Neverwinter Vampire Clans

All of the vampire clans listed below that can be found in Neverwinter originated from Waterdeep. There may be single vampires roaming the streets, but these are either scared away or slain outright by one of these clans. As a rule of thumb, if a vampire is encountered in Neverwinter then it will probably belong to one of the following clans. Each clan has it's own strengths and weaknesses and as such it cannot be taken for granted that the same procedures for killing one type will affect the other. This is much to the surprise of vampire killers who had believed so and are now dead. A few of the vampires are even trying to expand into the neighboring city of Luskan but no word has been heard as to their success. 

Clan Sultrue

Clan Sultrue is perhaps the most powerful vampire clan in the area. They are not as powerful physically as the regular vampire, but they are more cunning. Members of the Sultrue clan have infiltrate every layer of the city's social hierarchy. As such, they have detailed information of virtually every corner of the city. 

Physical Features
A prominent vampire killer from Waterdeep once described the Clan Sultrue as "rich, sadistic, sexy and brutal". Vampires of this clan benefit from having increased Charisma and Wisdom, which makes them more charming and cunning than the ordinary vampire. They are very patient in their planning and they are extremely difficult (if not impossible) to trick. Characters who become members of Clan Sultrue can raise their Charisma or Wisdom by a total of 5 points (not to exceed 19). Sultrue vampires are immortal but have an innate ability to age their appearance. Once their "appearance" ages and dies, they take up residence as a totally different person somewhere else. Some of the Sultrue members in various cities even go so far as to stay in the same city, dying and being reborn over and over again.

Vampires of this clan are impervious to the effects of sunlight. This is one of the factors that make detecting and killing them so difficult. They also are not affected by silver, although electrum has the same effect as silver does on a normal vampire. Due to their heightened Charisma, anyone who is under the effects of their charm must save at -4 on their die roll. They can turn into gaseous form as well as shapechange into an animal of their choice (each vampire chooses their form upon conversion and it is common for two vampires to have different forms). When feeding, their bite drains 1 point of Constitution and 1 point of Wisdom, making their ability to charm their prey greater. They regenerate 1 hp every 3 rounds and can be only hit by weapons of +2 enchantment or higher. When in trouble, they can summon any of their henchmen that they have charmed, who will fight to the death for them. They are turned as mummies by clerics.

One of their weaknesses however, is the allergic reaction to a rare sweet-smelling spice found in Calimsham. This spice is linked to the original vampires past linked to them by a curse, but nonetheless it is a spice that is hard to locate with a strong signature. This rare spice has the same affect to vampires as poison does to humans, and all saves by vampires against it are at -2 to the die roll. The spice is deadly to them, taking effect in 1-4 rounds.

Only humans can be Sultrue vampires, and any demi-humans who are bitten by them have no chance of becoming a vampire.  Demi-humans who are bitten become charmed henchmen under their control.  Because of this Sultrue vampires usually have several demi-human henchmen.  When bitten, the elven immunity against charm will not work.

Background
There are currently five members of the Sultrue clan in Neverwinter. Their leader, Lady Dahlia Mingor, arrived in the area a decade before the war between Luskan and Neverwinter occurred. Using her money and influence, she eventually planned the deaths of a handful of other nobles living in the city and slowly placed her own followers in their place. Now, they are working at controlling the city by trying to undermine the Lord Regent's powers. They have no plans to control the city openly but wish to control it "behind the scenes" so that their power base will be increased. 

Clan Sultrue has spies throughout Neverwinter and Luskan, and even in the Black Ring itself. 

Recently, they have formed alliances with the Talona sect in Neverwinter and with Maubar, the second-in-command in the Black Ring. Maubar has his sights on the necromantic side of the Black Ring and feels that the espionage and subterfuge portion is unbefitting of a lich. In exchange for the vampire clan's help, he has offered to let the clan control the espionage and subterfuge portion of the Black Ring. Their alliance with Maubar is temporary as they are seeking the Necronomicon, a magical artifact tome of great necromantic power. This will allow them to expand their powers and influence even further. They also have their sights on the Black Ring's network in order to expand their control. Clan Sultrue is not used to working with anybody but themselves and Dahlia Mingor has her own agenda, something that Maubar is aware of. Clan Sultrue is biding their time until Nilgeranthrib the evil lich falls. Once Nilgeranthrib falls, they will break their alliance with Maubar and move to destroy him, leaving them in command of the Black Ring and in possession of the Necronomicon. Maubar is expecting this, though, and has a backup plan in case the vampires decide to challenge him for control of the Black Ring.

Their alliance with the Talona sect is used mostly as a diversionary tactic. After the sect was almost completely destroyed by adventurers, the Talona sect is now in the process of rebuilding. The leader of the Talona sect has been promised the gift of everlasting life, which is something that Clan Sultrue does not plan on giving. Their leader is so blinded with pride that she cannot even recognize the fact that Dahlia Mingor is using her as a front. Some of the members of the Talona sect have learned of this, and have left the sect completely. They would slay Dahlia Mingor outright if only they knew of her identity.

Implications for the PCs:

The PCs could be employed by Dahlia Mingor anonymously to seek the Lich out for her. So even if the PCs don't succeed, the vampires will know of the lich's lair location and can attempt to destroy its phylactery and overthrow Maubar once Nilgeranthrib is disposed of. Then, the PCs will be used as innocent pawns being played by the vampires against the lich.

Members of the Talona sect could even hire them to destroy Clan Sultrue in response to their recent interference in their affairs. This would prove difficult as the identities and numbers of the clan are unknown to even the most powerful of the sect. If a member of the Talona sect learn of the vampire's identities then they could easily hire the group to slay them outright.

In response to the deaths of several of the Clan Sultrue members in Neverwinter, the adventuring group may be hired by one of the clan members to protect them from the vampire killer that is stalking them (see Cragsmere, below).

Clan Nightcrawler

Clan Nightcrawler vampires are vampires with an affinity for a particular animal that they have power over and can feed off. The animal type also determines their personality and alignment to some degree. When hunting, they will usually assume their chosen werebeast animal form. They are very territorial and will fight anything, even other vampires, for their territorial rights. In Neverwinter, these can be found in the sewers and even in the western part of town, where access to fresh food is better. The Nightcrawlers individually are much stronger than the Sultrue clan, maybe even requiring odds like 3 Sultrue to best one Nightcrawler, but the Nightcrawlers are feral and don't have the subtleties and planning skills of the devious Sultrue.

Physical Features
Whereas the Clan Sultrue vampires are very charismatic and cunning, Nightcrawler vampire are more physically inclined. Vampires of this clan benefit from having increased Strength, Dexterity, and Constitution, making them more physically powerful than any other clan has. They are very instinctive in nature and always operates in packs (either multiple vampires or with their totem animals.) although they have been known to hunt by themselves when feeding. When feeding, their bite drains 1 point of Constitution and 1 point of Strength. Characters who become members of Clan Nightcrawler can raise their Strength, Dexterity, or Constitution scores by a total of 5 points (not to exceed 19).

While vampires of this clan are harmed by sunlight, continual light only annoys them. During combat, they have been known to go berserk, and when with a group of wererats the morale of the wererats are raised as if affected by a Bless spell. Although they cannot charm like the normal vampires can, they can cause Fear in their opponents with a -3 to their save. They are affected by silver, and cold iron does double damage to a Nightcrawler vampire when in their animal form. Due to their heightened physical abilities, they cannot be surprised. They can turn into gaseous form as well as shapechange into their animal totem natural or werebeast form. This transformation takes one round to complete and the creature can do nothing during this time. They regenerate 1 hp every round and can be only hit by weapons of +3 enchantment or higher. When in trouble, they can summon either 10-40 giant rats and/or 3-18 wererats. They are turned as regular vampires by clerics.

There are no reports of demi-human Nightcrawler vampires so it is assumed that only humans can join the Nightcrawler clan.  Most Nightcrawler vampires dislike most demi-humans, viewing them simply as prey.  

Background
There are currently two members of the Nightcrawler clan in Neverwinter. They are brothers who arrived in Neverwinter a year ago. Both of them are wererat vampires who left Waterdeep due to the pressures placed on them by the Lord's Alliance. Their territory includes a large portion of the sewers and the western dock ward of Neverwinter. They have been known to slay any creatures that they see as a challenge to their territory. They do not have any allies outside of the wererat clan and treat any predators that enter their area as enemies.

They current work with the wererat thieves guild in town and use them as protection during the day. The wererats share a pack mentality with the Nightcrawler clan members and during their larger missions are always accompanied by one of the vampires. By no means can it be said that the Nightcrawler clan vampires control the wererats. They enjoy the company of the werebeasts, and appreciate the security offered by the werebeasts during the day. The wererats are led by a wererat lord of tremendous power, and view their alliance as a mutual existence with them seeing the beneficial of cooperation. The wererat lord can call upon the Nightcrawler clan for assistance and the Nightcrawler clan can use the thieves' guild for protection. 

The Nightcrawler clan knows of the existence of the Sultrue clan, and keeps a close eye on them. They do not get along with the Sultrue, in fact it would likely come to open conflict should their paths cross. The Nightcrawlers observe the Sultrue clan from a distance and avoid unnecessary contact, but in the past the Sultrue have tried to recruit them, with conflict quickly resulting. They have been indiscriminately killing people in the city and this has got Clan Sultrue worried. They feel (rightfully so) that too many deaths by vampires in the city will bring the attention of the authorities, something they wish to avoid. They are currently making plans to get rid of the Nightcrawler clan once and for all.

Implications for the PCs:
Clan Sultrue is finally fed up with the Clan Nightcrawler vampires and have decided to take them out once and for all. The Sultrue are angry about the extra attention and want to end the added publicity. Sure, the Sultrues used to feed, but only occasionally and very discretely to avoid suspicion. Now, with this new rash of killings, the authorities are now investigating further. The group is hired by Clan Sultrue to kill the vampire scourge once and for all. After they are done, Clan Sultrue may want to tie up any loose ends…

The Nightcrawlers begin to move against Clan Sultrue and their intrusion into Nightcrawler territory. Either the city authorities or Clan Sultrue hire the PCs to destroy the vampires once and for all. If the city authorities hire the PCs, the Sultrue will try to take the focus off of them regardless of the course of the adventure to keep the focus off the Sultrue. They can then quite easy make subtle pushes to direct the PCs at the dangerous Nightcrawler problem. 

Clan Cragsmere
The Cragmere clan of vampires is an odd lot. Some believe them to be half-vampires due to their physical abilities, but it is obvious that they have some vampire blood in their veins. The Cragsmere noble family of Waterdeep is passive and subtle, neutrally aligned and wiser.  Legend states that the noble family was infected by the master Sultrue vampire in an attempt to turn them into their pawns.  Instead of turning them into full-fledged vampires, something inside them (genetically, perhaps) fought off the effects and did not allow the full vampiric effect to take place. Because of this, the Cragsmere family is the major antagonist of the Sultrue family and has been hunting them for centuries.

Physical Features
As stated above, members of the Cragsmere clan are not full vampires but do share some of their abilities. Cragsmere vampires are affected by sunlight, but it does not kill them. Sunlight lowers their Dexterity and Strength by 1 point per turn, until 0 is reached. At that point, they lie dormant until the sunlight is removed. Although continual light bothers them it has no harmful effects. They do not have the gaze ability of normal vampires nor do they share the invulnerability to normal weapons. They are unable to become gaseous like other vampires and cannot summon any creatures to their aid. They have to consume blood like normal vampires do, but not as frequently. When feeding, their bite drains 1 point of Constitution. They are very reluctant to feed choosing criminals and miscreants over common citizens.   They do not share the immortality that regular vampires do but instead age at half the rate.  Any children bred by a Cragsmere will be infected with the curse until the master Sultrue vampire is slain.

In exchange, they do not have any known vulnerability to metals and saves vs. all poisons at +3 to their die roll. They can regenerate 1 hit point every 3 rounds. They can shapechange into a normal cat or dog, taking two rounds to complete the transformation. They cannot keep the transformation while in sunlight though. They are also able to Pass Without Trace and Spider Climb at will. They also have an innate power that allows them to detect any vampires within 100 yards. They cannot distinguish between different types of vampires, unless they are of the Sultrue clan. Any detection spells or abilities cast against a Cragsmere vampire has a 50% chance of failure.  The only exception is the Paladin's Detect Evil and Protection from Evil powers.  As a Cragsmere vampire, they can allocate 5 points to any of their abilities, although any ability cannot exceed 18.

Although it has been thought that only humans can be Cragsmere vampires, rumors state that there is a half-elf Cragsmere vampire from the parents of a Cragsmere male and an elven female.  It has yet to be proven, but the child is reported to have different strengths and weakness than those of the human members of the family.

Background

The Cragsmere noble family descendents can be found as humans of any sort.  All of the Cragsmere vampires have a single goal: they are trying to find the master Sultrue vampire.  They feel that if they kill this master vampire, then the Cragsmere family curse is lifted.  Children born into the Cragsmere family are taught this at an early age and the majority of their training taken is with this goal in mind.  There are several high-level humans of all classes (except Paladin, see above).  When their children are old enough to take on the quest, the skills are passed on to the children.  

Implications for the PCs:
One of the Cragsmere family is a vampire hunter who views his vampirism as a curse and has a vengeance against the Sultrue family because of their imbalance.  He has just arrived into town and is killing all of the Sultrue vampires he can find.  The Sultrue clan can hire the group to protect them from the vampire or to hunt him down.

Campaign notes

1) The group is hired as guards at a party of some sort in reaction to a couple slain landowners (vampires killed by our vampire‑killer NPC). They are hired by a Sultrue landowner that fears for their lives. If the PCs are successful, the Sultrue will then turn around and play on the deaths, making it look like land owners are targeted to scare others away and drop prices, then sweep in and buy up everything they can afford.

2) During the party, the vampire‑killer strikes. Several clues are left behind making the party suspicious that the landowner is not who they appear to be (such as the killer using peculiar weapons, etc.).  The group can smell cinnamon that is coated on the weapons or whatever.

3) The party chases the vampire killer to the underground city, where they lose track of him. From there they bump into thugs sent by the Sultrue or may bump into the Nightcrawler clan and their wererat friends. I may weave Mouse into this if the party needs info to continue.

The Sultrue fear the Nightcrawlers, and avoid them unless they can guarantee victory, or it is crucial to enter their territory.  The Sultrue would first attempt to coerce the PCs into destroying the Nightcrawler vampires, and then possibly turning them loose on the Cragsmere vampire if possible.  The group could also possibly get involved with the Talona sect. Then, once the group is lead to the Nightcrawlers, evidence would lead them to the Talona cult, with the Sultrue leaving something behind (what I do not know yet) to implicate their involvement as vampires. 

4) The party then, without too much DM prompting, reaches the conclusion that the killer was good, and couldn't be the evil Talona cultists. Then there is an epic end scene, where the party follows some trail into the Sultrue compound via a secret underground entrance. There they find the vampire killer, immediately identified by some possession that the party has found of theirs, like the Cragsmere family symbol on a necklace? 

Before hand, the group goes to Maskado to ask for his aid in deciphering the clues that they find, like the cinnamon smell and the Cragsmere necklace. They go to him asking for information on what the symbol is and Maskado could use a history of  "the Cragsmere are noble cursed vampires whose sole purpose is the eradicate the Sultrue who cursed them eons ago in a bid to get more nobles on their side. They are eternally hunting down the Sultrue...etc."

5) The party traces the vampire killer to the Sultrue residence where he is fighting a losing battle against several of the Sultrue servants. The PCs must then decide who to help, since the fact that they are vampires may not be immediately apparent to the party, and the killer won't side with them because he may not know whether the PCs know about the vampires and are working for them.

6) If the PCs side with the servants and the kill the hunter, then one Sultrue noble will arrive, and the PCs should still not be sure whether they are human or not.  He or she would offer them a great reward, and let them stay in the family mansion. Then that night, the noble will attempt to charm every PC discretely in order to charm them into going after the Black Ring.  If one of the characters survives the ordeal and is dangerous, the other players will be turned against them, who are now charmed!

7) If they side with the hunter and kill the servants, several Sultrue arrive and attempt to charm the PCs into believing that the vampire-killer is the real enemy and to should be stopped until the law arrives. Meanwhile, if the PCs don't side with the Sultrue and avoid the charm a third Sultrue steps up and backstabs the killer, leaving him mortally wounded. The PCs are then on their own, and have to either face 3 master vampires, who are all about 10th level thieves in addition, or fight their way free and run for their lives through the sewers with the Sultrue chasing them, trying to divide them up. 

8) Their only hope is to keep running deeper and deeper, until they reach the werebeasts, upon which time, the Nightcrawlers will attack the Sultrue for entering their territory, and the PCs must make a choice again. If they help the Nightcrawlers, they may have to give up some hefty prices to be allowed to walk away, or fight a couple of Nightcrawlers and several werebeasts to live. Or maybe a third option of fleeing to Mouse's city to be sheltered from the werebeasts, and only fighting a small group of werebeasts.

9) If they flee the Nightcrawler‑ Sultrue battle, they have to fight the werebeast servants who think they are the Sultrue's servants.

Clan Cragsmere NPCs
Alistair Cragsmere
Class: Fighter (Bounty Hunter Kit)

Race: Human

Sex: Male

Level: 12

Hit Points: 96

Alignment: Neutral

Strength: 18/76 (+2, +4)
Height:  72"

Intelligence:  15
Weight: 220#

Wisdom:  14
THAC0:9

Dexterity:  15 (-1)
Movement(Base):12

Constitution:  16 (+2/hit die)
Armor Class:  0(7)

Charisma:  15
Armor Worn: Chainmail +2

Non-Weapon Proficiencies: Tracking, Survival, Blind-Fighting, Streetwise, Etiquette

Weapon Proficiencies: Specialized in Broad Sword, Two-handed, Fighting, Heavy Crossbow, Bardiche

Clan Nightcrawler NPCs
Vallasa, Wererat Vampire
Class:  Fighter

Race:  Human

Sex:  Male

Level:  9

Hit Points:  76

Alignment:  Chaotic Evil

Strength: 19 (+3, +7)
Height:  68"

Intelligence:  11
Weight: 195#

Wisdom:  9
THAC0:12

Dexterity:  17 (+2, -3)
Movement(Base):15

Constitution:  15 (+1/hit die)
Armor Class:  1(6)

Charisma:  10
Armor Worn: Chainmail

Non-Weapon Proficiencies: Blind-fighting, Survival(Free), Hunting, Running, Swimming, Set Snares, Rope Use, Tracking(Free)

Weapon Proficiencies: Specialized in Short Sword, Two-handed Fighting, Dagger, Short Bow, Garrote

Magic Items:  Short Sword +3, Ring of Invisibility, Boots of Striding and Leaping, Belt of Shielding (100hp remaining).

Rhundas, Wererat Vampire
Class:  Dual-classed Fighter/Thief

Race:  Human

Sex:  Male

Level:  7/5

Hit Points:  88

Alignment:  Chaotic Evil

Strength: 18/60 (+2, +3)
Height:  71"

Intelligence:  12
Weight:210#

Wisdom:  9
THAC0: 14

Dexterity:  18 (+2, -4)
Movement(Base):15

Constitution:  15 (+1/hit die)
Armor Class:  2(7)

Charisma:  12
Armor Worn: Studded Leather +2

Non-Weapon Proficiencies: Blind-fighting, Survival(Free), Hunting, Streetwise, Swimming, Disguise, Tracking (Free)

Weapon Proficiencies: Short Sword, Hand Crossbow, Dagger, Short Bow, Garrote

Magic Items: Studded Leather +2, Dagger +2/+3 vs. large creatures, Ring of Spell Storing (Heal, Neutralize Poison, True Seeing).

