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Vampire Traits

Beguiling Gaze. As a bonus action, the vampire fixes
its gaze on a creature it can see within 30 feet of it.
If the target can see the vampire, the target must
succeed on a DC (8 + the vampire’s proficiency
bonus + the vampire’s Charisma modifier) Wisdom
saving throw or the vampire has advantage on
attack rolls against the target. The effect lasts until
the target takes damage or until the start of the
vampire’s next turn. For that time, the affected
creature is also a willing target for the vampire’s
bite attack. A creature that can’t be charmed is
immune to this effect. A creature that successfully
saves against the vampire’s gaze is immune to it
for 1 hour.

Bite. A vampire can make a bite attack against
one willing creature, or a creature that is grappled
by the vampire, incapacitated, or restrained. Unless
the modified creature has a bite attack with a
greater reach, the bite has a reach of 5 feet. The
vampire adds the higher of its Strength or Dexterity
modifiers to the attack and damage rolls. This bite
deals 1d6 piercing damage, or an additional die of
damage if the modified creature has a bite attack.

In addition, quarter the vampire’s challenge
rating. The bite deals that number of d6s in
necrotic damage to living creatures. The target
must succeed on a DC (8 + the vampire’s
proficiency bonus + the vampire’s Charisma
modifier) Constitution saving throw, or its hit point
maximum is reduced by an amount equal to the
necrotic damage taken. The vampire then regains
an equal number of hit points. This reduction lasts
until the target finishes a long rest. The target dies
if this effect reduces its hit point maximum to 0.

Life Drain. Halve the vampire’s challenge rating.
The vampire’s weakest natural melee weapon
attack (or its unarmed strike) deals that number of
d6s in necrotic damage to creatures. Such a target
must succeed on a DC (8 + the vampire’s
proficiency bonus + the vampire’s Charisma
modifier) Constitution saving throw, or its hit point
maximum is reduced by an amount equal to the
necrotic damage taken. This reduction lasts until
the target finishes a long rest. The target dies if this
effect reduces its hit point maximum to 0.

Preternatural Speed. The vampire can use a bonus
action to take the Dash or Disengage action.

Vampire Weaknesses. A vampire has these flaws:
Forbiddance. The vampire can’t enter a residence

without an invitation from one of the occupants.
Harmed by Running Water. The vampire takes

20 acid damage when it ends its turn in running
water.

Stake to the Heart. The vampire is destroyed if a
piercing weapon made of wood is driven into its
heart while it is incapacitated in its resting place.

Sunlight Hypersensitivity. The vampire takes 20
radiant damage when it starts its turn in sunlight.
While in sunlight, it has disadvantage on attack
rolls and ability checks.



Feral Vampire

Misbegotten Undead

Ravenous Hordes

Feral Vampire
Medium undead, chaotic evil

Armor Class 13 (natural armor)
Hit Points 27 (5d8 + 5)
Speed 30 ft.

STR DEX CON INT WIS CHA

12 (+1) 14 (+2) 13 (+1) 9 (−1) 12 (+1) 10 (+0)

Saving Throws Dex +4, Wis +3
Skills Perception +3
Damage Resistances necrotic
Senses darkvision 60 ft., passive Perception 13
Languages the languages it knew in life
Challenge 1 (200 XP)

Spider Climb. The vampire can climb difficult
surfaces, including upside down on ceilings,
without needing to make an ability check.

Vampire Weaknesses. The vampire has typical
vampire weaknesses.

Actions
Multiattack. The vampire makes two attacks, only
one of which can be a bite attack.

Claws. Melee Weapon Attack: +4 to hit, reach 5 ft.,
one creature. Hit: 4 (1d4 + 2) slashing damage.
Instead of dealing damage, the vampire can grapple
the target (escape DC 12).

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft.,
one creature that is grappled by the vampire,
incapacitated, or restrained. Hit: 5 (1d6 + 2)
piercing damage plus 3 (1d6) necrotic damage. The
target must succeed on a DC 10 Constitution
saving throw, or its hit point maximum is reduced
by an amount equal to the necrotic damage taken.
The vampire then regains an equal number of hit
points. This reduction lasts until the target finishes
a long rest. The target dies if this effect reduces its
hit point maximum to 0.



Bonded Vampire

Bound and Cloaked

Unearthly Madness

Darkness Reforged

Bonded Vampire
Medium undead, chaotic evil

Armor Class 12 (natural armor)
Hit Points 82 (11d8 + 33)
Speed 15 ft.

STR DEX CON INT WIS CHA

12 (+1) 10 (+0) 16 (+3) 8 (−1) 12 (+1) 15 (+2)

Saving Throws Dex +3, Wis +4
Skills Perception +4
Damage Resistances necrotic; bludgeoning,

piercing, and slashing from nonmagical attacks
Senses blindsight 60 ft., passive Perception 14
Languages understands the languages it knew in life,

but can’t speak normal languages
Challenge 5 (1,800 XP)

Bound. The vampire can take actions only if
released to do so. Another creature must use its
action to release the vampire.

Vampire Weaknesses. The vampire has typical
vampire weaknesses. However, while bound, it is
immune to sunlight. While released, it has
resistance to nonmagical damage from sunlight.

Actions
Twisting Scream. The vampire screams an
unintelligible stream of twisted words. Each
creature that is within 20 feet of the vampire and
able to hear it must make a DC 13 Charisma saving
throw. On a failure, a creature takes 14 (4d6)
psychic damage and can’t take reactions until the
start of its next turn. If the save is successful, the
creature takes only half the psychic damage and can
still take reactions.

Reactions
Maddening Gaze. When attacked or targeted with a
spell by a creature within 30 feet of it that it can
see, the vampire fixes its gaze on the attacker. If the
target can see the vampire, the target must make a
DC 13 Wisdom saving throw. On a failure, the
target takes 10 (3d6) psychic damage must choose
the closest target, other than the vampire. If it can’t
choose a target other than itself, it must choose
itself. On a success, the target takes only half the
psychic damage and can target the vampire. If a
creature can’t be charmed, it is immune to this
effect. A creature that successfully saves against
the vampire’s gaze is immune to it for 1 hour.



Vampire Adventurers

Sparks of Life

Company of Misery

Tools of Death

Vampire Assassin
Medium undead, chaotic evil

Armor Class 16 (studded leather armor)
Hit Points 82 (11d8 + 33)
Speed 30 ft.

STR DEX CON INT WIS CHA

15 (+2) 18 (+4) 16 (+3) 13 (+1) 12 (+1) 14 (+2)

Saving Throws Dex +7, Int +4, Wis +4
Skills Perception +4, Stealth +10
Damage Resistances necrotic; bludgeoning, piercing,

and slashing from nonmagical attacks
Senses darkvision 60 ft., passive Perception 14
Languages the languages it knew in life
Challenge 7 (2,900 XP)

Assassinate. During its first turn, the vampire has
advantage on attack rolls against any creature that
hasn’t taken a turn. Any hit the assassin scores against
a surprised creature is a critical hit.

Beguiling Gaze. As a bonus action, the vampire fixes its
gaze on a creature it can see within 30 feet of it. If the
target can see the vampire, the target must succeed on
a DC 13 Wisdom saving throw or the vampire has
advantage on attack rolls against the target. The effect
lasts until the target takes damage or until the start of
the vampire’s next turn. A creature that can’t be
charmed is immune to this effect. A creature that
successfully saves against the vampire’s gaze is
immune to it for 1 hour.

Evasion. If the vampire is subjected to an effect that
allows it to make a Dexterity saving throw to take only
half damage, the vampire instead takes no damage if it
succeeds on the saving throw, and only half damage if
it fails.

Preternatural Cunning. The vampire can use a bonus
action to take the Dash, Disengage, or Hide action.

Regeneration. The vampire regains 10 hit points at the
start of its turn if it has at least 1 hit point and isn’t in
sunlight or running water. If the vampire takes radiant
damage, this trait doesn’t function at the start of the
vampire’s next turn.

Spider Climb. The vampire can climb difficult surfaces,
including upside down on ceilings, without needing to
make an ability check.

Sneak Attack. Once per turn, the vampire deals an extra
14 (4d6) damage when it hits a target with a weapon
attack and has advantage on the attack roll, or when the
target is within 5 feet of an ally of the vampire that isn’t
incapacitated and the vampire doesn’t have
disadvantage on the attack roll.

Vampire Weaknesses. The vampire has typical vampire
weaknesses.

Actions
Multiattack. The vampire makes two shortsword attacks.

Shortsword. Melee Weapon Attack: +7 to hit, reach 5
ft., one creature. Hit: 7 (1d6 + 4) piercing damage plus
10 (3d6) necrotic damage.

Shortbow. Ranged Weapon Attack: +7 to hit, range
80/320 ft., one target. Hit: 7 (1d6 + 4) piercing
damage, and the target must make a DC 15
Constitution saving throw, taking 24 (7d6) poison
damage on a failed save, or half as much damage on a
successful one.



Vampire Duelist
Medium undead, chaotic evil

Armor Class 16 (breastplate)
Hit Points 93 (11d8 + 44)
Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 14 (+2) 18 (+4) 10 (+0) 12 (+1) 14 (+2)

Saving Throws Str +7, Con +6, Dex +5, Wis +4
Skills Perception +4, Stealth +5
Damage Resistances necrotic; bludgeoning,

piercing, and slashing from nonmagical attacks
Senses darkvision 60 ft., passive Perception 14
Languages the languages it knew in life
Challenge 7 (2,900 XP)

Preternatural Speed. The vampire can use a bonus
action to take the Dash or Disengage action.

Regeneration. The vampire regains 10 hit points at
the start of its turn if it has at least 1 hit point and
isn’t in sunlight or running water. If the vampire
takes radiant damage, this trait doesn’t function at
the start of the vampire’s next turn.

Spider Climb. The vampire can climb difficult
surfaces, including upside down on ceilings,
without needing to make an ability check.

Idomitable (1/Day). The vampire can reroll a saving
throw it failed.

Vampire Weaknesses. The vampire has typical
vampire weaknesses.

Actions
Multiattack. The vampire makes two longsword
attacks and one shortsword attack.

Longsword. Melee Weapon Attack: +7 to hit, reach
5 ft., one creature. Hit: 8 (1d8 + 4) slashing
damage plus 10 (3d6) necrotic damage.

Shortsword. Melee Weapon Attack: +7 to hit, reach
5 ft., one creature. Hit: 7 (1d6 + 4) piercing
damage plus 10 (3d6) necrotic damage.

Reactions
Protective Parry. When one melee attack would hit
the vampire or another creature within 5 feet of the
vampire, the vampire parries. To do so, the vampire
must see the attacker and be wielding a melee
weapon. The target of the triggering attack adds 3
to its AC against that attack.

Vampire Mage
Medium undead, chaotic evil

Armor Class 15 (natural armor)
Hit Points 82 (11d8 + 33)
Speed 30 ft.

STR DEX CON INT WIS CHA

STR DEX CON INT WIS CHA

13 (+1) 16 (+3) 16 (+3) 18 (+4) 14 (+2) 14 (+2)

Saving Throws Dex +6, Wis +5, Int +7
Skills Perception +5, Stealth +6, Arcana +7
Damage Resistances necrotic; bludgeoning,

piercing, and slashing from nonmagical attacks
Senses darkvision 60 ft., passive Perception 15
Languages the languages it knew in life
Challenge 7 (2,900 XP)

Preternatural Speed. The vampire can use a bonus
action to take the Dash or Disengage action.

Regeneration. The vampire regains 10 hit points at
the start of its turn if it has at least 1 hit point and
isn’t in sunlight or running water. If the vampire
takes radiant damage, this trait doesn’t function at
the start of the vampire’s next turn.

Spider Climb. The vampire can climb difficult
surfaces, including upside down on ceilings,
without needing to make an ability check.

Spellcasting. The vampire is a 8th-level spellcaster.
Its spellcasting ability is Intelligence (spell save DC
15, +7 to hit with spell attacks). The vampire has
the following wizard spells prepared:

Cantrips (at will): chill touch, ray of frost, mage
hand, prestidigitation
1st level (4 slots): fog cloud, jump, magic
missile, sleep, shield
2nd level (3 slots): mirror image, scorching ray,
web
3rd level (3 slots): counterspell, fireball, hypnotic
pattern
4th level (1 slot): greater invisibility

Vampire Weaknesses. The vampire has typical
vampire weaknesses.

Actions
Multiple Action. The vampire can cast a cantrip and
make a bite attack.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one willing creature, or a creature that is grappled
by the vampire, incapacitated, or restrained. Hit: 6
(1d6 + 3) piercing damage plus 10 (3d6) necrotic
damage. The target’s hit point maximum is reduced
by an amount equal to the necrotic damage taken,
and the vampire regains hit points equal to that
amount. The reduction lasts until the target finishes
a long rest. The target dies if this effect reduces its
hit point maximum to 0.



Vampire Bloodknight

Iron and Honor

Blood Ties

Pair Bonded

Vampire Bloodknight
Medium undead, lawful evil

Armor Class 20 (plate, shield)
Hit Points 119 (14d8 + 56)
Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 11 (+0) 18 (+4) 12 (+1) 16 (+3) 16 (+3)

Saving Throws Str +8, Con +8, Dex +4, Wis +7
Skills Perception +7
Damage Resistances necrotic; bludgeoning,

piercing, and slashing from nonmagical attacks
Senses darkvision 60 ft., passive Perception 16
Languages the languages it knew in life
Challenge 9 (5,000 XP)

Preternatural Speed. The vampire can use a bonus
action to take the Dash or Disengage action.

Regeneration. The vampire regains 15 hit points at
the start of its turn if it has at least 1 hit point and
isn’t in sunlight or running water. If the vampire
takes radiant damage, this trait doesn’t function at
the start of the vampire’s next turn.

Subjugating Gaze. As a bonus action, the vampire
fixes its gaze on a creature it can see within 30 feet
of it. If the target can see the vampire, the target
must succeed on a DC 15 Wisdom saving throw or
the vampire has advantage on attack rolls against
the target. The effect lasts until the target takes
damage or until the start of the vampire’s next turn.
If a creature can’t be charmed, it is immune to this
effect. A creature that successfully saves against
the vampire’s gaze is immune to it for 1 hour.

Vampire Weaknesses. The vampire has typical
vampire weaknesses.

Actions
Multiattack. The vampire makes two longsword
attacks.

Longsword. Melee Weapon Attack: +8 to hit, reach
5ft., one target. Hit: 8 (1d8 + 4) slashing damage
plus 10 (3d6) necrotic damage. If the target is a
creature, it must succeed on a DC 15 Constitution
saving throw, or its hit point maximum is reduced
by an amount equal to the necrotic damage taken.
This reduction lasts until the target finishes a long
rest. The target dies if this effect reduces its hit
point maximum to 0.



Vampire Bloodmage

Blood Born

Blood Magic

Twisted Experiments

Vampire Bloodmage
Medium undead, neutral evil

Armor Class 12 (15 with mage armor)
Hit Points 82 (11d8 + 33)
Speed 30 ft., fly 30 ft. (hover)

STR DEX CON INT WIS CHA

12 (+1) 16 (+3) 16 (+3) 19 (+4) 14 (+2) 16 (+3)

Saving Throws Dex +7, Int +8, Wis +6
Skills Arcana +8, Perception +6
Damage Resistances necrotic; bludgeoning, piercing,

and slashing from nonmagical attacks
Senses darkvision 60 ft., passive Perception 16
Languages the languages it knew in life
Challenge 9 (5,000 XP)

Preternatural Speed. The vampire can use a bonus action
to take the Dash or Disengage action.

Regeneration. The vampire regains 15 hit points at the
start of its turn if it has at least 1 hit point and isn’t in
sunlight or running water. If the vampire takes radiant
damage, this trait doesn’t function at the start of the
vampire’s next turn.

Spellcasting. The vampire is a 11th-level spellcaster. Its
spellcasting ability is Intelligence (spell save DC 16, +8
to hit with spell attacks). The vampire has the following
wizard spells prepared:

Cantrips (at will): chill touch, light, message, mage
hand, prestidigitation
1st level (4 slots): detect magic, mage armor, magic
missile, shield
2nd level (3 slots): detect thoughts, misty step,
suggestion
3rd level (3 slots): counterspell, hypnotic pattern,
lightning bolt
4th level (3 slots): confusion, greater invisibility,
polymorph
5th level (2 slots): telekinesis
6th level (1 slot): chain lightning

Vampire Weaknesses. The vampire has typical
vampire weaknesses.

Actions
Multiple Action. The vampire can cast a cantrip and use
Life Drain.

Life Drain. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one creature. Hit: 5 (1d4 + 3) bludgeoning damage and
14 (4d6) necrotic damage. The target must succeed on
a DC 15 Constitution saving throw, or its hit point
maximum reduced by an amount equal to the necrotic
damage taken. This reduction lasts until the target
finishes a long rest. The target dies if this effect
reduces its hit point maximum to 0.

Reactions
Confusing Gaze. When attacked or targeted with a spell
by a creature within 30 feet of it that it can see, the
vampire fixes its gaze on the attacker. If the target can
see the vampire, the target must make a DC 15
Wisdom saving throw. On a failure, the target must
choose a new target or lose the attack or spell. This
effect doesn’t protect the vampire from area effects,
and a creature that can’t be charmed is immune to this
effect. A creature that successfully saves against the
vampire’s gaze is immune to it for 1 hour.



Bloodmist Vampire

Vampire Remnants

Body Seekers

Bloodmist Vampire
Medium undead, chaotic evil

Armor Class 14
Hit Points 99 (18d8 + 18)
Speed 0 ft., fly 30 ft. (hover)

STR DEX CON INT WIS CHA

6 (−2) 18 (+4) 12 (+1) 11 (+0) 14 (+2) 16 (+3)

Saving Throws Str +2, Dex +8, Con +5, Wis +6
Skills Stealth +8, Perception +6
Damage Resistances acid, cold; bludgeoning,

piercing, and slashing from magical attacks
Damage Immunities necrotic; bludgeoning, piercing,

and slashing from nonmagical attacks
Condition Immunities charmed, exhaustion,

grappled, paralyzed, petrified, prone, restrained
Senses blindsight 60 ft., passive Perception 16
Languages the languages it knew in life
Challenge 11 (7,200 XP)

Gaseous Form. The vampire can enter and occupy
a hostile creature’s space. If air can pass through a
space, the vampire can do so without squeezing,
but it treats liquid surfaces as solid. The vampire
can’t manipulate objects.

Vampire Weaknesses. The vampire has the
Forbiddance and Sunlight Hypersensitivity
weaknesses typical of vampires.

Actions
Multiple Action. The vampire uses Life Drain twice,
or it uses Life Drain and Envelop.

Life Drain. Melee Weapon Attack: +8 to hit, reach 5
ft., one creature. Hit: 14 (4d6) necrotic damage.
The target must succeed on a DC 15 Constitution
saving throw, or its hit point maximum reduced by
an amount equal to the necrotic damage taken, and
the vampire regains an equal number of hit points.
This reduction lasts until the target finishes a long
rest. The target dies if this effect reduces its hit
point maximum to 0.

Envelop (Recharge 5−6). One creature that the
vampire can see within 5 feet of it must succeed
on a DC 15 Charisma saving throw or be charmed
by the vampire. While the target is charmed in this
way, the vampire’s misty form envelops the target.
In this state, the vampire takes only half the damage
dealt to it, and the creature enveloped by the
vampire takes the other half. The target and the
vampire share a telepathic link, through which
vampire chooses the target’s actions and
movement. However, the vampire can’t force the
target to use class features that are limited in use,
including spells of 1st level or higher. If the target
takes damage, it can repeat the saving throw,
ending the effect on a success. Otherwise, the
effect ends at the end of the vampire’s next turn.



Ancient One

Masters of Eons

Immortal Power

Unbridled Hunger

Lair of an Ancient One

Lair Actions



Ancient One
Medium undead, chaotic evil

Armor Class 18 (natural armor)
Hit Points 266 (28d8 + 140)
Speed 30 ft., fly 30 ft. (hover)

STR DEX CON INT WIS CHA

20 (+5) 20 (+5) 20 (+5) 20 (+5) 20 (+5) 20 (+5)

Saving Throws Dex +12, Int +12, Wis +12, Cha +12
Skills Arcana +12, Perception +12
Damage Resistances lightning, psychic
Damage Immunities cold, necrotic, poison;

bludgeoning, piercing, and slashing from nonmagical
attacks

Condition Immunities charmed, exhaustion, frightened,
paralyzed, poisoned

Senses truesight 60 ft., passive Perception 22
Languages all
Challenge 22 (41,000 XP)

Despair Aura. Any creature hostile to the vampire that
starts its turn within 60 feet of the vampire and able to
see it must make a DC 20 Wisdom saving throw,
unless the vampire is incapacitated. On a failed save,
the creature takes 11 (2d10) psychic damage and is
frightened until start of its next turn. While frightened
in this way, a creature has a speed of 0 and
disadvantage on saving throws other than the one
against this aura, and attack rolls against the creature
have advantage. If a creature’s saving throw is
successful, the creature is immune to the vampire’s
Despair Aura for 1 hour.

Legendary Resistance (3/Day). If the vampire fails a
saving throw, it can choose to succeed instead.

Misty Escape. When it drops to 0 hit points outside its
resting place, the vampire transforms into a cloud of
mist instead of falling unconscious, provided that it
isn’t in sunlight or running water. If it can’t transform, it
is destroyed. While in mist form, the vampire can’t take
any actions, speak, or manipulate objects. It can enter
and occupy a hostile creature’s space. In addition, if air
can pass through a space, the mist can do so without
squeezing, but it treats liquid surfaces as solid. In mist
form, the vampire, has advantage on Strength,
Dexterity, and Constitution saving throws, and it is
immune to all nonmagical damage, except that from
sunlight.

While it has 0 hit points in mist form, the vampire can’t
revert to its vampire form, and it must reach its resting
place within 2 hours or be destroyed. Once in its
resting place, it reverts to its vampire form. It is then
paralyzed until it regains at least 1 hit point. After
spending 1 hour in its resting place with 0 hit points, it
regains 1 hit point.

Preternatural Speed. The vampire can use a bonus action
to take the Dash or Disengage action.

Regeneration. The vampire regains 20 hit points at the
start of its turn if it has at least 1 hit point and isn’t in
sunlight or running water. If the vampire takes radiant
damage, this trait doesn’t function at the start of the
vampire’s next turn.

Spider Climb. The vampire can climb difficult surfaces,
including upside down on ceilings, without needing to
make an ability check.

Turn Resistance. The vampire has advantage on saving
throws against any effect that turns undead.

Vampire Weaknesses. The vampire has typical vampire
weaknesses.

Actions
Multiattack. The vampire uses Life Drain twice.

Life Drain. Melee or Ranged Spell Attack: +12 to hit,
reach 5 ft. or range 30 feet, one creature. Hit: 35
(10d6) necrotic damage. The target must succeed on a
DC 20 Constitution saving throw, or its hit point
maximum reduced by an amount equal to the necrotic
damage taken, and the vampire regains an equal
number of hit points. This reduction lasts until the
target finishes a long rest, or if the saving throw fails by
5 or more, until reversed by magic. The target dies if
this effect reduces its hit point maximum to 0.

Legendary Actions
The vampire can take 3 legendary actions, choosing
from the options below. Only one legendary action
option can be used at a time and only at the end of
another creature’s turn. The vampire regains spent
legendary actions at the start of its turn.

Move. The vampire moves up to its speed without
provoking opportunity attacks.

Life Drain (Costs 2 Actions). The vampire uses Life
Drain.

Soulcrushing Glare (Costs 2 Actions). The vampire fixes
its gaze on one creature it can see within 60 feet of it.
If the target can see the vampire, the target must make
make a DC 20 Wisdom saving throw. On a failure, the
creature is incapacitated until the end of the vampire’s
next turn. If the target fails the save by 5 or more, it is
stunned for the same duration. If a creature’s saving
throw is successful, the creature is immune to the
vampire’s Soulcrushing Glare for 1 hour.



Ancient One Blademaster

An ancient one blademaster wields a greatsword,
which the creature has mastered over the ages. The
vampire has a challenge rating of 23 (50,000), and
the following additional action options:

Multiattack. The ancient one blademaster makes
three greatsword attacks.

Greatsword. Melee Weapon Attack: +12 to hit,
reach 5 ft., one creature. Hit: 12 (2d6 + 5) slashing
damage plus 17 (5d6) necrotic damage. The target
must succeed on a DC 20 Constitution saving
throw, or its hit point maximum reduced by an
amount equal to the necrotic damage taken, and
the vampire regains an equal number of hit points.
This reduction lasts until the target finishes a long
rest, or if the saving throw fails by 5 or more, until
reversed by magic. The target dies if this effect
reduces its hit point maximum to 0.

The blademaster can also make one greatsword
attack at the cost of two legendary actions.

Ancient One Archmage

Other ancient ones perfect arcane magic through
the centuries. An ancient one archmage has a
challenge rating of 24 (62,000), as well as the
following trait:

Spellcasting. The vampire is a 20th-level spellcaster.
Its spellcasting ability is Intelligence (spell save DC
20, +12 to hit with spell attacks). The vampire has
the following wizard spells prepared:

Cantrips (at will): mage hand, message, minor
illusion, prestidigitation

1st level (4 slots): detect magic, magic missile,
protection from evil and good, shield

2nd level (3 slots): detect thoughts, invisibility,
mirror image, web

3rd level (3 slots): bestow curse, counterspell,
dispel magic, slow

4th level (3 slots): blight, dimension door, ice
storm

5th level (3 slots): cloudkill, cone of cold
6th level (2 slot): disintegrate, globe of

invulnerability
7th level (2 slot): finger of death, plane shift
8th level (1 slot): dominate monster, power word

stun
9th level (1 slot): power word kill, time stop

Regional Effects
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