Useful stuff derived from Cheftan van Helsing's book

Spells

Cock's Crow

Level: Adp 1, Brd 1, Clr 0, Sor/Wiz 1, Render 1

Components: V

Casting Time: 1 action

Range: 25' + 5' / 2 levels

Target: One vampire

Duration: Instantaneous

Saving Throw: Fortitude partial

Spell Resistance: Yes

Your voice becomes the crowing of a cockrel at dawn, creating a timbre of positive energy that disorients and disrupts vampires. If the target fails its' save, it loses the next turn from debilitating pain and takes 2d6 damage. If it saves, it can act normally but still takes 1d6 points of damage. 

Namewrack

Level: Clr 5, Sor/Wiz 3, Render 3

Components: VM

Casting Time: 1 action

Range: Unlimited

Target: One vampire

Duration: 2d10 x 10 minutes

Saving Throw: None

Spell Resistance: Yes

The caster speaks the True Name of a vampire aloud, while burning a sheet of paper containing its' True Name. The target is transfixed by agonizing pain, reducing its' Dexterity score by 2 and imposing a -4 penalty on attack, skill and ability check rolls. 

Nightfall

Level: ?

Components: V,?

Casting Time: 1 action

Range: ?

Target: Area, unknown, level-based

Duration: At least 10 minutes

Saving Throw: See text

Spell Resistance: No

Only known from its' observed effects, this terrifying spell is only available to vampires belonging to one of the Clans. Within the radius of the effect, time is distorted so that, for the duration, night falls in that area. Unlike Darkness et al, it is not an effect; the area involved is linked to the forthcoming night and to all intents and purposes it is night within that area. Vampires in the radius are not subject to the effects of sunlight, nor the need to sleep – it is not day, after all. 

Non-vampires in the area are afflicted with a crushing Fear effect; there is a Will save against this, though the main effects of the spell cannot be resisted. Vision, including low-light and Darkvision, is blocked. Light spells are ineffectual; Daylight spells and effects reveal only a dim illumination of 10' or so, tinted brown. This, however, only makes things worse, as the most horrific aspect of the spell's effects is then visible. 

To the eyes of a non-vampire observer caught in the radius of Nightfall, everything within the spell is seen as ancient, decayed, rotting, dying. Creatures and characters appear as skeletons draped with tattered clothes and equipment; buildings and objects appear broken, crumbling, rotten. Only elves and vampires appear normal. This effect triggers a second attack of the Fear effect as above, assuming the character has saved against it the first time.

It is theorized that this effect is caused by the time-distortion aspect of the spell, the twisting of temporal reality required to literally bring tonight forward to now is also responsible for granting a vision of centuries hence.

Skill

Inner Strike (INT; TRAINED ONLY)

Check: Extensive study of the vampire physiology has given the character insight into the best places to strike when attacking them. Once a combat round when engaged with a vampire, the character may forgo all other melee attacks in order to execute an Inner Strike. The character makes an Inner Strike skill check opposed against a Sense Motive check by the vampire. Success allows the character to make an Inner Strike. Failure means the character attacks normally that round, though with a -2 penalty on the first attack he takes.

The Inner Strike itself consists of one melee attack, made at +1 for each sacrificed melee attack the character would have had. So, if a character normally attacking at +15/+10/+5 makes an Inner Strike, he gains a +2 To Hit bonus. If the attack is successful, the accurate placement of the blow allows the character to add his Character Level to the damage roll, as well as any other bonuses normally applicable.

Retry: No. 

Special: No character not trained in the special lore of vampire anatomy may learn this skill.

Items

Van Helsing's Book

Studying the section describing the Inner Strike skill for ten hours, and practicing the technique, allows the character to use the skill even if ranks have not been taken in it, and grants a +5 bonus to use of the skill whether ranks are taken or not. 

Blood of Nilmarian

Glathien Nilmarian was the unfortunate elf who was the victim of the first ever murder of elf by elf, meeting his death at the hands of Cain, later the first vampire. Legend has it that his blood scattered across the ground where he fell, crystallizing into diamond-hard gems of dark red hue. It is said that these can focus great power if wielded properly by one opposed to the Sons of Cain. The location of the crystals is now long since forgotten. 

