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DEMONS WITH SOULS

Half demons are set apart from the standard legions of hell by the fact that they have 
human souls. As such, their conflicting human and demon sides are usually at war 
with each other. They have complicated moral compasses and can easily give in to 
their more evil impulses. Half demons are considered something of a grey area in the 
war between good and evil. Those who fight the forces of darkness will either see 
them as allies, enemies, or liabilities depending on their perspective.

THE PATHS OF TRANSFORMATION

Excluding extenuating circumstances, there are three major varieties of half demons. 
Some are the offspring of a demon and a human, inheriting demonic abilities as well 
as a human soul from their parents. Others find themselves the unsuspecting victim 
of a werewolf attack can discover they’ve been turned into a werewolf themselves. 
And in rare cases, an extraordinary human can achieve a level of vengeance so great 
that they are offered the chance to become a demon. 



HELLMOUTH: 5E BUFFYVERSE HOMEBREW

1st  +2 1D4 Demonic Nature, Transformation, Demon Strength

2nd +2 1D4 Reactive Fighting, Drawn To The Hellmouth

3rd +2 1D4 Demonic Speed, Dark Energy Sense

4th +2 1D4 Ability Score Improvement, Accelerated Healing

5th +3 1D6 Demonic Nature feature

6th +3 1D6 Limited Ritual Casting

7th +3 1D6 Survival Instincts

8th +3 1D6 Ability Score Improvement

9th +4 1D6 Fiendish Constitution

10th +4 1D6 Demonic Nature feature

11th +4 1D8 Otherworldly Aura

12th +4 1D8 Ability Score Improvement

13th +5 1D8 Reactive Fighting Improvement

14th +5 1D8 Hellish Spellbreaker

15th +5 1D8 Demonic Nature feature

16th +5 1D8 Ability Score Improvement

17th +6 1D10 Limited Ritual Casting (2 uses)

18th +6 1D10 Channel Hell

19th +6 1D10 Ability Score Improvement

20th +6 1D10 Demonic Nature feature

THE HALF DEMON

Level

Prof. 

Bonus

Demon 

Strength

Features

CREATING A HALF DEMON

When creating your half demon character, it all comes down to their demonic 
nature. How did they become a half demon? Were they born between the worlds of 
humans and demons? Perhaps they were walking through the park under the light of 
a full moon and were attacked by a wild animal. Maybe they were bitten by a strange 
human in broad daylight. Did they take revenge on an unfaithful lover or an abuser 
so gruesomely that they were officially recruited as a vengeance demon?

VOLUME III: HALF DEMON & VAMPIRE /  PAGE 2



HELLMOUTH: 5E BUFFYVERSE HOMEBREW

CLASS FEATURES

Half demons are considered their own race. They are 
either born through the Lineage Demonic Nature or 
created through the Werewolf and Vengeance Demonic 
Natures. A slayer, watcher, witch, or civilian can be turned 
into a Werewolf or Vengeance half demon in this way. 
Classes transformed into a half demon start at 1st level 
in their new class and their hit points and dice are reset 
according to half demon rules. However, they may retain 
1d6 features of their choice from their previous class, from 
any level they achieved. A half demon may not multiclass, 
nor may any other class take half demon as a multiclass 
option. Additionally, a half demon cannot be turned into 
a vampire. 

HIT POINTS

Hit Dice: 1d12 per half demon level
Hit Points at 1st Level: 12 + your Constitution modifier
Hit Points at Higher Levels: 1d12 (or 7) + your 
Constitution modifier per half demon level after 1st

PROFICIENCIES

Armor: None
Weapons: None
Tools: None
Saving Throws: Constitution, Charisma
Skills: Choose 2 skills from Athletics, Arcana, 
Investigation, Nature, Insight, Perception, Survival, 
Deception, Intimidation, Performance

EQUIPMENT

You gain no additional equipment other than the 
equipment granted by your background.

DEMONIC NATURE

As a half demon, you walk the line between demon and 
human. Your demonic nature determines the dark power 
you draw upon. You may choose between Lineage, 
Werewolf, or Vengeance.  Your Demonic Nature choice 
grants you features at 1st level and then again at 5th, 10th, 
15th, and 20th level. Additionally, you are now considered 
a fiend creature as well as a humanoid.

TRANSFORMATION

At 1st level, you inherently possess the ability to phase 
between your demonic appearance and your human guise. 

You can shift from your human form to your demon form 
as a bonus action or as a reaction when you are successfully 
attacked. Certain features of this class are only available to 
you depending on which form you are in. 

Transformation functions differently for the Werewolf 
Demonic Nature, because it is dependent on the cycles of 
the moon (explained on page 5).

DEMON STRENGTH

Also at 1st level, while in your demon form, your strength 
increases dramatically compared to when you are in 
human form. You can roll a d4 in place of the normal 
damage of your unarmed strike. This die changes as you 
gain half demon levels, as shown in the column of the Half 
Demon table.

REACTIVE FIGHTING

Beginning at 2nd level, while in demon form, your reflexes 
are unparalleled. When you are successfully hit with a 
melee attack and you aren’t holding anything, you may use 
your reaction to roll an opposing unarmed strike attack. 
If your unarmed strike roll is higher than the attacker’s 
original roll, you may deal your unarmed strike damage to 
your attacker.

At 13th level, you may take half damage from the original 
attack that triggered this feature when your unarmed 
strike succeeds.

DRAWN TO THE HELLMOUTH

Also at 2nd level, as a being of darkness, you are drawn to 
the otherworldly pull of the mouths of hell. Subconsciously, 
you gravitate towards cities and locations built on or near 
Hellmouths.

Additionally, you may reroll a failed attack roll, ability 
check, or saving throw when you are within 5 miles of a 
Hellmouth. You may only do this once per long rest and 
you must use the new roll.

DEMONIC SPEED

Starting at 3rd level, while in demon form, your speed 
increases by 10 feet while you aren’t wearing heavy armor.

DARK ENERGY SENSE

Also at 3rd level, in either demon or human form, you 
can use your action to focus your awareness on the area 
around you. For 1 minute you can sense spells that have 
been cast over the last 24 hours within 60 ft. You can also 
determine what level the spell was cast at. 
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ABILITY SCORE  IMPROVEMENT

When you reach 4th level, and again at 8th, 12th, 16th, 
and 19th level, you can increase one ability score of your 
choice by 2, or you can increase two ability scores of your 
choice by 1. As normal, you can’t increase an ability score 
above 20 using this feature.

ACCELERATED  HEALING

At 4th level, in either demon or human form, you are able 
to heal at a faster rate than average humans. Whenever 
you regain hit points, gain additional hit points equal to 
your half demon level.

LIMITED RITUAL CASTING

At 6th level, while in human form, your association with 
the forces of darkness allows you limited casting abilities. 
You can cast any spell of 3rd level or below as a ritual if it 
has the ritual tag, if you have the spell’s components, and 
the book that the spell is from. Once you use this feature, 
you must finish a long rest before you can use it again. 
Starting at 17th level, you can use it twice before a long 
rest.

SURVIVAL INSTINCTS

Starting at 7th level, in either demon or human form, you 
can use your action to end one effect on yourself that is 
causing you to be charmed, frightened, or stunned.

FIENDISH CONSTITUTION

At 9th level, in either demon or human form, you can use 
your action to end one effect on yourself that is causing 
you to be blinded, deafened, petrified, or poisoned. 
Additionally, you may remove one point of exhaustion 
when you take a short rest instead of a long rest. 

OTHERWORLDLY AURA

Beginning at 11th level, while in human form, you can 
use your action to frighten someone with your demonic 
aura. When you do so, choose one creature that you can 
see within 30 feet of you. If the creature can see or hear 
you, it must succeed on a Wisdom saving throw (DC equal 

to 8 + your proficiency bonus + your Charisma modifier) or 
be frightened of you until the end of your next turn. On 
subsequent turns, you can use your action to extend the 
duration of this effect on the frightened creature until the 
end of your next turn. This effect ends if the creature ends 
its turn out of line of sight or more than 60 feet away from 
you.

If the creature succeeds on its saving throw, you can’t use 
this feature on that creature again for 24 hours.

HELLISH SPELLBREAKER

At 14th level, in either demon or human form, you can use 
your action to end the effects of one spell on yourself.

You can use this feature a number of times equal to your 
Constitution modifier (a minimum of once). You regain 
expended uses when you finish a long rest.

CHANNEL HELL

Beginning at 18th level, while in demon form, you can 
channel the evil energy of hell itself, causing those around 
you to become frightened. As an action, you exude an 
aura of fear to a distance of 60 feet. For 1 minute or until 
you lose your concentration (as if you were casting a 
concentration spell), each hostile creature that starts its 
turn in this aura must succeed on a Constitution saving 
throw or be frightened and take 4d6 fire damage until the 
aura ends. The DC for this feature is your Half Demon 
level. A creature that succeeds on this saving throw is 
immune to your aura for 24 hours. Once you use this 
feature, you can’t use it again until you finish a long rest.
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DEMONIC NATURE

Half demons are an extremely versitle group. Some were 
born to both the human and demon worlds. Others were 
victims, sentenced to this life by one chance encounter. 
And then there are those who were offered a choice, a life 
of mediocrity... or power.

LINEAGE

Those born of the union between demon and human are 
imbued with the abilities of their ancestors. Because their 
demonic blood can overwhelm the human half of their 
physiology, these powers come at a cost. If you choose 
this Demonic Nature, you may select 1 of the following 
Supernatural Gifts: Dimensional Attunement, Empathy, 
Energy Manipulation, Radiance, Telekinesis, or Visions 
(page 23 of Hellmouth: 5e Buffyverse Homebrew, Volume II: 

Witch & Civilian). You then gain abilities from that gift’s 
list as you gain levels as shown in the table below. 

Level Tier

1st Tier 1
5th Tier 2

10th Tier 3
15th Tier 4
20th Tier 5

WEREWOLF

The unfortunate victim of a werewolf bite will become a wolf 
themselves. Some see it as a curse, others see it as a blessing. 
Inexperienced werewolves cannot control themselves or 
retain memories while in their demon state. However, in 
time they learn to control their animal impulses. 

Curse  Of  Lycanthropy

Beginning at 1st level, unlike other half demons, you may 
not phase between your demon and human forms using 
the transformation feature. Instead, you phase into your 
demon form under the light of a full moon. For the three 
days of a lunar cycle (the day before, of, and after a full 
moon), you involuntarily phase into a werewolf form at 
sunset and return to your human form at sunrise. While 
in your demon form, you are not in control of yourself and 

are completely unaware of your actions. Your alignment 
also temporarily shifts to chaotic evil.

Additionally, you are severely weak against silver. Any 
bullets or weapons made of pure silver deal an additional 
1d10 radiant damage to you. 

Infectious Bite

In both demon and human form, your bite contains the 
Curse Of Lycanthropy. If you bite another human they 
will become a werewolf by the next full moon cycle. This 
does not apply to scratches from your claws or any attacks 
you have not using your teeth. Additionally, you may 
consider a bite attack as an unarmed strike, dealing the 
same amount of damage.

Gifts Of The Moon

Also at 1st level, you have superior vision in dark and dim 
conditions in both human and demon forms. You can see 
in dim light within 60 feet of you as if it were bright light, 
and in darkness as if it were dim light. You can’t discern 
color in darkness, only shades of gray.

Additionally, while in demon form, you roll 2 of your 
Demon Strength dice when determining the damage of 
your unarmed strike if you are under moonlight.

Latent Animal

When you reach 5th level, your animal instincts bleed into 
your human life. In either demon or human form, you 
have advantage on an attack roll against a creature if at 
least one ally is within 5 feet of the creature and that ally 
isn’t incapacitated. Additionally, you can deal an extra 1d6 
damage to one creature you hit with an attack in this way.

Wolf Senses

Also at 5th level, your werewolf senses have become a 
permanent part of your physiology. In both human and 
demon forms, you can detect other werewolves, smell fear, 
and sense areas of sexual heat within a 300 foot radius.

The Wolf Inside

By 10th level, in either demon or human form, you are 
able to track by scent. You have advantage on Wisdom 
(Survival) checks to track creatures whose scent you 
possess. You can follow a scent trail for up to 3 miles. 
Additionally, you have advantage on Intelligence 
(Investigation) checks to determine details about your 
prey, such as species, age, sex, emotional state, etc.

Additionally, you are able to retain memories of your time 
in your demon form. This is not a perfect recollection, but 
flashes of memories.
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Wild At Heart

At 15th level, you have achieved total lucidity during your 
werewolf transformation. You can now control yourself 
while in demon form and you retain all memories during 
your transformation. Additionally, your alignment no longer 
shifts to chaotic evil in demon form.

A Caged Animal

Also at 15th level, in either demon or human form, you 
can attack twice, instead of once, whenever you take the 
attack action on your turn.

Mastery  Over  Nature

By 20th level, you have completely mastered your 
lycanthropic condition through meditation, chanting, and 
herbs. You are no longer a slave to the phases of the moon. 
You may now utilize the Transformation feature like other 
half demons, regardless of the moon’s cycle.

VENGEANCE

Humans with a particular talent for vengeance sometimes 
draw the attention of D’Hoffryn, Lord of Arashmaharr. If 
deemed suitable, he will offer the human an opportunity 
to join his circle as a demon of vengeance. They must then 
decide whether to remain human or to travel the world 
facilitating vengeance as a demon.

Trappings Of  D’Hoffryn

Beginning at 1st level, you have accepted the recruitment 
invitation of D’Hoffryn. You are now a vengeance demon, 
bound to his service. You must enact some form of 
vengeance on the behalf of a wronged human once per 
week to remain in good standing with D’Hoffryn. If you 
displease D’Hoffryn or fail in your service, he may choose 
to suspend your vengeance demon abilities until your 
work improves, as determined by your DM. In extreme 
cases of D’Hoffryn’s wrath, he may transform you into a 
1st level civilian and permanently halve your maximum 
hit points.

Patron Of Vengeance

At 1st level, you are drawn to suffering. As an action, 
you can sense human suffering within a 300 foot radius. 
Additionally, you must choose a cause for which to 
enact vengeance. This could be granting the spiteful 
wishes of scorned women, neglected children, or any 
other misfortune that can befall a human. As an entity 
of vengeance, you are effectively immortal. You are 
unaffected by the passage of time and cannot die of old age. 

Vengeance Magic

Also at 1st level, you may cast the following cantrips at will: 
Acid Splash, Drain Lifeforce (Witch Spell), Malediction 
(Witch Spell), Minor Illusion, and Thaumaturgy.

Amulet Spellcasting

Beginning at 5th level, through your loyal service to 
D’Hoffryn, you have earned a magical amulet that enables 
you to cast spells. 

Vengeance Demon Spellcasting

5th 4 3 --- --- ---

6th 4 3 --- --- ---

7th 5 4 2 --- ---

8th 6 4 2 --- ---

9th 6 4 2 --- ---

10th 7 4 3 --- ---

11th 8 4 3 --- ---

12th 8 4 3 --- ---

13th 9 4 3 2 ---

14th 10 4 3 2 ---

15th 10 4 3 2 ---

16th 11 4 3 3 ---

17th 11 4 3 3 ---

18th 11 4 3 3 ---

19th 12 4 3 3 1

20th 13 4 3 3 1

Half Demon

Level

Spells

Known 1st

Spell Slots per Spell Level

2nd 3rd 4th

Spell Slots

The Vengeance Demon Spellcasting table shows how 
many spell slots you have to cast your spells of 1st level 
and higher. To cast one of these spells, you must expend a 
slot of the spell’s level or higher. You regain all expended 
spell slots when you finish a long rest.

For example, if you know the 1st-level spell Disguise Self 
and have a 1st-level and a 2nd-level spell slot available, you 
can cast Disguise Self using either slot.

Spells Known of 1st Level and Higher

You know four 1st-level Vengeance spells of your choice. 
The Spells Known column of the Vengeance Demon 
Spellcasting table shows when you learn more Vengeance 
spells of 1st level or higher. Each of these spells must be of 
a level for which you have spell slots. For instance, when 
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you reach 7th level in this class, you can learn one new 
spell of 1st or 2nd level.

Whenever you gain a level in this class, you can replace 
one of the Vengeance spells you know with another spell 
of your choice from the Vengeance Spell List. The new 
spell must be of a level for which you have spell slots.

Spellcasting Ability

Charisma is your spellcasting ability for your Vengeance 
spells. You use your Charisma whenever a spell refers 
to your spellcasting ability. In addition, you use your 
Charisma modifier when setting the saving throw DC for 
a Vengeance spell you cast and when making an attack roll 
with one.

Spell save DC = 8 + your proficiency bonus + 

your Charisma modifier

Spell attack modifier = your proficiency bonus + 

your Charisma modifier

Spellcasting Focus

Your amulet is your spellcasting focus for your Vengeance 
spells. You cannot cast spells (other than your cantrips) 
without it. Your amulet’s AC equals your spell save DC. 
Its hit points equal your half demon level plus your 
proficiency bonus.

If the amulet is lost or destroyed, D’Hoffryn will appear 
to you and either punish you or replace your amulet. This 
decision is at the discretion of the DM.

Teleportation

At 10th level, you can cast the Teleport spell at will. You 
can use this feature a number of times equal to your 
Charisma modifier (a minimum of once). You regain any 
expended uses when you finish a long rest.

Channel Arashmaharr

At 15th level, you can draw magical secrets from your 
home dimension. Choose one 5th-level and 6th-level spell 
from the Vengeance Spell List. You can cast each of these 
spells once without expending a spell slot. You must finish 
a long rest before you can do so again.

Power Of  The Wish

When you reach 20th level, you are granted the power of 
the wish. Once per day, you may cast the Wish spell, only 
on the behalf of a human if they express a wish to you 
that would facilitate their vengeance. If you lose the ability 
to cast wish through the effects of the spell, you may call 
upon D’Hoffryn to grant you access to Wish once more. 
Depending on your performance as a vengeance demon, 
he will either agree or require that you improve your work 
before returning the power of the wish to you.

VENGEANCE SPELL LIST

1st Level

Bane (Players Handbook)

Charm Person (Players Handbook)

Command (Players Handbook)

Detect Magic (Players Handbook)

Disguise Self (Players Handbook)

Hellish Rebuke (Players Handbook)

Inflict Wounds (Players Handbook)

2nd Level

Blindness/Deafness (Players Handbook)

Darkness (Players Handbook)

Levitate (Players Handbook)

Misty Step (Players Handbook)

Ray of Enfeeblement (Players Handbook)

Silence (Players Handbook)

Suggestion (Players Handbook)

3rd Level

Bestow Curse (Players Handbook)

Blink (Players Handbook)

Counterspell (Players Handbook)

Dispel Magic (Players Handbook)

Fear (Players Handbook)

4th Level

Black Tentacles (Players Handbook)

Banishment (Players Handbook)

Dimension Door (Players Handbook)

Confusion (Players Handbook)

Polymorph (Players Handbook)

5th Level

Commune (Players Handbook)

Modify Memory (Players Handbook)

Telekinesis (Players Handbook)

6th Level

Disintegrate (Players Handbook)

Eyebite (Players Handbook)

Harm (Players Handbook)
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CREATURES OF THE NIGHT

The last pure demon that left this reality fed on a human and forever changed 
the world by creating the first vampire. Vampires are soulless creatures that have 
shrugged off the shackles of mortality from their human life. They rule the night, 
feeding on the blood of the living and growing their numbers. Vampires are the 
most common soldiers in the eternal war between good and evil. As the ultimate 
apex predator, there isn’t much that a vampire fears. The Slayer is the only thing that 
strikes fear into a vampire’s unbeating heart.

FROM PREDATORS TO PREY

With the activation of every potential vampire slayer on earth, vampires find 
themselves on the wrong side of the numbers for the first time in history. In spite of 
this fact, they tend to operate individually or in small groups determined by bloodlines, 
alliances, or ideology. This is largely because of their volatile and competitive nature. 
Vampires are present in every culture in all corners of the world. Though, they are 
especially prominent in locations that contain a Hellmouth.
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THE VAMPIRE

CREATING A VAMPIRE

When creating your vampire character, consider the circumstances that led to their 
transformation and what they wish to accomplish with their new unlife. Were they 
just a random addition to a vampire leader’s ranks? Were they chosen to be turned 
for the abilities they possessed in life? What are their goals as a demon? Do they want 
to live large and wreak havoc? Perhaps they serve their sire devotedly. Maybe they’re 
ambitious and want a gang of their own. You should also consider their stance on the 
war against the forces of good. This is important when building a vampire for a party 
with characters of different alignments and motivations. 
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1st  +2 1D4 --- 1D4 Curse Of Immortality, Feeding, 
Vampire Strength

2nd +2 1D4 --- 1D4 Reactive Fighting, Vampire Agility, 
Drawn To The Hellmouth

3rd +2 1D4 +10 ft. 1D4 Vampiric Bloodline, Vampire Speed, 
Dark Energy Sense

4th +2 1D4 +10 ft. 1D4 Ability Score Improvement, Accelerated 
Healing, Heart Reflex

5th +3 1D6 +10 ft. 1D6 Extra Attack, Vampire Reflexes, Siring

6th +3 1D6 +15 ft. 1D6 Vampiric Bloodline feature

7th +3 1D6 +15 ft. 1D6 Evasion

8th +3 1D6 +15 ft. 1D6 Ability Score Improvement

9th +4 1D6 +15 ft. 1D6 Blood Tracking

10th +4 1D6 +20 ft. 1D6 Vampiric Bloodline feature

11th +4 1D8 +20 ft. 1D8 Siring Improvement

12th +4 1D8 +20 ft. 1D8 Ability Score Improvement

13th +5 1D8 +20 ft. 1D8 Reactive Fighting Improvement

14th +5 1D8 +25 ft. 1D8 Vampiric Bloodline feature

15th +5 1D8 +25 ft. 1D8 Blood Tracking Improvement

16th +5 1D8 +25 ft. 1D8 Ability Score Improvement

17th +6 1D10 +25 ft. 1D10 Vampiric Bloodline feature

18th +6 1D10 +30 ft. 1D10 Elusive

19th +6 1D10 +30 ft. 1D10 Ability Score Improvement

20th +6 1D10 +30 ft. 1D10 Centuries Of Power

Level

Prof. 

Bonus

Vampire

Strength

Vampire 

Speed

Feeding Features
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CLASS FEATURES

Vampires are considered their own race, as well as a class, 
as described in the Curse Of Immortality feature. A slayer, 
watcher, witch, or civilian can be turned into a vampire 
through the Siring feature. Only characters that were 
previously human may be transformed into vampires.
Classes transformed into a vampire start at 1st level in 
their new class and their hit points and dice are reset 
according to vampire rules. However, they may retain 1d6 
features of their choice from their previous class, from any 
level they achieved. A vampire may not multiclass, nor 
may any other class take vampire as a multiclass option. 
Additionally, a vampire cannot be turned into a half 
demon. 

HIT POINTS

Hit Dice: 1d10 per vampire level
Hit Points at 1st Level: 10 + your Constitution modifier
Hit Points at Higher Levels: 1d10 (or 6) + your 
Constitution modifier per vampire level after 1st

PROFICIENCIES

Armor: None
Weapons: None
Tools: None
Saving Throws: Strength, Dexterity
Skills: Choose 2 skills from Athletics, Acrobatics, Stealth, 
Insight, Survival, Deception, Intimidation, Persuasion

EQUIPMENT

You gain no additional equipment other than the 
equipment granted by your background.

CURSE OF IMMORTALITY

As a recently awakened undead creature, your physiology 
has changed dramatically. Your race is now Vampire, as 
described on page 16.

FEEDING

Your existence is tied to your insatiable lust for blood. 
You can bite a creature you have grappled and drink their 
blood. Your bite deals 1d4 necrotic damage to your target 
each turn you continue to drain it. This die changes as 
you gain vampire levels, as shown in the column of the 
Vampire table. Additionally, you regain hit points equal to 
the damage the creature takes.

VAMPIRE STRENGTH

Also at 1st level, your strength has increased dramatically 
compared to when you were human. You can roll a d4 in 
place of the normal damage of your unarmed strike. This 
die changes as you gain vampire levels, as shown in the 
column of the Vampire table.

REACTIVE  FIGHTING

Beginning at 2nd level, your reflexes are unparalleled. 
When you are successfully hit with a melee attack and you 
aren’t holding anything, you may use your reaction to roll 
an opposing unarmed strike attack. If your unarmed strike 
roll is higher than the attacker’s original roll, you may deal 
your unarmed strike damage to your attacker.

At 13th level, you may take half damage from the original 
attack that triggered this feature when your unarmed 
strike succeeds.

VAMPIRE AGILITY

At 2nd level, while you are wearing no armor and not 
wielding a shield, your AC equals 10 + your Dexterity 
modifier + your Constitution modifier.

DRAWN TO THE HELLMOUTH

Also at 2nd level, as a being of darkness, you are drawn to 
the otherworldly pull of the mouths of hell. Subconsciously, 
you gravitate towards cities and locations built on or near 
Hellmouths.

Additionally, you may reroll a failed attack roll, ability 
check, or saving throw when you are within 5 miles of a 
Hellmouth. You may only do this once per long rest and 
you must use the new roll.

VAMPIRIC BLOODLINE

Beginning at 3rd level, you become more aware of your 
vampire bloodline and the abilities that your ancestors 
afford you. You may choose between Order Of Aurelius, 
Cult Of Kakistos, or Court Of Dracula. Your bloodline 
choice grants you features at 3rd level and then again at 
6th, 10th, 14th, and 17th level.

VAMPIRE SPEED

Starting at 3rd level, your speed increases by 10 feet while 
you are not wearing armor or wielding a shield. This 
bonus increases when you reach certain vampire levels, as 
shown in the Vampire table.
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DARK ENERGY SENSE

Also at 3rd level, you can use your action to focus your 
awareness on the area around you. For 1 minute you can 
sense spells that have been cast over the last 24 hours 
within 60 ft. You can also determine what level the spell 
was cast at.

ABILITY SCORE IMPROVEMENT

When you reach 4th level, and again at 8th, 12th, 16th, 
and 19th level, you can increase one ability score of your 
choice by 2, or you can increase two ability scores of your 
choice by 1. As normal, you can’t increase an ability score 
above 20 using this feature.

ACCELERATED HEALING

At 4th level, you are able to heal at a faster rate than  
humans. Whenever you regain hit points, gain additional 
hit points equal to your vampire level.

HEART REFLEX

Also at 4th level, you have become instinctually aware 
of your heart and its vulnerability. If you are the target 
of an attack that would stake or remove your heart, you 
may use your reaction to make a Dexterity saving throw 
at advantage to deflect the attack, using the attack’s roll as 
the DC. On a success, you take no damage from the attack 
and your heart remains intact.

EXTRA ATTACK

Beginning at 5th level, you can attack twice, instead of 
once, whenever you take the attack action on your turn.

VAMPIRE REFLEXES

Starting at 5th level, when an attacker that you can see hits 
you with an attack, you can use your reaction to halve the 
attack’s damage against you.

SIRING

By 5th level, you have gained enough control over your 
animalistic impulses to not kill when you feed. As an 
action, you can turn a creature into a vampire, or “sire” 
it. Your target must be a human that you are feeding on. 
When the target has no hit points remaining, you open 
your own vein and feed them your blood. You take 1d8 
piercing damage. Instead of making death saving throws, 
the target is considered dead. The next night, the target 
will rise again as a vampire.

At 11th level, you always know the location of any 
vampire that you have sired. As an action you can assess 
your progeny’s general location.

EVASION

At 7th level, your instinctive agility lets you dodge out 
of the way of certain area effects, such as a Fireball spell. 
When you are subjected to an effect that allows you to 
make a Dexterity saving throw to take only half damage, 
you instead take no damage if you succeed on the saving 
throw, and only half damage if you fail.

BLOOD TRACKING

By 9th level, you are able to track blood trails. You can 
pick up the scent of spilled blood within 30 feet of you. 
The blood must have been spilled within the last 48 hours. 
You have advantage on Wisdom (Survival) checks to 
follow a trail of blood. Additionally, you have advantage 
on Intelligence (Investigation) checks to determine how 
old the blood is, what type of creature is leaving the blood 
trail, and how wounded it is.

At 15th level, your range to detect spilled blood increases 
from 30 feet to 60 feet and the blood must have been spilled 
within the last 72 hours instead of 48 hours.

ELUSIVE

Beginning at 18th level, you are so evasive that attackers 
rarely gain the upper hand against you. No attack roll has 
advantage against you while you aren’t incapacitated.

CENTURIES OF POWER 

Even after you reach 20th level, your power continues to 
grow. For every 20 years you survive beyond your 20th 
level you gain hit points as if you had gained another level. 
Additionally, you can also choose one of the vampiric 
powers you know and replace it with another power that 
you could learn.
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VAMPIRIC

BLOODLINE

A vampire’s bloodline can be traced, from sire to sire, all 
the way back to the earliest vampire that it originated 
from. These vampires are legendary figures that have lived 
for centuries, outsmarted slayers, and developed unique 
abilities. Their gifts are passed down to their progeny 
throughout the ages.

ORDER OF AURELIUS

Vampires whose bloodlines can be traced to the Order Of 
Aurelius are direct descendants of The Master himself. 
This ancient vampiric order was created by the demon 
lord Archaeus. That old one’s demonic power reverberates 
through all members of this bloodline.

Legacy  Of Archaeus

Beginning at 3rd level, other evil creatures recognize your 
authority because of the demonic blood that flows through 
your veins. You have advantage when making persuasion 
and intimidation checks against aberrations, celestials, 
elementals, fey, fiends, and undead of an evil alignment.

Skills Of  The  Damned

Beginning at 6th level, you develop unique vampire 
abilities. You gain two Vampiric Powers of your choice. 
Your power options can be found on page 14.

Power Detection

At 10th level, you are able to sense the power of other 
creatures. As an action, you can reach out with your mind 
and assess a creature within 30 feet of you. You learn that 
creature’s challenge rating or player level, current hit 
points, and if it has the legendary resistance ability. 

Dark Gifts

At 14th level, your repertoire of vampire abilities expands. 
You gain two Vampiric Powers of your choice. Your 
power options can be found on page 14.

Blood Of  The Master

When you reach 17th level, you can turn your failures 
into successes. If you fail a saving throw, you can choose 
to succeed instead. Once you use this feature, you can’t use 
it again until you finish a long rest.

CULT OF KAKISTOS

The Cult Of Kakistos takes its name from the originator of 
the bloodline, Kakistos, the Father. His ancient reputation 
for cruelty and rigidity were legendary, as were his cloven 
hands and feet. Though he was slain by Faith, The Vampire 
Slayer, his legacy lives on in the vampires he sired.

Powerful Blood

Starting at 3rd level, when you gain hit points as you 
advance a level, you may add an additional 1d6 hit points 
to your maximum.

Ancient Secret

At 6th level, though not known for trickery, descendants 
of Kakistos do gain a classic vampiric ability. You gain one 
Vampiric Power of your choice. Your power options can 
be found on page 14.

Exquisite Cruelty

At 10th level, you delight in causing others pain. When 
you make a successful melee attack, you may immediately 
use your bonus action to attack again at advantage.

Legacy Of  The Father

Beginning at 14th level, your limited wealth of vampire 
skills increases. You gain one Vampiric Power of your 
choice. Your power options can be found on page 14.

Worst Of  The Worst

When you reach 17th level, normal wooden stakes 
no longer can dust you. You may only be slain through 
staking if the wooden implement is at least 4 inches wide 
in diameter.
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COURT OF DRACULA

Dracula, the most famous vampire, is best known for his 
catalog of tricks, a penchant for luxury, and giving away 
the secrets of vampires in exchange for fame. Vampires 
of this bloodline inherit the mystical aspects of their 
forefather’s legacy.

Ancient Parlor Tricks

Starting at 3rd level, you are able to tap into the magical 
heritage of your bloodline. You choose three of the 
following cantrips: Mending, Message, Minor Illusion, 
Prestidigitation, Resistance, True Strike.

Smoke And Mirrors

At 6th level, you gain powerful vampire abilities. You 
gain three Vampiric Powers of your choice. Your power 
options can be found on page 14.

Forgotten Magicks

When you reach 10th level, you receive even more 
supernatural abilities. You gain three Vampiric Powers of 
your choice. Your power options can be found on page 14.

Gifts From The Dark Prince

At 14th level, you learn even more tricks for your arsenal 
of abilities. You gain three Vampiric Powers of your 
choice. Your power options can be found on page 14.

Final Gift Of The Impaler

Once you’ve reached 17th level, dusting isn’t necessarily 
the end for you. If you are destroyed through staking, heart 
removal, immolation, or decapitation you can come back 
to unlife. After a minute of being truly dead, your body 
reconstitutes itself from the ashes you left behind. Once 
you use this ability, it is lost to you forever and cannot be 
used again. 
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VAMPIRIC POWERS

If a vampiric power has prerequisites, you must meet them 
to learn it. You can learn the power at the same time that 
you meet its prerequisites. A level prerequisite refers to 
your level in this class.

Defiance To  Divinity

You are no longer vulnerable to radiant damage.

Deflect  Projectiles

When you are hit by a ranged weapon attack you can use 
your reaction to deflect or catch the missile. When you 
do so, the damage you take from the attack is reduced by 
1d10 + your Dexterity modifier + your vampire level. If   
you reduce the damage to 0, you can catch the missile if it 
is small enough for you to hold in one hand and you have 
at least one hand free. Modern weapons are not affected 
by this feature.

Demon Jump

Prerequisite: 10th level

You can cast Jump on yourself at will, without expending 
a spell slot or material components.

Disarming Counter

When a creature attacks you with a melee weapon and 
misses, you can attempt to disarm the target, forcing it to 
drop its weapon. The target must make a Dexterity saving 
throw against your total Dexterity ability score. On a failed 
save, it drops the weapon it attacked you with, which lands 
at its feet.

Enlist Thrall

Prerequisite: 14th level, Court Of Dracula

You can cast Dominate Monster once without using a 
spell slot. You can’t do so again until you finish a long rest.

Form Of Dark Servants

Prerequisite: 10th level, Court Of Dracula

You can use your action to magically assume the shape of a 
bat, giant bat, swarm of bats, or a wolf.

You can stay in a beast shape for a number of hours 
equal to half your vampire level (rounded down). You 
then revert to your normal form. You can revert to your 
normal form earlier by using a bonus action on your turn. 
You automatically revert if you fall unconscious, drop to 0 
hit points, or die.

While you are transformed, the following rules apply:
•	You retain your alignment, personality, and ability 

scores. You also retain all of your skill and saving 
throw proficiencies, in addition to gaining those of 
the creature. If the creature has the same proficiency 
as you and the bonus in its stat block is higher than 
yours, use the creature’s bonus instead of yours.

•	When you transform, you retain your current hit 
points and hit dice.

•	Your ability to speak or take any action that requires 
hands is limited to the capabilities of your creature’s 
form.

•	Transforming doesn’t break your concentration on a 
spell or effect you’ve already cast or used.

•	You retain the benefit of any features from your class, 
race, or other source and can use them if the creature’s 
shape is physically capable of doing so.    

•	Your equipment merges into your new form.

Form Of Mist

Prerequisite: Court Of Dracula

You can cast Gaseous Form on yourself once without 
using a spell slot. You can’t do so again until you finish a 
long rest.

Frightening Ferocity

When you hit a creature with an unarmed strike, you can 
attempt to frighten the target. The target must make a 
Charisma saving throw against your total Charisma ability 
score. On a failed save, it is frightened of you until the end 
of your next turn.

Glamour

You can cast Disguise Self at will, without expending a 
spell slot.
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Grasp Of  The Master

Prerequisite: 14th level, Order Of Aurelius

You can cast Telekinesis once without using a spell slot. 
You can’t do so again until you finish a long rest.

Hunting Instinct

Immediately after you hit a creature with an unarmed 
strike on your turn, you can try to grapple the target as a 
bonus action (see the Player’s Handbook for rules on grappling).

Hypnotize

You can cast Charm Person at will, without expending a 
spell slot.

Legendary Brutality

Prerequisite: 14th level, Cult Of Kakistos

Your unarmed strike scores a critical hit on a roll of 18–20.

Limited Ritual Casting

You can cast any spell of 3rd level or below as a ritual if it 
has the ritual tag, if you have the spell’s components, and 
the book that the spell is from. Once you use this feature, 
you must finish a long rest before you can use it again.

Modern Weapons

You gain proficiency in two of the following modern 
weapons: Chainsaw, Handgun, Rifle, Shotgun, Smoke 
Grenade, Incendiary Grenade, Flamethrower, or Rocket 
Launcher.

Reflectionless Mind

You are immune to the effects of any spell or ability that 
would allow someone to read your mind. 

Subconscious Invasion

Prerequisite: 10th level, Court Of Dracula

You can cast Dream once without using a spell slot. You 
can’t do so again until you finish a long rest.

Travel In Decadence

Prerequisite: 14th level, Court Of Dracula

You can cast Magnificent Mansion once without using a 
spell slot. You can’t do so again until you finish a long rest.
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VAMPIRE RACE

   “You die, and a demon sets up shop in your old house,

and it walks, and it talks, and it remembers your life,

but it’s not you.”

- Buffy Summers

“Vampires are a paradox... Demon in a human body.

You’re a hybrid. Natural and unnatural. You walk in

both worlds, and belong to neither.”

- Adam

Vampires are the most abundant foot soldiers of the forces 
of evil. Technically speaking, they are undead and soulless 
demons that possess human corpses. Their lust for blood 
and amorality make them dangerous and unpredictable. 
Vampires have terrorized the human population for millenia, 
though the majority of modern humans have no idea that 
they even are in danger until it is too late.

RISEN FROM THE DEAD

Once human, a vampire retains all of the memories from 
its human life. However, those memories are perverted 
by the demon now in control and are used as tools to 
further their own goals. A vampire rises from the dead 
from wherever it was laid to rest. This usually means that 
vampires must claw their way out of their own graves.

APEX PREDATORS

Perceptive, graceful, and absolutely lethal, vampires are 
at the top of the food chain. They can blend in with the 
human population as they hunt, making them especially 
dangerous. They are effective predators by themselves, 
but even more dangerous when they work together to 
achieve their objectives or unleash chaos.

VAMPIRE TRAITS

Your vampire character has a variety of natural abilities, 
the result of becoming a member of the undead.

Ability Score Increase

When you rise from the grave after being sired by another 
vampire, your Dexterity score increases by 2.

Immortality

A vampire lives forever by trading its soul for an eternal 
life. They cannot age and are frozen at the physical age 
they were sired at. Vampires cannot die from old age, 
and are no longer affected by human illnesses. Any health 
conditions present when they were human cease as soon 
as they reanimate.

Alignment

Vampires are soulless creatures and therefore inherently 
evil. The only alignments available to a vampire are lawful 
evil, neutral evil, or chaotic evil. The transformation 
brings the worst thoughts, emotions, and personality 
traits a human had to the surface of their new vampire 
psyche. However, vampires generally work in their 
own self interest and sometimes their goals align with 
creatures of other alignments. In rare cases, a vampire can 
become ensouled and regain access to the whole range of 
alignments.

Size

Vampires are the same size and shape that they were in 
their human lives. Your size is Medium.

Speed

Your base walking speed is 30 feet.

Undead

You are considered an undead and humanoid creature. 
Additionally, you are unkillable by normal mortal 
means. When you fail your final death save after going 
unconscious, you do not die. Instead, you must remain 
unconscious for the duration of a short rest. During this 
time, you appear to be a corpse. After the duration, you 
regain consciousness with 1 hit point.

Creature Of  The  Night

You cannot face the light of day. If you are in sunlight for 
more than 6 seconds, you burst into flames. You take 10d10 
radiant damage every second you remain in the sun. You 
take 1d4 radiant damage per second in partial sunlight, 
such as being obscured by heavy shade, a blanket, or tinted 
windows. Additionally, you can smell the dawn and dusk 
approaching 10 minutes before they happen.

Thirst For Blood

Though you do not require sustenance to stay alive, you 
are driven by an unquenchable thirst for the blood of 
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the living. Human blood is your natural food of choice. 
However, animal blood will sustain you the same. If you 
do not feed at least once every two days you begin to lose 
your mental capabilities. After two weeks of starvation 
you start to lose your mind entirely. After two months the 
damage to your brain could be irreversible.

Second Face For Killing

When you are presented with certain stimuli, your 
face undergoes a transformation. Your vampire face is 
a manifestation of the demon that resides inside you. It 
will automatically appear when you are hunting, feeding, 
fighting, or in reaction to any other animalistic impulse. 
You can shift between your vampire face and your human 
face at will. 

Darkvision

As a creature of the night, you have superior vision in dark 
and dim conditions. You can see in dim light within 60 feet 
of you as if it were bright light, and in darkness as if it were 
dim light. You can’t discern color in darkness, only shades 
of gray.

Keen Senses

You have proficiency in the Perception skill.

Poison Immunity

You are immune to all poisons that affect living creatures. 

Breathless

You are unable to breathe and do not require oxygen to 
survive. Additionally, you cannot administer CPR, blow 
air through your nose or mouth, etc.

Cast No Reflection

You do not have a reflection and cannot be seen in a mirror. 
However, you can be photographed or recorded on video. 

Invitation Requirement

You are unable to enter a building that is owned by a 
human without a direct invitation from the human owner 
or a resident. The invitation must be verbal. Until you 
are invited in, it is physically impossible for you to enter. 
Once you’ve been invited in, you are always considered 
welcome. 

Traditional Weaknesses

You have weaknesses rooted in religion and superstition. 
You are vulnerable to radiant and fire damage. You cannot 
face religious symbolism or consecrated objects, such as 
crosses or holy water. These types of items cause you to 
take 1d4 radiant damage for every second you touch them. 
Additionally, garlic is repellent to you. 

Ashes To Ashes, Dust To Dust

Though immortal and almost unkillable, there are several 
methods for slaying a vampire. You will permanently and 
instantly die if your heart is pierced by wood, if your heart 
is removed from your body, if you are beheaded, or if you 
drop to zero hit points while on fire. Once this happens 
your body bursts into dust and ashes, leaving you dead 
forever. 
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