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INTRODUCTION

The Vampire Hunters is roleplaying game for three players.  You and two of your friends will each assume the dual roles of both vampire hunter and villager.  Your villager may - or may not - be a vampire, and your vampire hunter just might be the one to put them to rest forever.  This game was directly inspired by Hammer vampire films from the sixties and seventies, specifically Captain Kronos, Vampire Hunter.  It should play in about an hour and allow you to exercise your imaginative muscles with enthusiastic drama, wrenching absurdity, and hoary cliché.
PREPARING FOR PLAY

A game of The Vampire Hunters should take about an hour.  You'll need two friends, a record sheet, some playing cards (you'll need a single set of thirteen cards, of random suits from 2 through ace, to be shared by all the players)  and something to write with.  The game takes place in two parts.  First you set the stage, establishing characters and laying the groundwork for your collaborative tale of mystery and horror, and the second part begins with the actual telling of the tale.  
SETTING THE STAGE
Preparation for play is a very important part of every game.  As you set the stage, you will be defining the elements of the story you are about to tell and shepherding resources to use in the telling.  You'll hammer out who is playing who, and what sorts of people the characters are.  
Here's how it works:

You and your two friends will take turns choosing game elements to add.  There are two types of game elements:  Aspects and cards.  
Aspects are broad descriptors defining characters - both their intrinsic nature, and who will play them.  Each of the three heroes has a Theme (for example, "Comedic"), Type (for example, "Villainous"), and Player (for example, you!).  Each of the three villagers has a Type and Player.  Thus, there are fifteen different Aspects.  
Cards are story-telling currency.  At each decision point players will bid, and the player of the highest card has the authority to narrate the outcome of that conflict in the story.  There are thirteen cards, and they will all be used during the game.  Aces are high.
The ace and king are reserved for the players who end up picking hero and villager character Aspects last, and the remainder are open for selection at any time as you set the stage prior to play.  You can choose a card on your turn at any point while preparing for play.
STEPS IN SETTING THE STAGE
1.  Go through a shuffled deck of cards and take the first card of each number that presents itself, from two through ace.  You should have a random assortment of suits across thirteen cards.  Set the ace and king aside and spread the rest out in sequence for everyone to see.

2.  The person who suggested playing a game of The Vampire Hunters begins the process of setting the stage by naming the town.  This is, in effect, their first choice.  
3.  The hero Aspects are fleshed out, and/or cards are claimed, starting with the queen and working down toward the two.  The player filling the last available hero Aspect (who is thus denied a choice) automatically gets the ace.  This doesn't count as one of their choices - just hand them the ace.
4.  The villager Aspects are fleshed out, and more cards are claimed.  The player filling the last available villager Aspect (who is thus denied a choice) automatically gets the king, the second-highest possible card.
5.  If you have remaining cards, continue rotating and assigning them to players, highest value first, until they have all been claimed.   
6.  Give all the characters names and you are ready to play.  

STRATEGY

You'll want to balance your choices - going for cards early in the process ensures that you'll be able to influence the final bloody battle with the vampire, but if you choose lots of cards, you will leave the character Aspect choices to your friends.  Conversely, if you monopolize Aspects to make sure your friends play the roles you want them to, you may find yourself with little influence over the course of events.  

In addition, clubs and hearts put restrictions on your narrative choices when using cards.  Clubs always favor the vampire, and hearts always favor the heroes.  Choose judiciously and use your cards wisely.  
CHOOSING HEROES AND THEMES
The first task when setting the stage prior to play is breathing life into the vampire hunter and his associates.  Each player makes a choice in turn, and can choose to either assign a Type or Theme to one of the three heroes, assign a Player to a particular hero, or claim the next available card in descending order, starting with the queen.
You may assign another player to a specific character - this is, in fact, highly encouraged.  Remember that you are choosing not just for yourself (although you can do that if you prefer) but really for the whole session.  Do you think it would be fun and challenging to have a particular friend play the Nuisance?  Is it important to you that you get to play the Comedic Theme?  Pay attention to the choices, since they are powerful signals of what your friends - and you! - find important and fun about the game-to-be.

One player will be left with no choice at all - somebody will pick the eighth of nine hero character Aspects, and there will be only one possible choice to fill that last slot.  This is good news for that left-out player, because as a consolation they get to claim the ace, the most powerful card.  This is important, because if more than one player wants to decide the outcome of a scene, the player bidding the highest numbered card wins that right.  
There are three heroes, and each has three possible Types. Each is described below:
THE VAMPIRE HUNTER.  This is the real deal - somebody who goes out and slays vampires, either for principle or for profit.  The vampire hunter is invariably a tough customer, although that's no guarantee that they will last long.    

There are three types of vampire hunter.  The Warrior is probably a veteran of the battlefield, who has slain countless men and monsters.  He's apt to slay first and ask questions later.  The Priest is a man of God, compelled to put the cruel spawn of the Devil to rest.  He pities as much as loathes his prey.  And the Scholar travels with a trunk of worm-chewed tomes, a deep and unsettling knowledge of necromancy, and a desire for even more dangerous knowledge.  
THE ASSISTANT.  No one can go it alone in the dangerous world of vampire hunting, and the assistant is there with knowledge, extra firepower, or perhaps just a hot cup of tea.

There are three types of assistants.  The Expert may be a doctor of philosophy or physician, and has wide-ranging knowledge about killing vampires.  He's likely to have a variety of esoteric tricks up his sleeve.  The Apprentice is a vampire hunter in training, and will closely emulate his master, whatever his approach.  And the Manservant is an unfailingly reliable butler, valet, and aide de camp, quick with a wooden stake, hot toddy or French letter, as circumstances demand.

THE NUISANCE.  For some reason vampire hunters attract children, idiots, and sexy women with flashing eyes.  There's always one at hand, and they usually come in handy as bait.
There are three types of Nuisances.  The Kid may be an orphan who looks to the vampire hunter for safety, or may actually be the offspring of the vampire hunter or assistant.  The Fool is somehow ridiculous - a street performer, or a lunatic, or an old beggar.  But in a clinch, he's invariably far less foolish than he appears, but no less of a nuisance.  And the Sexy Lady is, well, a sexy lady - maybe a noblewoman seeking revenge, maybe a saucy peasant wench, and maybe a witch.  
THEMES

Each hero has a theme.  There are three of them, and they are intended to guide play into particularly fun and contrasting directions.  

The first theme is COURAGEOUS.  Vampires are a dangerous menace that must be stamped out by any means necessary.  The Courageous hero takes everything seriously and will not smile - unless it is to trick a vampire into revealing her identity.  He will be prone to unnecessary stunts, swordplay, and explosions.  

The second theme is COMEDIC.  Vampires are terrifying - if they exist at all, which they probably don't.  Is that a flagon of wine?  The Comedic hero takes nothing seriously and will be oblivious to the most flagrant danger.  He will be prone to seat-of-the-pants escapes and getting into ridiculous situations.  He may have a funny accent.  
The third theme is DOOMED.  The Doomed hero is followed by black clouds of ominous destiny - he'll be dead by the fourth scene of the game.  This makes him somewhat morose in bearing and gloomy in outlook.  But his death ratchets up the tension and frees his player to focus on driving the opposition.
Throughout the rules, players will be referred to by their heroes Theme.  Thus, you'll read about the Doomed player, the Courageous player, and the Comedic player.  This is just short-hand for who plays who - "The Doomed player" really means "The player responsible for portraying the Doomed hero."
These themes apply to heroes only.  For example, when the player with the Comedic hero is portraying a villager or the vampire, he should honor the theme of the hero he is opposing, rather than the one chosen for his own character.  The final confrontation with the vampire should vary dramatically depending on whether the Courageous or Comedic hero is taking part.  
EPISODIC PLAY

If you're playing an episodic game, somebody will be re-introducing their Vampire Hunter from the previous village.  This hero already has a Player, who has the privilege of choosing his character's Type.  These are is first two choices when fleshing out the heroes, and no other player can interfere - although they should feel free to assign the Vampire Hunter a Theme.

CHOOSING VILLAGERS
The villagers are fleshed out after the heroes.  As with the vampire hunters, each player makes a choice in turn, and can choose to either assign a Type to one of the three villagers, assign a Player to a particular villager, or claim the next available card.  Villagers don't have Themes.  Again, one player will be left with no choice at all - somebody will pick the fifth of six villager Character Aspects, and there will be only one possible choice to fill the last slot.  The left-out final player gets the king card as a consolation prize.  
The villagers are the potential adversaries of the heroes.  These will be the people in the village that are the most suspicious - while two of them are innocent, one is, in fact, the vampire.  
THE ARISTOCRAT.  Every village has a nearby moldering castle or dusty manor with a handful of gloomy, creepy bluestockings in it.  
There are three types of Aristocrats.  The Villainous Aristocrat is hated and feared by everyone - a cruel lord with heartless, implacable whims.  The Indulgent Aristocrat is loved and respected by everyone.  He's an affable lord, quick to dismiss a debt or provide a brace of Christmas geese to the poorest peasant families.  The Eccentric Aristocrat might be mysterious and aloof, or he might entertain heterodox ideas like democracy and internal combustion.
THE BURGHER.  Skilled trades, politicians and officials, and well-traveled men reside in the center of the village.  

There are three types of Burghers.  The Skilled Burgher has some essential, useful skill like woodworking or blacksmithing, and is either a solid citizen or a useless drunk.  The Bureaucratic Burgher serves as mayor, tax collector, or dogsbody to the nobility - possibly all three.  The Learned Burgher might be a physician, lawyer, or local crackpot.  Or maybe he's a retired vampire hunter...
THE PEASANT.  Peasants are superstitious and prone to violent panic, but it's hard to blame them - they are the ones who bear the heaviest burden in every respect.  

There are three types of Peasant.  The Popular Peasant is a leader among the locals, and might be a rabble-rousing firebrand or a pocket-lining tool of the aristocrats.  The Rough Peasant could be a died-in-the-wool criminal, or a loud-mouthed, xenophobic thug.  The Outcast Peasant might be a tree witch, or a foreigner, or a lunatic hag - or all three!  
FINISHING UP
It's possible that you'll have some unclaimed cards left after fleshing out heroes and villagers.  If so, continue rotating and assigning cards to players, claiming them from lowest to highest.  When every card has been claimed, each player will have made nine total choices, and you should have an interesting cast of characters.  Give them all names (see the appendix for some evocative suggestions)  and you are ready to play.  Setting the stage prior to play ought to take about ten minutes.  

CARDS AND DECISION POINTS
There are thirteen decision points throughout the game.  At each of these, any player can express interest in deciding the outcome.  Interested players select one of the cards they acquired while setting the stage, and reveal them simultaneously.  The interested player presenting the highest-numbered card wins the right to narrate the outcome.
A player can choose any of their cards to bid.  The ace is high.
The high value wins narration, and the winning card is then discarded.  The losing bids are returned to their player's hands.
If no player wants to bid for control, the player with the highest remaining card narrates the outcome and discards that card.  This rule encourages competitive bidding, since every player will want to use his high cards on decision points important to him.  
To recap:

At each decision point, each player must clearly state whether or not they wish to bid.  No one is required to bid.  You can change your mind or adjust until cards are revealed.

Bidders select a card from their hand and reveal them simultaneously.

The high bidder earns narration rights and discards his bid card.  

If no one bids, the player with the highest remaining card discards it and earns narration rights.  

SUITS AND NARRATION

The suit of the winning bid will flavor the narration.  If the random assortment of cards favors one suit, it will add a patina to the entire game.  There are no hard and fast rules for injecting suit flavor into narration.
Clubs are AGONY.  Pain comes in many flavors, but a club should invoke one or more of them.  A Bone-crushing accident?  Hesitating between saving a friend and doing your duty?  The savage claws of a vampire's bestial minion?  If it hurts, it's spot on.
Spades are HORROR.  Something should happen that is skin-crawlingly awful, creepy and surprising.  The outcome is up to the winning bidder to decide, but whatever the result, it should be marked by a note of unease, dread, apprehension, or revulsion.

Diamonds are CONFUSION.  Betrayal?  Deception?  A well-laid trap?  A sudden storm?  Mesmerism?  A diamond indicates confusion, but the particulars - and the outcome - are left to the winning bidder.  
Hearts are HEARTBREAK.  Disappointment, melancholy, and self-loathing should come into play when a heart is drawn.  Tears staining a tattered love letter?  A proud man brought low by failure?  An obedient woman whose duty keeps her from loving a good man?  A pious man devastated by the Godless scourge he must put down?  It's positively heartbreaking.
FRAMING SCENES

In each of the ten scenes, one player will be responsible for framing.  This means that he will create a situation to kick-start the action.  Scenes should be framed at a moment of crisis - don't have the vampire hunters sitting at the tavern, have them blinking the beer out of their eyes that was just splashed on them by an irate grave-digger.  

Try to frame scenes that respect the Themes of the participating heroes.  A Courageous hero needs some kegs of gunpowder sitting around, or beautiful women in distress, or at least some  windows to jump out of.  The Comedic hero would probably also appreciate some beautiful women, if only to escape their husbands.  Recalcitrant animals, drunken and/or lunatic fellow travelers, and mistaken identity are also great.  The Doomed hero won't get much stage time, but anything that foreshadows his demise is especially elegant and fun.  

EXAMPLE OF SETTING THE STAGE
(The Players choose hero Character Aspects)

ERIC:  OK, I suggested we play Vampire Hunters, so I'm naming the town as my first choice.  How about Cândeşti?
LISA:  Sure, great.  I'm taking the two card.
ANDY:  And I'll take the three.
ERIC:  I'm grabbing the four.  I'm all about the decision points.
LISA:  Sounds fantastic. Eric, I want you to play the Nuisance.

ANDY:  Hmm, my turn.  I want to play the Vampire Hunter!

ERIC:  Hmm.  My Nuisance is a Sexy Lady.  And I choose again, so let's have Lisa's Assistant be an Expert.  Perfect foil to the Vampire Hunter.

LISA:  Yoink!  The five is mine.
ANDY:  I'm going to Theme out.  I want to play the Courageous hero.  Who's next?

ERIC:  I want to control more decision points.  I want to have some say in how this mess turns out.  What's next?  Ah, six.
LISA:   Andy, your Vampire Hunter is a Warrior!

ANDY:  And I really want you to play a Doomed hero, Lisa.  

ERIC:  Hmm, it's all fallen into place, hasn't it?  Lisa, you're also the Assistant.

LISA:  Awesome, that means I get the ace!
(The Players choose villager Character Aspects)

ANDY:  I guess I better get started on this.  I'll claim the seven.  That's a pretty good card.
ERIC:  Lisa, I want you to play the Aristocrat.  All that experience with My Life With Master is finally paying off.  

LISA:  Alrighty then!  Eric, you're the Burgher.

ANDY:  Eight.
ERIC:  Nine.
LISA:  Oh yeah?  Ten!
ANDY:  I'm next, and I'm going to be selfish again - I totally want to play the Peasant.

ERIC:  About my Burgher - he'll be Skilled.

LISA:  If my Assistant is not long for this world, I better make sure my Aristocrat is fun - a Villain!  

ANDY:  My Peasant is Rough.  And that's it for character Aspects, leaving the king for you, Eric.
ERIC:  Cool.  So I get that, Lisa gets the jack, and Andy gets queen to round out the cards.
LISA:  So what do we have?

ERIC:  I've got a Comedic Sexy Lady as a Nuisance.  Beatrix is a scullery maid who's secretly fallen in love with the vampire hunter and hangs around doing odd jobs.  And in the village, a Skilled Burgher.  He's a huge, menacing blacksmith.  Boris the blacksmith.  
ANDY:  Awesome, I love that she's in love with my guy.  My Courageous Warrior Vampire Hunter!  I'm imagining a guy like Captain Kronos from the movie, complete with silly hairdo and a katana.  We'll call him Lord Garmisch.  And my Rough Peasant, hmm.  Any ideas?

ERIC:  A drunk.

ANDY:  Yeah, a mean drunk named Anton with a bad reputation among the ladies. 
LISA:  Cool.  I mean not cool, but cool.  He's totally a vampire.  So my Assistant is a Doomed Expert.  Father Mock - he's a priest and an authority on vampires.  And my villager, let's see ... Aristocratic Villain.  A sadistic countess who carries a riding crop and occasionally abducts peasant men to use in unspeakable ways.  Loving it.  Countess Stefania Grasu, ruler of the village of Cândeşti!
SEQUENCE OF PLAY
The Vampire Hunters is played across ten discrete scenes.  In each scene, events will occur to advance the story of that particular village's vampire problem.  Some will be longer than others, and some will involve bidding to narrate decision points.  Here's the general outline:
Scene One.  The three vampire hunters set the scene, discussing what awaits them in the village.

Scene Two.  The Courageous and Comedic heroes meet the villager played by the Doomed hero.  They get a clue.

Scene Three.  The Comedic and Doomed heroes meet the villager played by the Courageous hero.  They get a clue.
Scene Four.  The Courageous and Doomed heroes meet the villager played by the Comedic hero.  They get a clue and the Doomed hero is killed.  

Scene Five.  One suspect is eliminated based on a clue.  The Doomed hero is laid to rest, and there is a preparation montage.

Scene Six.  The Courageous hero is attacked by the vampire's minions.  

Scene Seven.  The Comedic hero is attacked by the vampire's minions.  One hero dies from his wounds or runs away.  
Scene Eight.  A second suspect is eliminated from consideration, based on a clue, and there is another preparation montage.

Scene Nine.  The remaining hero fights the vampire.
Scene Ten.  If he survives, the hero leaves the village, with the heart-felt thanks of the two formerly-suspect villagers.  If not, the villagers eulogize him.
THE GAME, SCENE BY SCENE, WITH EXAMPLES
SCENE ONE.  The three vampire hunters set the scene.
You see, doctor, there are as many species of vampire as there are beasts of prey. Their methods and their motive for attack can vary in a hundred different ways. 
- Hieronymous Grost, Captain Kronos, Vampire Hunter

All three players play their heroes.  The player who named the village frames the scene.
This scene is a free-form opportunity to show off your character, stretch your narrative muscles, and foreshadow some of the villagers you are going to interact with.  It's the perfect time to add details you'd like to see in the session - the pool where they used to drown witches in ancient times,  the strange clock tower atop the village rathaus, the worryingly high incidence of deformities among the local peasantry.  Everybody should add at least one bit of useful and enjoyable color in keeping with their theme.  
EXAMPLE

ANDY:  So here we are outside the village of Cândeşti. 
LISA:  Miserable place.  Father Mock sniffs the air and shakes his head.  "It smells like decay, like death," the priest says, "a certain sign of vampiric corruption.  We were right to come."

ERIC:  Beatrix is going to have her work cut out for her keeping everyone clean and presentable.  As the heroes ride into town, she looks up and sees a decrepit manor house on a nearby hill - Grasu manor.  She shudders.  "Them Grasu's, they're rough customers, Lord Garmisch.  They say the Countess personally whips criminals until their back-bones show through their flayed skin.  not that she'll be any match for you, milord."

ANDY:  Lord Garmish is expressionless, but his eyes are searching.  There's something here, something weird - Cândeşti is known among occultists for its mysterious iron pole, raised by the ancients for their own hidden reasons.  It never rusts.  Garmisch wants to take a look at it, if he can find it.  
ERIC:  Iron pole?  Awesome!  Let's definitely work that in.
SCENE TWO.  The Courageous and Comedic heroes meet a villager.
The Doomed frames the scene, plays his villager, and provides an exculpatory or incriminating clue.
The Comedic player plays his hero.

The Courageous player plays his hero as well.  
It introduces the first of the three candidates for evil vampire overlord.  The Doomed hero player should push hard to make his villager, whoever he is, as creepy and suspicious as possible.  It's probably best to go ahead and assume the villager is, in fact, the vampire, and go from there - taking care not to do anything that would be outright supernatural.  But shying away from mirrors?  Having a weird fondness for rats?  Absolutely.  The scene framer should also remember to push the two themes in the scene - Courageous and Comedic.  This might involve some exciting or dangerous business, and of course the Comedic character should have a chance to look foolish, or be distracted, or cause trouble.
Some suggestions for fun scenes:  Fights with bullies, bandits, or drunk locals.  A roll in the hay with the local temptress, doxie, or farm girl.  A drinking binge, duel of wits, or game of chance with the aristocracy.  Probing ancient tomes in the library of the local monastery.  Digging around in the cemetery, crypt, or mausoleum.  A prayer vigil, sermon, or exorcism.  Stuff like that.

It is also the Doomed hero player's responsibility to provide the other two with a clue - this should be something that can be repurposed in a later scene to either exculpate the innocent villagers or incriminate the true vampire.  The easiest clue is a morsel of vampiric lore that can be surreptitiously tested at the appropriate time, but it might also be something as simple as an eyewitness who saw the vampire wearing a strange green velvet cape.  

EXAMPLE

Lisa frames a scene for Andy and Eric, mindful of their Themes - Courageous and Comedic.  

LISA:  I want to set up a scene where Garmisch and Beatrix are preparing to call on Countess Grasu.  Lord Garmisch is just getting out of his bath and Beatrix is there with clean clothes.

Eric and Andy play around with Beatrix's lust and Garmisch's single-minded focus on the task at hand for a few minutes.  Then Lisa narrates the door of the Inn room flying open.

ANDY:  What's going on?  I grab my katana.

LISA:  It's Stefania Grasu, Countess of Cândeşti.  She's beautiful and pale as milk, dressed in dark leather riding clothes, and she glares dismissively at Beatrix.  "Why have you come to my village, foreigner?" she asks haughtily.
ANDY:  Garmisch puts down his katana and gives her a slow once-over.   "I had heard that the Countess Grasu was a rare beauty, milady, but descriptions do not do you justice.  I am Lord Garmisch, and I have come to rid your town of its curse."
LISA:  "Curse?  You've come to knock down that evil pole, then?  The ignorant peasants say it keeps the Devil at bay, and that no creature of the night can approach it - but I'm a Christian, and it glorifies dead Gods.  If you want to free this town from evil, start there."

ERIC:  That sounds like a clue!

LISA:  Yep...let's see where this scene is going...

SCENE THREE.  The Comedic and Doomed heroes meet a villager.
Chick: You're making enough noise to wake up the dead! 
Wilbur: I don't have to wake him up. He's up. 

- Abbot and Costello meet Frankenstein

The Courageous frames the scene, plays his villager, and provides a clue to a vampiric vulnerability.
The Doomed player plays his hero.

The Comedic player plays his hero as well.  
This should play out just like scene two, with the roles juggled a bit - the Courageous hero player frames it, and plays the villager.  The interplay of Comedic and Doom should provide some fun fuel for the scene framer.   As in Scene Two, a clue must be provided, but thishis clue should relate in some way to the vampire's unique vulnerability rather than his identity. 
EXAMPLE

Andy frames a scene for Lisa and Eric.  A mean-spirited crony of Anton empties a full chamber pot onto Father Mock's head as they walk past the village tavern, which makes Beatrix hot with rage.  She challenges the man to a duel, he chooses kisses as his weapon in jest, and Beatrix nearly bites his lip off.  A drunken Anton breaks the pair up and threatens the priest.
ANDY:  He's stinking drunk and full of violence.  

LISA:  I tell him I mean no harm.

ANDY:  Anton smiles to his friends, takes a look at you, still soaking in filth, and says, "You're full of shit."

ERIC:  "That's the cleverest thing you've ever said, I'd wager."  Beatrix is ready to fight!

LISA:  "Never mind her.  We're here to stop the vampire from abusing your women."
ANDY:  He smiles again, like a wolf.  "The women of this village is my business, not yours," he says, "and I'll tend to them as I see fit.  For your part, I'd advise you to take your doxie and get out while you can.  The next time we meet, I won't be in such good humor.  And you'll fall down and hurt yourself."
LISA:  Well that's that.  What a creep.  We're leaving.  

ANDY:  Outside the tavern, an old lady tugs at your sleeve.  "Crave pardon, Father, crave pardon..."

LISA:  "What is it, you old crone?  Can't you see I must attend to myself?"

ANDY:  "You've come to put that monster to rest, you have, that thing what took my Dorota.  I saw it happen, Father.  The vampire was all in black, but he wore a ring of silver plain as day, set with a sapphire as blue as sky. But he's watching you, sir, he's watching and waiting, and he'll punish you as sure as God is in heaven."

ERIC:  Hah!  Another clue!
SCENE FOUR.  The Courageous and Doomed heroes meet a villager, and the Doomed hero is killed.  

My revenge has spread over centuries and has just begun! 

- Count Dracula, Satanic Rites of Dracula
The Comedic frames the scene, plays his villager, and provides an exculpatory or incriminating clue.
The Courageous player plays his hero.

The Doomed player plays his hero as well - and dies.
This is the scene where the Doomed hero dies.  The Comedic hero, playing a villager and framing the scene, should echo the themes of the two heroes - Courageous and Doomed!  It's an opportunity for high action as the vampire first senses opposition and lashes out.  There is no need for a decision point in this scene - the outcome is pre-ordained.  The Courageous hero will triumph over whatever horrors ambush them, but the Doomed hero will fall to their cowardly assault.   The villager should, of course, appear patently guilty of setting them up.  In addition, a third clue must be provided - as in Scene Two, it should be a clue to the vampire's identity or something that could free a villager from suspicion.
EXAMPLE
Eric frames a scene for Lisa and Andy.  It's evening, and Lord Garmisch and Father Mock, now cleaned up, are taking a stroll through the village, looking for the iron pole.  They pass smithy, where Boris is hard at work fashioning weapons.  There's not a cross in sight - when questioned, the muscular villager snorts and says he follows the old ways, and won't consent to fashion crucifixes for ignorant peasants.  They bid him good evening and continue their walk.  Minutes later, Garmisch and Mock are set upon by black-robed assassins!  The vampire hunter's belt is cut, and he loses his sword!  
Eric describes a pitched battle and chase through alleys and gardens, with flashing silver daggers menacing the heroes from all sides.  Lisa and Andy enthusiastically contribute details, and they eventually run into a tiny square centered around the iron pole - from which the assassins recoil, hissing.  They fade away into the night, and only then does Lisa describe Father Mock touching his cassock, realizing he received a lethal stab wound, and collapsing in Lord Garmisch's arms.  

ANDY:  "Nooooooooooooooooooooooooo!"

LISA:  Right on, Andy.  And now we know that vampires can't go near that damn pole.

SCENE FIVE.  One suspect is eliminated based on a clue.  The Doomed hero is laid to rest.
If a vampire should bestrode / Close to the grave of a dead toad / Then the vampire life shall give / And suddenly, the toad shall live. 

- Captain Kronos, Captain Kronos, Vampire Hunter

The player who bids the highest card frames the scene.  

The Doomed player plays his villager.

The Comedic player plays his hero or villager as appropriate.

The Courageous player plays his hero or villager as appropriate as well.  
The suspect to be eliminated is the result of a card bid - the villager chosen by the player with the high card will emerge free from suspicion, having proven himself vampire-free.  The bid-winning player frames the scene, and all the players must integrate the revelation into play, with the Doomed player taking on the role of his villager.  The easiest way to frame this scene is at the funeral of the Doomed hero, but other possibilities abound.  
EXAMPLE  
ANDY:  I want in on deciding this.

LISA:  Me, too!

ERIC:  I guess we're all interested.  Everybody choose a card to bid.  Ready?

LISA:  I bid five.

ERIC:  I bid nine!
ANDY:  And I bid seven.  So, Eric, your card is highest.  Discard, you win!

ERIC:  Awesome.  

LISA:  Who's it going to be, Eric?  

ERIC:  I choose my own villager, Boris the blacksmith, to be eliminated from suspicion.   Here's how it happens - Father Mock is put to rest.  Lord Garmisch routes the funeral procession past the iron pole, and takes note of who attends.  Old Boris is a pallbearer, and practically touches the pole as they pass.  Anton doesn't show up, and Countess Grasu is conveniently waiting at the cemetery.  She seems delighted to be putting poor Mock in the ground, and her hands are covered by long velvet sleeves.  
LISA: I bet she's wearing that ring.  

SCENE SIX.  The Courageous hero is attacked by the vampire's minions.  
The Doomed player frames the scene and is the fight coordinator.

The Comedic player plays the vampire's minions.

The Courageous player plays his hero. 
The Doomed hero's player frames the scene.  The vampire's minions, played by the Comedic player, orchestrate an all-out attack on the Courageous hero, intending to kill him.  The form they take is entirely up to the attacker.  The Doomed player will also be participating.  His job as fight coordinator is to frame the scene, keep the fight as nail-bitingly close as possible, and use any card bids he wins to introduce some thematically appropriate, over-the-top set pieces into play.  
Narrate the attack in three parts, with a card bid for each piece.  Every success by the vampire's minions indicates some injury for the hero.  Each success by the hero indicates a steaming pile of dead minions.  
EXAMPLE  
Lisa frames a scene in which a pair of the black-robed assassins descend on Beatrix at the inn, smashing through windows like evil ninjas.  

ERIC:  Holy crap!  "Lord Garmisch!  Lord Garmisch!  Help!  Oh, bugger!"

ANDY:  Right, he's off somewhere doing adventure guy stuff.  You're on your own...

LISA:  Two of the assassins throw knives at you.

All three players again want in.  Andy wins with the eight.
ANDY:  Awesome!  I'm on your side, Eric - Beatrix is too canny and ducks as the knives fly past her.  She knocks one out the window with a roundhouse kick.  

LISA:  Yes, but the remaining assassin pulls out a sword dripping with some sort of grave-rot poison!

ANDY:  Oooh, thanks for that.

Eric and Lisa bid on the second portion of the attack, and Eric wins with the four.
ERIC:  Beatrix is kicking butt here.  
LISA:  How about this - the assassin swings at her, and she tries to jump out of the way but trips over a mop handle.  She picks up the mop and faces off with him, a steely glint in her eye.  She's a scrapper at heart.

ERIC:  Nice.  But this guy is unearthly, and a chill grips that tough heart.  With a single flick of his blade, he beheads the mop, leaving her with a stick.  Almost casually, he moves in for the kill.  

All three players bid on the third and final decision point.  Lisa wins with the ten.  
LISA:  Yes!  Finally.  The assassin swings, and Beatrix manages to block the blow with her mop handle - but the sharp point snags her, just a tiny cut, but filled with deadly rotting poison.  She collapses in pain.  But it's a feint!  At that moment, Lord Garmisch bursts into the room and chops the guy in half.  The evil ninja dude has been deceived.
ERIC:  Poor Beatrix.  She'll be ill from the poison.  She took a single wound.

SCENE SEVEN.  The Comedic hero is attacked by the vampire's minions.  One hero dies from his wounds or runs away.  

Lofty timbers, the walls around are bare, echoing to our laughter as though the dead were there... Quaff a cup to the dead already, hooray for the next to die! 

-Lucy Weston, Dracula (1931)

The Doomed player frames the scene and is the fight coordinator.

The Courageous player plays the vampire's minions.

The Comedic player plays his hero. 
As in Scene Six, the Doomed hero's player frames the scene.  The vampire's minions orchestrate a second attack on the as-yet unmolested Comedic hero - roles are switched.  

Conduct card bids and assign injuries as in Scene Six.  Once the attack has concluded, compare the relative injuries of the two heroes.  The one who has the most injuries dies.  If both heroes have the same number of injuries, the player with the lowest-numbered remaining card decides the outcome (without discarding; he simply declares his preference).  He will be deciding which hero dies if they both have wounds.  If neither hero is injured, the deciding player chooses which hero loses his nerve and runs away, abandoning his fellow to the vampire.  The player losing his hero gets to narrate the calamity however he likes.
EXAMPLE 
Lisa frames a scene in which Lord Garmisch, investigating the caretaker's house at the cemetery, is set upon by monstrous minions of the vampire - gigantic slavering rats.  To make it more interesting, she says that the caretaker's infant daughter is in a crib nearby.

LISA:  The huge, stinking rats swarm all over you, biting and clawing!

All three players bid and Lisa wins with the jack.  
ANDY:  Oh, damn.

LISA:  Oh, damn is right - they are tearing you apart!  Their sharp claws and teeth inflict agonizing wounds!  And you hear the baby crying, and the rats are rushing over to the crib!

Andy and Lisa bid, and Andy wins with the three.  
ANDY:  Garmisch leaps over and grabs the baby just in time, knocking over the bed as a makeshift barricade.  He's bloody and winded.  He throws a chair through a window to clear an escape exit.  He's like a desperate animal.
LISA:  There are more rats than you have ever seen, and some are climbing up the coal chute from the basement to get you!  The baby is wailing in terror!

All three players bid in the third and final portion of the fight.  Andy wins with the queen.
ANDY:  Whoa.  Garmisch thinks about coal, and coal dust, and his eyes widen.  There's a moment of dread as he realizes what he must do, and the likely outcome, but then he grabs a kerosene lamp from the bed table and hurls it down the goal shaft!  There's an enormous explosion as the coal dust detonates, but he's already out the window with the child protected in his arms.  
ERIC:  That's so cool, Andy.  Garmish and Beatrix were both wounded once.  Uh oh.

LISA:  We need to see who dies.  I've still got Destruction, which is as low as you can go, so I pick.  OK, I think it's ... Lord Garmisch!

ANDY:  Right on, I saw that coming.  Garmisch has saved the child, but his injuries are severe.  The villagers bring him back to Cândeşti, where he tells Beatrix he always loved her, and that she must continue the fight.  Curtains!
ERIC:  It's on now!
SCENE EIGHT.  A second suspect is eliminated from consideration.
The player who bids the highest card frames the scene.  

The player of the surviving hero plays his hero.

The other two players play their villagers, or perhaps their heroes in flashback during the montage.
The final suspect to be eliminated is based on a card bid - the villager chosen by the player with the highest bid will leave this scene free from suspicion, having proven himself vampire-free.  The remaining villager is the vampire!  The player of the final cleared suspect frames the scene, and the surviving hero player must integrate the revelation of the unused identity clue into play.  This should be followed by a preparation montage, in which the surviving hero narrates gearing up to go destroy the vampire.
In the event that the surviving hero and the vampire are controlled by the same Player, the newly-discovered Vampire is handed over to the player whose character died after Scene Seven.  
EXAMPLE 
Nobody wants to bid.  Lisa, not wanting to give up her high cards, finally bids her two.
ERIC:  Who's it going to be, Lisa?

LISA:  Anton or the Countess ... the Countess or Anton.  I really like them both, but I'm going to go with the Countess.

ANDY:  She's innocent?

LISA:  Yep.  Anton's the vampire.  And she's devastated by your accusations - she may be a villain, but she's a God-fearing woman.  You vampire hunters have destroyed her reputation.  
ANDY:  Cry me a river.
ERIC:  Beatrix is getting ready - she's a nimble hand with a needle and thread, and she's tearfully altering Lord Garmisch's clothes to fit her.  She puts on his belt with wooden stakes.  She grabs his silver crucifix.  She will take up his mantle.  She will be...

ALL:  Lady Garmisch!

LISA:  Boris comes to Beatrix and begs her forgiveness.  He shares her grief and rage.  Boris says "I suppose you're the vampire hunter now, miss.  I made you this."  And he hands you a wrought iron spike.  "Made from the pole of the ancients," he says.  
SCENE NINE.  The remaining hero fights the vampire.

What we shall be facing in a few hours' time is not a man. He is evil. He is the embodiment of all that is evil. He is the very Devil himself. 

- The Priest, Scars of Dracula

The Doomed player frames the scene and is the fight coordinator.

The player of the second dead hero plays the vampire's minions.

The player of the surviving hero plays his hero. 

For this climactic battle, like the earlier minion attacks, there are three roles - the surviving hero, the vampire, and the fight coordinator.  The surviving hero and vampire player roles are pretty clear cut - they want to destroy each other.  The Doomed player, as fight coordinator, is free to contribute detail and, should he win a bid, can assign the success to either side as he chooses.  The surviving hero should definitely bring his secret knowledge of the vampire's weakness, introduced in Scene Four, to bear in the end as well.  
The nature of the conflict should be informed by the sort of hero involved - a Courageous hero's fight should look quite different from a Comedic hero's.  Resolve the final battle across the last five card bids.  Each success for the vampire is a wound for the hero, and vice-versa.  As with setting the stage, the final card played will be pre-ordained, but with careful planning and good resource management throughout the game, it will still be critical.  

The desperate vampire will fight furiously.  As the vampire is injured, specific things must happen:
1.  When the vampire takes his first wound, he should deliver a hateful, megalomaniacal monologue.

2.  If the vampire takes a second wound, he becomes desperate and calls on all his minions to assist him.

3.  If a vampire takes a third wound, he reveals his true bestial nature.

Each success for the hero is a step closer to destroying the vampire, who will certainly lose.  What matters is the cost:
1.  If the hero emerges without a single wound, the hero is an awesome vampire hunting force to be reckoned with.  

2.  If the hero suffers only one or two wounds, the hero acquires a permanent, gruesome scar of some sort, but destroys the vampire handily.

3.  If the hero suffers three wounds, the hero is rendered lame in some awful way, and barely finishes the job.

4.  If the hero suffers four or five wounds, the hero and vampire are both consumed in a frenzy of uncontrolled mutual destruction.  
EXAMPLE  
Eric is playing Beatrix, Lady Garmisch, vampire killer.  Andy is playing Anton, the vampire.  Lisa is the fight coordinator.  

LISA:  You search the village and don't find Anton.  Finally you head out the cemetery, and he's waiting by the ruins of the caretaker's cottage with his dead rats.  
ANDY:  He's dressed as a woman, wearing the clothes of his victims and hideous pancake makeup under a voluminous black cloak.

LISA:  And he's totally wearing a big silver ring set with a sapphire!

ERIC:  I kill him in the face.

LISA:  Not so fast, sport.  Let's see who decides.
All three players bid, and Andy wins with the seven.
ANDY:   Oh, nice.  You square your shoulders and prepare to fight Anton, when suddenly, you feel the white hot pain of a knife sliding into your ribs!  It's Father Mock, an undead slave of the vampire!  One wound for the hero!

ERIC:  Holy crap!

Eric and Lisa bid - Andy's out of cards.  Eric wins with the six.
ERIC:  I swing at him with a little dagger or something, and he easily knocks it away, breaking Beatrix's wrist.  Anton's a big dude, for a lady. I've got a sharpened mop handle, and I'm menacing him with it.  He lunges for me and wham!  I stick it deep into his undead chest, and he hisses like a sissy.  His misfortune, one wound for the vampire.

ANDY:  Yes, and it obviously hurts him, but Anton wrenches it out.  "I'll drink your blood, woman, like I've dined on the blood of countless doxies like you.  You're nothing.  I'm more beautiful, I'm younger, I'll live forever!"  

Lisa bids the five.
LISA:  The floor of the caretaker's ruined cottage gives way, plunging you both into the basement!  There are more gigantic evil rats here, singed but loyal to their master.  Mistress.  Whatever.  A wound for the hero as Beatrix bangs her head in the fall.
It's the end of the road - there are only two cards left.  Lisa's trumps Eric's, so she narrates next. 
LISA:  Ace!  Triumph!  Another wound for the hero.  

ERIC:  Damn.  

ANDY:  Anton is all over Beatrix, overpowering her and tittering in a horrible falsetto as he lands blow after crushing blow.  Her left wrist flops uselessly and she's dazed.  

ERIC:  It's not over!  The final card is mine, and it's the king!  Let's see here.  If this goes to the vampire, you both go out in mutual destruction, which is cool.  But I like Beatrix!  So here's what happens - with the last ounce of strength, she fumbles in her cloak - Lord Garmisch's cloak - and finds the iron stake.  Anton leans over with a gigantic piece of rubble, intending to smash her head in, and quick as a whippet she jabs the spike into his heart.  The rats go nuts.  Everything is blurry for Beatrix.  She sees Boris and the Countess, and hears Anton's screams, and then ... nothing.
ANDY:  Fantastic!  
ERIC:  And justice is done as the peasant's hear the vampire's final scream.

SCENE TEN.  The last hero leaves the village or is laid to rest.
All three players play the most appropriate character.  The player who named the village frames the scene.
Like the first scene, this final moment is played out freely - there are no cards left in any case.  A surviving hero is now a de-facto vampire hunter, regardless of his role when the game began.  If you play the survivor in a future session, start with the role of vampire hunter and the type of your choice.  

A dead hero is still the savior of the village, and as such will be the subject of a passionate eulogy or two.
EXAMPLE

ERIC:  It's a week later.  We see Lady Garmisch looking strong and proud on her fallen Lord's big white stallion, her arm wrapped in bandages.  She'll never use that left hand again after what happened - the wrist is pulverized.  
LISA:  The Countess puts her hand on your knee.  "We'll never forget what you've done for us," she says.

ANDY:  Boris wipes away a sooty tear.  "If you ever need more of them stakes, milady..."

ERIC:  And Beatrix rides off into the vampire-infested night.  Next time we play, I am totally playing Beatrix again.
APPENDIX A:  NAMES

Your heroes are probably not locals, so feel free to give them any sort of name you prefer.  For some good old Carpathian flavor, try these names on for size for your villages and their occupants.

VILLAGES

Băleni

Bărbuleţu

Bezdead

Brăneşti

Bucşani

Cândeşti

Cobia

Comişani

Cornăţelu

Crevedia

Dobra

Finta

Gura Şuţii

Iedera

Lucieni

Ludeşti

Malu cu Flori

Măneşti

Mătăsaru

Morteni

Produleşti

Pucheni

Racari

Răzvad

Runcu

Şelaru

Tătărani

Ulmi

Valea Lungă

Vârfuri

MALE VILLAGERS
Alexandru 

Andrei 

Anton 

Bela 

Benedikt

Boris 

Carol 

Cincinel 

Claudiu 

Daniel 

Demetri 

Dorinel 

Emil 

Florin 

Igor 

Martin 

Miron 

Nicholae 

Octavian 

Petru 

Radu 

Robert 

Sergiu 

Simion 

Sorin

Stefan 

Teodor 

Tibor 

Tudor 

Valeriu 

FEMALE VILLAGERS

Alexandra 

Angela 

Aurica 

Beatrix 

Claudia 

Corina 

Daniela 

Dorota 

Elena 

Elisabeta 

Estera 

Felicia 

Florica 

Gabriela 

Irini 

Lavinia 

Leontina 

Lucia 

Luminita 

Magda 

Maria 

Marica 

Mirela 

Nadia 

Natalya 

Olga 

Otilia 

Simona 

Stefania 

Violeta 

SURNAMES FOR ARISTOCRATS AND BURGHERS

Antonescu 

Arcos

Barbu 

Belododia

Capraru 

Carp

Christinel 

Codreanu 

Constantinescu 

Dancescu 

Dimitru 

Fidatov 

Filipescu

Gilca 

Grasu 

Grul 

Ilionescu 

Korzha 

Lazar 

Lupescu 

Marinescu 

Murgu

Olaru 

Popescu

Radulescu

Sandulescu 

Tatarescu

Urzica

Vulpes 

Zeklos
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