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Strip D&D Thirster 
 
Thousands of years ago, vampires revealed their presence to the human population, and began to integrate with 
them. Many wars and centuries later, the vampiric strain has been shallowed out to an acceptable level. Now called 
“thirsters,” these creatures live alongside humanity as citizens on the margins. They are attracted to adventuring, as 
their usefulness often outweighs prejudice against them in situations of darkness and danger. 
 
How Thirsters Differ From Fighters 
• Thirsters cannot be healed by divine magic. 
• Thirsters cannot heal naturally. 
• Every 2 hit points of living blood they consume grants them 1 hit point of healing. 
• Thirster blood is a curative. Every 2 points a human drinks heals the human 1 hit point. 
• Thirsters have sharp senses; they are +2 to stealth and detect, in addition to a starting skill. Taking the “Stealth” 

and “Detect” skills stacks with this bonus. This bonus does not function in sunlight. 
• Thirsters can see clearly in dim light, and can see up to 30 feet in absolute darkness. 
• Thirsters take 1damage from sunlight. 

o Take hit point for every 10 minutes in direct sunlight. 
o Take 1 hit point for every hour if covered or in shade. 
o Take 1 hit point every 2 hours if covered under shade. 

• Thirsters take 1 hit point of damage every dawn, the cost of unliving. 
• Thirsters are not undead, but instead they are unliving. They cannot be turned, holy water has no effect, etc. 
 
Drinking Blood 
• Thirsters drink blood as a full round action, the blood taking effect at the end of the round. It’s about the energy 

in the blood, not its quantity. 
o Thirsters can drink 1 hit point of blood per level each round. 
o Thirsters can only drink blood from containers, helpless targets, or willing targets. 

 The blood must be “living” (fresh from a living body or body dead less than 10 minutes) 
unless it is specially treated by a mixture of herbs and minor incantations; thirsters can 
prepare this blood, up to 6 hit points per hour, at the cost of 1 gp per hit point of blood. 
Treated blood lasts up to 1 month. 

 Drinking from a fresh corpse can harvest up to [1 hit point per hit die] of blood. 
 Blood that is questionable may be ingested, though distasteful, with 4 hit points granting 1 hit 

point of healing. 
o Thirsters can seal the incision, leaving only a bruise, when they finish feeding. 

• Humans drink thirster blood as a potion, up to 2 points a round. 
• Blood of wizards and spellcasting creatures grants  a thirster 1 hit point per hit point drunk, it is more powerful. 


