. The weapon must have the two-handed or 

versatile property for you to gain this benefit. 

Protection – When a creature you can see attacks a target other than you that is within 5 feet 

of you, you can use your reaction to impose disadvantage on the attack roll. You must be 

wielding a shield.  

Two Weapon Fighting – When you engage in two-weapon fighting, you can ass your ability 

modifier to the damage of the second attack.  

Undead Endurance 

  Starting at 6th level the Vampire Warrior can add up to half her proficiency bonus 

(round up) to any Strength, Dexterity, or Constitution check she makes that doesn’t already 

use her proficiency bonus. 

Additional Fighting Style 



Starting at 10th level the Vampire Warrior may chose a second option from the Fighting 

Style archetype feature.  

Superior Critical 

 Starting at 14th level the Vampire Warrior’s weapon attacks score a critical hit on a roll 

of 18-20. 

Vampire Stalker (Rogue, Ranger, Bard, Monk, Warlock) 

 Vampires are apex predators, wolves and lions among the flock. Some Vampires are 

more attuned to their prowler nature than others, they use their experience of stealth and 

subterfuge they once had in life, and become true masters of the shadows. 

Ability Score improvement 

 The Vampire Stalker receives +2 to Dexterity and +1 to Wisdom. 

Proficiency 

 The Vampire Stalker is proficient in the use of light armor, simple weapons, hand 

crossbows, longswords, rapiers, and shortswrods. 

Shadow Companion 

 Starting at 1st level the Vampire Stalker receives a permanent Shadow Companion 

(Monster Manual page 269). When inactive, the Shadow Companion appears to be the 

Vampire’s shadow. The shadow obeys the Vampire’s commands and returns to the Vampire’s 

shadow when summoned. If the Shadow Companion falls to 0 hit points, it disappears, leaving 

the Vampire Stalker without a shadow of her own, and will only return after the Vampire has 

finished a long rest.  

Shadow Step 

 Starting at 6th level the Vampire Stalker can gains the ability to seamlessly move from 

one shadow to the other. When in dim light or darkness the Vampire can use a bonus action 

to teleport up to 60 feet to an unoccupied space she can see that is also in dim light or 

darkness. She then has advantage on the first melee attack before the end of the turn.  

Cloak of Shadows 

 Starting at 10th level the Vampire Stalker learns to become one with the shadows. 

When in dim light or darkness, she can use her action to become invisible. She remains 

invisible until she makes an attack, or is in a area of bright light. 

Blindsense 

 Starting at 14th level, if  the Vampire Stalker is able to hear, she is aware of the location 

of any invisible creature within 15 feet of her. 

 



Vampire Spellcaster (Druid, Sorcerer, Warlock, Wizard) 

 Most good aligned deities abhor the undead, as do a large number of otherworldly 

patrons, as well as the forces of nature. But the powers of the arcane can still be manipulated 

even by the undead, as creatures such as the unholy Lich prove. With a potential eternity at 

the Vampire’s disposal, mastery of arcane magics is easily possible to any who at one point 

had some form of magic course through their veins.  

Ability Score improvement 

 The Vampire Spellcaster receives +2 to Intelligence and +1 to Wisdom. 

Proficiency 

 The Vampire Spellcaster is proficient in the use of daggers, darts, slings, quarterstaffs 

and light crossbows.  

The Vampire Spellcaster does not receive Archetype Features as she progresses. Instead, as 

time passes, she gains the ability to cast new spells from the wizard’s spell list. Deities and 

patrons consider vampirism to be a betrayal, and do not provide the Vampire powers, but the 

arcane still obeys them if they possess the mental acumen required. 

Spellcasting 

 The Vampire Spellcaster follows the spellcasting rules of the Wizard in regards to the 

number of spells knows, spell slots per level, spell attack modifier and save DC. Intelligence 

is the ability modifier for her spells, all spells must be recorded in a spell book and prepared 

ahead of time.  

 The Vampire Spellcaster can cast rituals and use an Arcane Focus for her spells.  

 The Vampire Spellcaster does not receive any other wizard features, such as Arcane 

Recovery, Arcane Tradition, etc. 

Vampire Socialite (Bard, Cleric, Rogue) 

 For some Vampires being able to exist among the herd is more important that others. 

Perhaps they are not quite ready to abandon the society they lived in all their lives, they could 

feel a responsibility or kinship toward the mortal races, or perhaps they just prefer to hunt in 

disguise. Be it as it may, some times a Vampire’s skills are focused around their ability to 

navigate a conversation, or put on a facade, to fight with words and tricks rather than sword, 

spell or dagger.  

Ability Score improvement 

 The Vampire Socialite receives +2 to Charisma and +1 to Intelligence. 

Proficiencies 

 The Vampire Socialite is proficient in the use of light armor, simple weapons, hand 

crossbows, longswords, rapiers and shortswords. 



Rush of Mortal Blood 

 Starting at 1st level, if the Vampire Socialite has fed within the past 2 hours, she may 

activate Rush of Mortal Blood for a duration of 1 hour. During that time, she can perform certain 

mortal actions without penalty. She may consume food or drink, her flesh will feel warm, her 

claws and fangs can be retracted to better hide her nature. Once the duration has expired the 

ability consumes that day’s feeding, effectively treating that day as if the Vampire Socialite 

had not fed at all. She must feed again that day to avoid progressing towards starvation. 

Distracting Compulsion 

 Starting at 6th level the Vamprie Socialite gains the ability to use light burst of her 

Compulsion to distract enemies in combat. Once per turn she may either use this ability to use 

a bonus action distract an enemy from an incoming attack, causing the next attack made 

against them within that same round to made with advantage, or alternatively she may use 

her reaction to distract an enemy from an attack they are making, forcing them to make the 

attack at disadvantage. The Vampire and the target must be able to see each other for the 

effect to take place. 

Master Socialite 

 Starting at 10th level the Vampire Socialite can use her natural compulsion to make 

conversations with mortals go the way she wants them to. She receives advantage on all 

Deception, Insight, Intimidation, Persuasion, and Performance checks against mortals. 

Mortal guise 

 Starting at 14th level the Rush of Mortal Blood ability allows the Vampire Socialite to 

ignore the rules of Forbiddance, as well as the damage from the sunlight and running water 

for the duration. 

On the subject of Blood 

 Vampires are corrupted souls inhabiting walking corpses. While most reanimated 

corpses are sustained by black magic imbued into them by a spell-caster, that in most cases 

gradually fades over time, Vampires preserve the purity of their undead flesh by feeding on 

the blood of the living. To be a Vampire is to endure eternal hunger, to view the mortal races 

as little more than food. It is a constant battle to keep the hunger at bay, or become completely 

disconnected from all that once made them mortal. 

 In order to maintain their bodies Vampire must consume a certain amount of blood 

each day, but just any blood will not do. One liter of blood per day is the minimum amount 

needed to remain functional, but it is never really that simple. First of all, Vampires have no 

internal measurement senses to know exactly how much blood they have taken from their 



prey. With experience a Vampire can gauge roughly when they have taken the least of what 

they need, but to them the taste of blood is the most satisfying sensation one can feel. Each 

individual has a unique taste, their blood is infused with their own emotions and individuality, 

it carries the essence of their very lives. The temptation to drink ever more from the warm 

veins is always present, and nothing gives a Vampire such a rush as draining every last drop 

of life from their prey. The rush from draining a corpse dry is also the only way for a Vampire 

to feel sated, though only temporarily. So, while it is easy to hold, that a Vampire need not kill 

to survive, most can only imagine the level of temptation one would feel to do so anyway.  

 A Vampire’s sustenance must come from the veins of a living corpse. Once the host 

dies, the blood within loses its life essence rapidly, it becomes but a lifeless fluid within a few 

minutes. The minimum amount of 1 liter of blood per day assumes that the prey is alive and 

healthy. The Vampire must consume up to 5 liters of blood (the equivalent of all the blood 

found in the body of a health human adult) from a recently killed corpse, so long as the death 

occurred no more than 5 minutes ago. Once the corpse is more than 5 minutes old the blood 

within ceases to have any nutritional value to the Vampire. 

 There do exist alchemical ways of preserving the life essence within the blood. If 

preserved properly with the right alchemical methods, blood can be stored in sealed glass 

containers for decades. The most powerful Vampire lords often employ mortal alchemists to 

brew the preserved blood concoction for use in their courts. Depending on the skill of the 

alchemist in question, an amount between 1 and 3 liters of preserved blood per day will sustain 

a Vampire. 

  


