On Being a Vampire in the World of Warhammer

(for Fredo, Gen and Rosalina)

The word vampire can mean many things these days. Warhammer vampires are more “old-school” than the current popular mould. They certainly aren’t made of quartz, and they never suffer from angst. Occasionally they fall in love with humans or elves but this is considered more a social faux-pas than any crime against either species’ morality.

In Warhammer, vampirism is neither a curse nor a disease. It is not passed on frivolously or accidentally. Vampires are extremely powerful and ambitious and making somebody a vampire (an act known as the Dark Kiss) imparts no loyalty or servitude upon the newly embraced. Thus making new vampires is dangerous for one’s health and one’s reputation. Vampires try to embrace only those who they believe are worthy of such a gift: those that exemplify their beliefs and will most easily assume the aristocratic lifestyle of an undead overlord.

Vampires are indeed princes and princesses in manner and bearing, and often in actuality as well. Count Vladimir is the ruler of the land of Sylvania and most of his underlings are equally ennobled, ruling over cities and provinces within those lands. Vampires are nobles down to the bone – after all, their power literally transfers through blood – and see themselves as the rightful shepherds of the mortal sheep. Their supernatural gifts make this all the more obvious.

Vampires are stronger and faster than humans and typically possess much greater magical skill. They also have eternity to hone their minds and their bodies. However, they can be killed by a well-trained and prepared human, and have several weaknesses. Sunlight burns them (hence they cannot risk leaving the Crescent Moon before sundown), priestly magic and holy relics can drive them away. Fire and silver do great damage to them and they cast no reflections. As a result, vampires are careful hunters, preferring to manipulate their enemies from a distance. Relying on your fangs and claws in close combat, without allies or back-up, can be unwise.
Perhaps the vampire’s greatest curse is the need to regularly drink blood. This is a process that requires just a few minutes and typically, a willing partner. Vampires can drain unwilling victims but it’s considered stooping. Luckily, humans enjoy the process – it makes them giddy and tingly, like drinking strong wine. Vampires can drink elves and dwarfs as well, but elves are very sweet and dwarf blood is stagnant. Halfling blood is entirely inedible. As far as anyone knows, elves and dwarfs cannot be turned into vampires – it is solely a human quality.
Vampires are inherently magical creatures, and thus need to be careful around wizards who can see their magical auras. This effect however also lets them identify their own on sight (which is why you must tell the GM if you embrace a new vampire, so he can tell any others). Their magical nature protects them from the dangerous effects of warpstone too. This green stone is made of pure magic, just like a vampire’s soul, so vampires are always keen on acquiring it – and keeping it out of humanity’s meddling hands.
If you choose to embrace a vampire tonight, you learn one of their secrets. You also grant them one of your powers (of your choice). See the GM, he will have spare copies of the power cards.
