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Chapter Six:
The Gods and Their 

Servants
Most vampires are eminently selþ sh and callous, and have no time for 
sentimentality. Coupled with the reality of  eternal life and the need to 
escape detection, they are not known for their piety. Still, many retain 
some measure of  their mortal craving for the divine, and others simply 
pay homage in the expectation of  material rewards in return. 

This chapter presents two vampire religious systems designed for use in 
any campaign. The þ rst is a monotheistic cult devoted to an entity known 
only as òthe Beast,ó while the second is a loose collection of  demigods 
collectively called the Great House. These faiths interact in interesting ways 
with the alternative concepts of  vampires in Chapter Two: The Way of  
Blood, and by using different combinations of  these elements you can 
drastically change the nature of  vampires in your campaign.

All deities are described using the simpliþ ed format outlined below.

Names: The þ rst part of  an entry lists the deityõs name in large type, 
followed by several other monikers the deity is known by. It also 
notes the deityõs rank: greater deity, lesser deity, or demigod.

Symbol: A deityõs holy symbol can take many forms. This lists the 
most common representation of  the deity and the symbol that the 
deityõs clerics use as a divine focus.

Alignment: This lists the deityõs alignment.

Domains: This lists the domains the deity may grant to clerics. 
Those marked with an asterisk (*) are new domains described in 
Chapter 7: Spells and Magic.

Favored Weapon: This notes the deityõs favored weapon. When 
clerics of  the deity cast spiritual weapon, the weapon takes that form.

- The Beast -
The Beast is a traditional racial deity. His cults are widespread and 
popular among vampires and scions; some vampiric dragons, and 
even vampiric thralls and blood puppets, pay him homage.

Overview
The Beast asks little from his followers other than appropriate 
reverence for bloodshed and mindless slaughter. His cults meet in 
abandoned homes and empty warehouses, and in large cities they 
sometimes take over the operation of  another temple and keep a 
second, darker altar in a hidden room or crypt.

Origin Story
The origins of  his cult are lost, but the origin of  the Beast himself  
is widely known. He was the þ rst vampire among the gods, exiled 
for preying on lesser deities. The greater gods of  the pantheon 
sentenced him to an eternity of  hunger and forbade him from 
fathering children. But his consort, the Goddess of  the Night, took 
pity on him and gave him the gift of  the Change, allowing him to 
create kin wherever he roamed. This gift led to the þ rst cult of  the 
Beast in the ancient cities of  the world, and the þ rst vampire scions 
were born from the ranks of  his high priests.

The Beast (Lesser Deity)
The Blood Regent, the Hunter Lord

Symbol:  A rampant wolf, its 
mouth drawn 
open in a snarl

Alignment:  Chaotic evil
Weapon:  Slam (natural 

weapon)
Domains:  Blood*, Chaos, 

Death, Evil

The Beast has been described 
as the vampiresõ collective savagery and bloodlust made real. He is 
behind the blood rage they experience when close to succumbing to 
the Thirst, and he was the þ rst to create vampire scions from mortal 
subjects. 

More vampires and scions worship the Beast than any other deity, 
and his scattered cults show remarkable consistency in practices and 
teachings. Foremost among these is the ritual of  his summoning. 
Once every seven years, the cults gather in secret and offer blood 
sacriþ ce to their lord. The truly devout gorge themselves beforehand 
and then slit themselves open on the altar, offering all but a few 




