
VAMPIRE 
A bloodthirsty fusion of spirit and meat. 

Special Abilities [ALL START WITH ‘BLOODTHIRSTY’] Take 1 non-clearable stress per day of not drinking blood. 

 

 Bloodthirsty. Drain blood from a living human to regenerate. Each point removes 1 stress or fills 1 segment in 
a recovery clock. It takes about 30 seconds per point at top speed. A human can lose 2 to be weakened, 4 to 
need a transfusion, 6 to be in mortal danger, or 8 points to die. Characters take 1 stress per point or take a 
“Weakened” condition with 1 segment per point drained. Taking this ability costs you your reflection forever. 
 

 Daywalker. The sun is seldom a concern in Duskwall. Sunlight (even if magical) affects you as a mortal, as does 
fire (instead of having increased potency.) Also, for the cost of 1 stress you can blink, swallow, breathe, sweat, 
and feign a heartbeat for up to an hour. Taking this ability plagues you with dreams of life and sunlight that 
sometimes inflict 1 stress upon waking. 

 

 Infectious. If you drain a human of blood and put 1 stress of blood in the human’s mouth, the spirit will twist 
and corrupt and bind to the corpse, becoming a vampire. It can be instant, or up to 3 days before the vampire 
is aware, new, and starving. Taking this ability makes your teeth impossibly white, with prominent canines. 

 

 Masterful. Defying you costs a human or animal 1 stress. If you express anger at a human or animal, the target 
(or targets) take 1 stress. If the targets are NPCs who do not have stress tracks, they lose potency in their 
attack (usually translated to a more controlled circumstance.) At rest, you radiate cold. 

 

 Mesmerizing. If you can look into a target’s eyes, you can deaden the target’s will and capacity to act. 
Conversation tends to be controlled circumstances, excitement like combat is desperate. Strong-willed targets 
may require you to fill a clock to overwhelm them. You can freeze the target, or be more subtle (erasing 
memory or planting suggestions.) If eye contact is broken, the effect ends. Your irises turn gray. 
 

 Prowess. You are 3 times faster than mortals, and 3 times stronger. You can shrug off physical attacks by 
paying 1 stress (except for fire, blessed attacks, decapitation, and staking through the heart; avoid those 
hazards normally.) Taking this ability makes your apparent age depend on how long you’ve gone without 
feeding on live human blood, adding 10 years a day; default to your early 20s when rosy-cheeked and plump. 
 

 Restful. You have connected yourself with earth from where your host body or spirit body was born, or where 
they fused. If you rest on that earth, you lose all stress in a 12 hour rest. Otherwise you can’t lose stress. 

 
 Strange Movement. Each time this special ability is taken it adds a mode. Spend 1 stress to activate an 

alternative mode. Modes include: blinking, to flicker in and out of timespace within about a 20 ft. range. 
Transformation, into a predator or vermin that moves 5 times faster than humans. Crawler, to move easily 
across walls and ceilings. Mist, to discorporate and drift to recorporate, paying 2 stress for each 
transformation. Only if all these modes are taken can you take Swarm, paying 2 stress to burst into many 
vermin, any one of which can regrow into your human form at the cost of 2 stress. Taking even one movement 
mode costs you your shadow forever. 

 

Convenient Friends 

 Hurley, stout gravedigger 

 Yelanca, vicious fancy lady 

 Delrio, circumspect barrister 

 Wheylan, half-mad strangler 

 Kaytie, independent butcher 

 Furleck, ruthless whisper 

Items 
0 Trance Powder 
0 Fashionable outfit  
0 Jar of blood (2 stress) 
0 Silk cable and grapple hook 
0 Swordcane/razor fan 
0 Glass firestarter bauble 

Playbook Advancement 
 

 Taste exotic blood. 

 Overawe a mortal. 

 Destroy something beautiful. 

 Express a new reason not to go insane. 
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