Vampire Spawn

Medium Undead

	Hit Dice
	4d12 (26 hp)

	Initiative
	+6 (Dex, improved initiative)

	Speed
	30 ft

	AC
	15 (+2 Dex, +3 Natural)

	Attacks
	Slam +5 melee

	Damage
	1d6+4 + Energy drain

	Face/Rch
	5x5 / 5ft

	SA
	See below

	SQ
	Undead, +2 turn resistance, DR 10 / silver, cold, electricity resistance 10, Gaseous form, Spider climb, Fast Healing 2

	Saves
	Fort +1, Ref +5, Wil +5

	Abilities
	Str 16, Dex 14, Con --, Int 13, Wis 13, Cha 14

	Skills
	Bluff +8, Climb +8, craft (any one) or Profession (any one) +10, Hide +10, Jump +8, Listen +11, Move Silently +11, Search +8, Sense Motive +11, Spot +11

	Feats
	Alertness, Improved Initiative, Lightning Reflexes, Skill Focus (any craft or profession)

	Climate
	Any land and underground

	Organization
	Solitary or pack (2-5)

	CR
	4

	Treasure
	Standard

	Alignment
	Always Chaotic Evil

	Advancement
	--


Saves vs. special abilities are DC 14

Charm (Su):  As 5th level sorcerer.  A charmed subject allows vampire to feed.

Energy Drain(Su): 1 negative level, save 24 hrs later

Blood Drain (Ex): successful grapple attack can drain 1d4 Constitution each round it maintains a pin.

Undead:  Immune to mind-affecting effects, poison, sleep, paralysis, stunning, and disease.  Not subject to critical hits, subdual damage, ability damage, energy drain, or death from massive damage.

Gaseous Form (Su):  Standard action at will, as 6th level sorcerer, but remain gaseous indefinitely and fly at 20 ft.

Spider Climb (Ex):  see PHB.  Always active

Fast Healing (Ex): heals 2 points per round if at 1+.  If at 0, goes gaseous + must reach coffin in 2 hrs, then 1 hp in first hour, and resumes fast healing afterwards.

Skills:  +4 racial bonus to bluff, hide, listen, move silently, search, sense motive, and spot.

