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A Past of Tereackhery,
A Future in Flames

For without the rebel, tomorrow will mever come.

By Steve Crow






Here the stillness of the night shatters like glass. Here silence
flees at the first sign of intruders. Here the darkness comes
to life.

From every direction rise the ecstatic screams of the
Damned. Lights flicker on and off as the shadows leap
about, wildly flinging themselves from wall to wall.

In the midst of intoxicated revelry, some sit calmly, but even
their passions struggle to run free. As the cacophony builds,
even the staid feel their non-existent pulses race.

Here all is abandon. Here anger and fury rule the dark like
twin lions, ready for the kill. Here frenzy reigns.
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poradic eruptions of rage and violence constantly

rend the fr:

le existence of the Kindred. Find
an likely a
ige clan takes on anyone

one of these eruptions and more

Brujah is there as well. This sar

prince or anarch, Camarilla or Sabbar, and even each-other.
The Brujah are infamous for their violence and destructive
frenzies; indeed, rational Cainites avoid them like rabid dogs.

However, not all Brujah are the crazed destroyers of

Kindred stereotype. Among the Brujah can be found schol

ars, teachers, philosophers and leaders. Same even say the
Brujah embody what conscience remains among the undead.
The Brujah are nothing if not contradictory, and no one
Brujah truly represents this diverse clan. Forevery Brujah
anarch lead nother sits on a

inciting riot and revolutio

n council

IfKindred scholars can say anything positively about the
Brujah, it is that the clan is constantly acting and evolving.
Change is gosy Like all the 13
es its bloodline o a third-
under now resting somewhere in torpor. From

stagnation is anathema.

-

mpire clans, clan Brujah t

generatior

there, however, its history followed a unique path as the clan

rose to power among Kindred and kine alike. Now its

|

members inhabit every stragim of vampiric society, some
While rhe
more knowledgeable among the clan speak of the glory that
was Carthage, others gould not care less -
night and 1o hell with the rest!

Thus thé'clan grows and changes, unconcerned witk
past and furure alike. Whar will b
will deal with irthen. One th
intellectuals and architects
ers, the Brujah have carved their names in the annals of the
undead!

Clanbook: Brujah lintroduces the clan and provides
game ififormation gohelp players and Storytellers alike br
its members to unlife. Whether the Brujah of your chronic
fight their battlesinthe Elysium with speeches and whispers,
oron the stregfs wirh fangs and Uzis, Clanbook: Brujah is an
invaluable resource

ruling from above, others fighting from bel.

tonight is the

will be,

y is certain

present as rebe

Intysduetion &7 7




§ X cLANEDOK RRUJAH



he old man shifred slightly in his leather chair,

nary lint from his white
fo you not know what you are

Or is there truly justification for your blatant display of
power!"

Dre stood stock still, unable to move at all. Every muscle
cried out for release, and he felt the now-familiar fury build

within himself. Still, he could do nothing.

“Oh, yes," the old man chuckled softly. He snapped his

of. Lain't no damn dog, you far motherf.

I to squeeze out before he was silenced again

, you are not a dog. You are something far worse
1 vampire. But you know that already. What is mor
important, you are a Brujah. What do you think of that

Dre stood confused for & minute before answering
“Only Brujah | know are Mexbangers. Say theirname means
witch. | thought | was a vampire.”

“My dear your

man, our elan name long predates that
we. Indeed, they stole the term for their gifted
als from us, We are thefriie Brujah. Descended from
many generations removed. We carry the Brujah
bloodline,and all it entails, Yourgreat strer

indiv

Wr sire,

vand speed are

part of this. How did you become a vampire

T T T
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n leathers made agrab on me a few night ago.

Next thing

v Iwas lying inasewer, with this burnin” in
my stomach. Then...” Jimmy paused. His mindless
the winy

© on

till felt more like a dream to him.
“Iknow, L know. And after that, you found you were

more than human?”

“Damn right! 1 thought I'dsee if | could find the guy who
put the bite on me..."
“Smiling Jack is long g

d"

ers tried to roll up on me,

I'm 2

“Yeah, right. Then those b:

and |

“Foughr back, using your full abilities. Unwise, childe
We live by a Masquerade.”

"'We! So besides this Smiling Jack and you, how many
more of us are there!”

The oldman paused. He idly picked up a small calculator
wnd be

an punching numbers. As his fingers flew over the
keys, he replied, “A wh
war

e society of us. Players in an eternal

the Jyhad. You were to become an unwilling soldier.”
He snatched up a piece of paper and pen, and scribbled
some numbers off the t Dre
Smiling Jack is a visitor to Chic
He was passing through on his way back to Los Angeles, and
decided to stir up some trouble for our clan. You Iconoclasts
have always been trouble

aleulator, all without lookir
Nevertheless, he added,

“Smiling Jack, and those he supports, believe no one
should answer to princes or even other vampires, If you had
gone on your way, displaying your powers indiscriminately,
you would have caused chaos and perhaps violated the
Masquerade. Chicago's
to deal with it, diverting

ce of vampires would have |
is attent

m from more iy

rtant

matters.  Such is the way some rchs believe anarchy

shauld be spread.”

Whar

The old man paused for a minute before asking,
do you know of Cartha

“It holds our bones together?” Dre responded

The old man looked back up. “If I didn’t know better, |
would think you were trying to be funny. Carthage was
utapia. It isa living dream. Millennia ago, we Brujah created
acity where Kindred and kine could live together. We st
for the heavens, v to see others grow jealous. They
betrayed us and destroyed th

and have

> dream. Now we are divided,

gone from being scholars and philosophers to
cretins and clowns like your sire, Smiling Jack. Do you know

what an Iconoclast js?*

Dre tried to keep still, but found himselfslowly no
meone who destroys stuff other p
spect.”

sple worship




The old man stroked his beard and looked curiously at
Dre. “Very good. Well, that is what Smiling Jack is. Many
ther only to

Brujah have become Iconoclasts, joining
destr

¢ Many younger Brujahare p

of this faction, joining
together only to tear something else apart.

“On the other hand, there are those Brujah like myself
— Idealists. We see better times ahead, and work with all the
force we can muster to bring it about. We |

leamed to

work with the system to try and cf
the leaders of our ¢

wge it. We are generally
n, though the lconocl:
in their unthinking rage.

ts battle even us

You have felt the frenzy too, |

believe.”

Again Dre nodde
when those Bloods had

He remembered how he had felt
wtacked him. Something had
napped in him when they pulled their weapons on him. He
had dived intothem, rippin
a bloody pile

and tearing until all that was left

the old man added softly. “All
vampires fall prey tothe bloodlust, but the Brujah most of all.
like
, however, have na
over it/ Whenthe Beast gets loose, it will not be
denieg.”

e have been curse

Some

All of our clan feel the fury more frequently
myselfs have Jeamesd to suppress it. M
contr

Hié sisilently for a minute while Dre looked an,

“There exists a third group of Brujah. They are the
misled, though theyconsider themselves Individualises. They
believe themselves to have the freedom to act responsibly,
though this mercly makes them the greater pawns

“It is a great war we wage. The only rules are use or be
used, kill or be killed. Find a strong ally, and you are strong
Srand alone, and die. Remember this lesson, for there are

ather clans of vampires who would prefer to see you dead

“Fortunately, | became aware of your existence carly.on.
I have my own reasons for making sure Chicago's pringe
remains concerned with the matters at hand. Fortunately for
usboth, for he would have take pleasure in desteaying
you. Do you understand?”
1. “If what you're tellin! nie is true, why aré
enerous!”

“Because you will be in fufidebt Blus Limaybeahic ©
help you settle your scoreivith SmllingJdek.”

gre:

Dre frowne:

you being so g

o, you're gonnabe my vampire massa! Teach mehow
sood little bloodsucker!”

jods forbid, no. [ have far more pressing imanners ©
deal with. However, | havé a young friend, Damicn; whom
1 believeshould beable toprovide you with theediication you
need. Just tell him Crivias sent'you.”
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I'm a real wild one

ud | like a wild

I

aworld gone crazy

L

chds

Rerusa

e

Everything seems hazy

I'm a wild one

— lggy Pog

ampires, like people, believe in myths and stories
which help them define theirreality. Some have
no basis in truth. Others begin with an actual
Finally, some spring from the
truth and remain true, handed down in unaltered form from

event,and subsequently divergy

thase who know

These last few are rare. E:

en among the undying,
Aside from the natural

legends rarely survive unaltered
inconsistencies which oceur through time, many Kindred

ch

the stories for their own benefit. Here, then, are the

legends of the Brujah clan. Some may be true, some false, b

all shape the unlives of those who hear them.

The Past

The Brujah are at war

So most of them believe. They
hate the Ventrue, who destroyed their founder’s dream of
Carth; They despise the Toreador, whom they view as the
Ventrue's allies

They distrust the Tremere, Malkavians and

sferatu, who have their own secret sche

. The Gangrel
Furthermare, the Brujah have

are too foreign, too alien.

“Wild One”

ted more Caitiff than any other clan. The clanless ones

would

cre e

like nothing better than to strike out ar those who
created, then scomed them

Enemies everywhere. The only solution is to lash out at

any who oppose them. While the other clans scheme, only
the direct action of the Brujah can disrupt their plans.
While classifyingall the Brujah i

the clan has three major factions, The first and largest is the

an exercise in futility,

Iconoelasts, the true anarchs. They lash out at an
everyone, with no respect for any organ|
ment. Historyisof no use to them: the here and now is what
counts. Only the Masque

me and
ation or establish-

e limits their actions, and the
only reason they respect that is our of self-preservar

!

mp is the [dealists, which consists mostly
of older Brujah. Most Brujah elders are Idea
the past for Some still remember
f
. Idealists believe the Brujah should unite toachieve
these dreams They
figure a Brujah elder has traded his heritage for a comfortable
seat on a city's council.

The second ¢

ooking to

ists,

uidance and wisdom,

Carthage, and its founders’ dreams of a perfect soci
vampire

lconoclasts consider them sellouts.
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The third camp, the Individualists, is the smallest but
the most successful. They combine the traits of Iconoclast
and Idealist. They try to work together for the good of the
- However, they do not insist others obey their orders,
the Idealists do.

Because of the attitudes of these three groups, the history
of the Brujah is difficult to trace. The Idealists are the most
well-informed, but view the past through rose-tinted glasses.
The Iconoclasts, quite frankly, do not care. The Individual-
ists are too busy trying to negotiate a path between the other
two groups.

What is known about the clan founder comes from the
knowledge of other clans. Those clans believe the vampire
now referred toas Brujah was, like the other clan founders, of
the Third Generation. He was present at the great battle of
the Second City, when the Third Generation rurned against
the Second. Most clan scholars claim Brujah was the one
who provoked the great battle between generations. How-

- E -

Behind closed doors, some older Ventrue like tosnicker
about the Brujah's use of the clan name. Since legends say
Troile destroyed the original Brujah, today’s Brujah trace
their lineage to him, not the original. Indeed, these Ventrue
like to laugh, the true Brujah, those not descended from
Troile, are still out there somewhere, perhaps planning their
revenge.

No Brujah credit this rumor with any validity, saying no
p would wait the dozen or so millennia it has been since
the fall of the Second City for such vengeance. However, the
possibility of there being a powerful bloodline dating back so
long is not a comfortable one.

Indeed, every now and again stories crop up about odd
Kindred with strange powers disrupting Rants, leaving the
Brujah disoriented and confused. Then again, stories of
extraordinarily powerful vampires crop up almost weekly
among the more paranoid Cainites.

However, one story which saw popularity in the 1950s
came out of the Anarch Free States. Allegedly, a young
woman had appeared at a Rant claiming to be descended
from Brujah himself. Those who tried to throw her out found
themselves constantly carrying out the same actions, moving
toward her and finding themselves back where they began, or
being unable to move while the woman disappeared and
reappeared around them.

Brujah always pass along this story as happening ro “a
friend of a friend of my Sire.” Nobody admits to having been
at this Rant, and slowly the story stopped being passed. Still,
the id

14 &7 cLANBDOK BRUIAH

ever, some Kindred researchers whisper that Brujah was a
conservative voice among the 13 Antediluvians
of the Third Generation used Brujah as the

Ironically, modern Brujah belicve
progeny, Troile, who turned against his sire and slew him
through diablerie. Many clans point to this act as the cause
of the infighting that broke out throughout the Second Ciy.
They claim this is the reason why the Brujah should never be
trusted,

Those who seck the truth say several of the Fourth
Generation prodded each other into challenging their sires.
In facr, the few surviving records indicate that the ferocious
nature of the Brujah did not arise until centuries after the fall
of thecity. However, the established belief in Brujah ferocity
is so strong that most other clans point the finger of blame at
Troile. Even current-day Brujah believe the common stary
to be true. In fact, they take great pride in being rebels from
the very beginning. Only afew Brujah elders make any effort
todispute these falsehoods, and they are held in contempt by
the younger clan members.

Thesc elders say Troile fled the Second City, and trav-
eled much of Europe and Asia. Some claim he opposed the
strict rules the Third Generation had placed upon the Fourth.
Others believe he feared for his existence. Through his
practice of diablerie, Troile now possessed the powers of the
Third Generation. Because of this, or perhaps because of
other, darker rumors, Troile avoided his peers. Possessed by
a wanderlust and fearing for his immortal existence, Troile
rarely remained long in one place

He kept to the outskints of civilization, preferring Ethio-
pia to Egypt, Canaan to Babylon, and generally a oiding
large concentrations of Cainites. For a long time he made
Asia Minor his domain, but moved out with the coming of
the Persians. He again took to traveling, not settling down
until reaching North Africa.

While Troile never took an active role in es blishing
Carthage, he was proud of its success. In Carthage, he saw the
dream of the Second Ciry as it could have been. He often lent
his influence to his progeny living there, though he rarcly
stayed long and never took a direct hand in its government

While no Brujah can say whether this is true, the
Ventruesay Troile threw himself into the fray when Carthage's
enemies launched their final assault. However, many of his
most powerful Progeny had already fallen or chosen to absent
themsel foresecing the coming conflict. Without their
support, Troile was overwhelmed by mystical assaults and
apparently destroyed.

Itisapoint of some dispute among Brujah elders whether
Troile forfeited his existence, or took refuge in the ground.
The winningside salted the ground, and powerful rituals were
established to prevent any excavation. Therefore, noone has
established exactly who survived in torpor and who actually
died. Brujahwhao believe in the legend of Troile discount this
story, saying no force of undead could have brought down an
Antediluvian on his own grounds.




they tended to frenzy much more e

velan soon r
Some Brujah el¢
of Troile’s contin
aults made b

r he felt at the moment he ¢

viving members of the Br

point ta this as evidence ) existence

They believe the mystical a “rransmitter”

of the hatred and ang wtered

torpor. Other elders claim Troile died, but his dyir
tions took on a life of their own ar

bloodline. And a few claim the surviy

reason to frenzy his erair ¢

Since the fall of Ca sther clans cc

Brujah “berserkers.” n gained a reputatio

Ichaos thar mfeared

Most Br

would tear down anything they built, they should become the

anarchya

other clans.

ones who would tear down all structures.

Ironically, sc Brujah managed to overcome their

frenzy consistently

emselve

lectuals and ph den-day

particularly the lcol at such stories. However

many European cc were under the mfluence

or even

the direct rule, of Brujah at one time or while all

have felt the effects of their rebell
Swirzerland

Italy and Greece

ruling in Eurc

Indeed, it wo

to chaos, to

look upon any American Brujah traveling in Europe with
With th

forefront of

anarch

tic tendencies, the Brujah wen

Imost every historical revolution. In some

\ took a direct hand in various peasant
inst Eng

Robin Leeland, a Sev-
tion Brujah (see Vampires of Note) was a

sh nobility

often fighting at the forefront

skirmishes. After the creation of the Cama-
h
several prominentleaders, including Robespierre,
Theclan's
aluable in driving crowds to a frenzy

rilla, Bryjah influence became more subtle. During the Fre

Revoluti
were influenced at least somewhat by the Brujah

gift of Presence proved

against the “aristos

The United States

The split in the clan
who di
al jah had

wse who had the
= 18th

an interest in the brewing

ks between tk

power and thor

ot came to a head in t

century. Sev:

rebellion in the American colonies. One of them, Marguer-

ite Foccart (see Appendix), traveled to America in May of
765. She met with Thomas Jefferson, then a law student

1
The two were present during one of Patrick Henry's famous




mp Act. Foceart, who had
traveled to America at the bequest of her sire, saw all of the
signs of the uprising.

speeches against the British St

Foccart chose to remain in America for a while, supply-
ing aid to the burgeoning rebels. Her high Presence allowed
her to raise large mobs which struck out against the British.
That same Presence allowed her to keep the mobs organized
and effective. The Ventrue were busy with anarch acrivities
in London. Prince Mithras, then ruler of London and the
mast influential Cainite in England, foolishly refused tosend
any Kindred to America to investigate the possibility of
Brujah involvement

Crispus Attucks, a black seaman, was responsible for one
of the first acts of rebellion against the British. He led a
Baston mob against the Redcoats. The British apparently
killed Attucks during a confrontation he helped start. This
confrontation, the Boston Massacre, became the spark that
started the revolutionary fires burning

In fact, Marguerite Foccart rescued Attucks from death.
She admired the seaman'’s bravery, and decided to Embrace
him. After the Boston Massacre, Attucks worked with
Foccartand several other Brujah who were aiding the Sons of
Liberty. He has been active in the Unired States ever since
(see Appendix)

In London, Brujah lent support to those Englishmen
who were for easing measures against the colonies. It is
unclear who they may have influenced, since the Ventrue

went toa great deal of effort to destroy any Brujah so foolish
as to make their influence clear. Some believe William Pitt
and Colonel Isaac Barré may h: een influenced by Bruj:
(or vice versa, some Ventrue whisper). Bothspoke out for the
ts of the American colonists on the floor of Parliament
Indeed, it was Barré who coined the phrase “sons of liberty.”
Another Brujah, Critias (who know sits on the Chicago
Primogen), was using his influence elsewhere. He and
Benjamin Franklin were in constant correspondence during
the years leading up to the
Franklin went to P
mat to France, the two of them spent many nights in close
conference. The two intellectuals came up with several

Wiar for Independence. When
aris as the colonies’ representative/diplo-

ideas, some of which would hav
century later.

surprised Jules Verne a

Some of Franklin's inspired ideas saw print during the
Revolutionary War when the statesman published propa-
ganda pieces aimed at the English, One picce claimed that
giant mirrors were going to be built near Calais. The mirrors
would reflect solar energy across the channel to set English
ships aflame. Another rumor claimed that a giant chain was
going tobe runaround th lish coastline, then electrified.

When Franklin was not busy meeting with Critias, he
was enjoying himself at parties throughout Paris. He was
equally adepr ar blending with high society and the lower
classes. His flair for these activities won him admiration from
the Toreadors thar controlled the city. That elan, angry at
the Ventrue for Mithras" actions in England, chose to look
the other way, cven though they were aware of Critias'
influence. The o backed King Louis’ support of the
American Revolution in order ta thumb their noses ar the
English Ventrue.

Although he was never Embraced, Franklin was a prime
target of several clans, The Brujah admired him as an
mtellectual rebel. The Toreadors considered him a man of
arts, The Venrrue would have Embraced him simply to blood
bond him and get them out of their hair. Fortunately, the
attempts by each of these clans negated the others, and it is
thought Franklin never became one of the Kindred. Also,
Critias realized that Franklin was far too valuable as a kine
operative to become a vampire.

Another Brujah player, Jeremy MacNeil (see Appen-
dix) entered the fray as well. Between him,
Attucks, Samuel Adams and his *

Foccart and
“street ga displayed a
surprisingly sophisticated strategy that kept the English gar-
risons confused

Curiously, the Revolutionary War itself was relatively
free of Brujah influence. The clan, wary of Ventrue involve
ment, chose to remain in the background. Because of this,
Mithras and the other English Ventrue never suspected the
They also

true extent of their influence on the colonies.

underestimated the determination of tt can colonies.

Their continuing problems with anarchs in England forced
them to divide their attentions.




The war betwe arilla and the Sabbar also

touched u

the War for Independence. The Camarilla
controlled the British and their representatives in Ameri
The Sabbat, like the Bruja
the New World. Sabbat |
War was particularly stror

aw a chance for a fresh start in

rticipation in the Revolutionary

When the United States successfully gained its indepen
dence, many of the Brujat

frustrated with their inability to
gain power from their elders, crossed the Atlantic. They, like
the kine, saw the United States as a land of new freedoms.

Ir

some of their demands. The remaini

ally, if they had stayed, th ht have achieved

narchsstayed active
though their power peaked in 1848, Still, th
the 19th cer

last decades of

ury saw the overthrow of several of the Idealist

jah rulers as more countries broke the shackles of aristoc
racy and monarchical rule

red by the Sabbart's intervention in many of these

ders

, the Camarilla applied pressure on its |

them to travel across the Atlantic. This gave the

at an early start in the struggle for Kindred control of

However, a fracturing of various Sabbat sects
tened the ren
Meanwhile, the Brujah were unable to
wir hold on the E:

of internal squabbling,

ar thr

consolidate tern United Stares because

The Brujah spread out over the United States for the
next two centuries. Unfortunately for the Brujah, the other
clans were quick to step in once they considered the United

stable environment from which to rule. Many ships

ind had sun-proof containers in their hold. The

, as disorganized as ever, were unable o

steps to stop the invasion of the other clans

Despite the efforts of the Camarilla, the Sabb:

main
tained a solid hold on certain cities on the East Coast. The
Sabbat and the Ventrue slowly forced the Brujah westward
The Brujah discovered other clans

ad moved ahead of them
Once again, the hated Ventrue and T
cities. The Brujah’sfig
branded them as Anarchs once and for all

lors ruled the

sainst the now-established Princes

Southern expansion by the Ventrue led to a major
le during the Civil War.
anarchs, stn

Many Kindred, not just

i against the elders who controlled the
plantations and used the slaves as cattle. Since most of these
indred were Ventrue, the Brujah took
r Kind
all could feed on th
e, the younger Kindred

| evenn

ng up the slaves s
During this sm

of many
h
s) worked
s. Northern Brujah and the Sabbat

participated. For ¢
Brujah and V

ne of the few times throu

itrue (albeit the younger or

nal scale bas

also took the opportunity to battle the Camarilla leaders wl

had recently come to the new world




However, the Brujah, and anarchs in general, moved
primarily westward as Ventrue/ Toreador influence grew and
princes became more established. By the first part of the 20th

century, West Coast cities such as San Diego, Sacramento,
Seattle and Los Angeles were ripe for Brujah rebellion as they
grew rapidly in both Kindred and kine

The Princes of these cities had to tread carefully toavoid
an uprising. All their efforts were for naught. In 1944, Don
Sebastian, Toreador Prince of Los Angeles, ordered his men
to discipline a particularly unruly Brujah
Sebastian’s men, overconfident in their n

remy MacNeil
s power, sav-
agely beat MacNeil to within an inch of his existence. S
atwas the uproar from the anarchs that Scbastian, desper
tte o restore order, promised a full investigation by Los
Angeles' elders. He swore he would abide by their decision
Since one of the elders was a Brujah, the Anarchs
believed they would get a fair hearing. However, the elders,
satisfied with Sebastian’s rule and unaware of the magnirude
of the anarch threar, whitewashed the entire situation They
declared that Sebastian's men had acred fairly and MacNeil
had no cause for complain
Upon hearing this, the anarchs hit the streets, Their
numbers had grown far beyond what the prince had believed,
and for once they united. MacNeil found himself the
unwilling idol of the anarchs, as they used his name as a
y- Within days, Sebastian and his henchmen were
killed, and Los Angeles’ elders had joined the anarchs, gone
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into hiding or fled. So great was the fire of rebellion that
other anarch groups on the West Coast cities turned on and
destroyed the Kindred power structures of their own cities as
well. Only San Francisco was spared

Inafew shortnights, princes from San Diego to San Jose
had been put to the torch or run out of town. Thase few
archons who tried to help the princes out met sim
and, before the Camarilla could organize

fates
ny sort of response,
much of California’s west coast had been declared the Anarch
Free States.

MacNeilfound himself, by popular acclaim, the new and
somewhat unwilling leader of not only Los Angeles, bur the
newly formed Anarch States. Realizing how precarious his
position was, he made it clear that he was not a prince. With
theaid of other powerful anarchs, he stopped the killing and
destruction, but promised to help spread the rebellion to
other areas.  This pronouncement met with widespread
anarch approval

MacNeil formed a council of major anarch figures. The
council included the leaders of the Seattle, Sacramento and
San Diego anarchs, himself, and one member from the
Nosferatu, Gangrel and Ravnos Clans. Those three Clans
are the non-Brujah representatives of the anarchs. MacNeil
also opened up the council to democratic influence, letting
any anarchs in the area participate.
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The Anarch States still exist to this day
rol Califc
Oregon and W

The anarchs
ia and have a great deal of influence in
hington. Some small arciphi to spresh
However, acombinationof anarch
nce in Las
and Lupine activity in the Central NorchWé#f, has
been enough t

eastward have been tried

disorganization, Ventrue and Giovanni infly

prevent any real expansion
MacNeil remains the leadin

the most powe

narch of Los Angeles, and
ul figure in the Anarch States. Whil
restrictions on the creation of new Ki are voluntar
cen made than was expected. However, numer-

e

dre

ve come to the area after archons drove them
from their old haunts, and so the Anarc
heavily populated.

States remain

Russia

Ironically, the Free State is the closest the Brujah have
come to recreating Carthage. One other try was not so
successful

At every revalution throughout history, Brujah have
been present. The Russian uprising was no exception. The

Brujah sought revengs

against many Ventrue and Toreador
princes, and the revolution following World War [ gave them
1917 to 192

their chance. From

armies crisscrossed the
Despite the
ed aid, with
United States Ventrue even convincing President Wilson to

country, attacking Kindred and kine alike

World War, Cainites from other countries off

invade the country with U.S

Many Kindred point to the Free States as an example of
what a vampiric community should be like. An equal
number hold it up as what will inevitably happen when

neonates get out of coner
¢ the Traditions among the
1, gangs run wild in the streets as they do nowhere else
While the area Kindred voluntarily abide with limits on

With no prince enforci
undes

Embracing, many more have flocked to the area, putting a
greatstrain on what the kine can support. Finally, the Sabbat

maove freely among the anarchs, spreading their own brand of

evil

From San Diego to San Jose, Brujah gangs hold the

fren fighting over prime re.

| estate. Other Brujah

recruit here regularly for raids into Camarilla territory, and

anarchs from across the globe meet here todiscuss theirplans,
successes and failures

Plotsand schemes go on constantly in these cities. With
no prince forcing everyone to present themselves, nobody
can ever know who is in town at any one time. Thus Caitiff
wander freely, Tremere sneak in and out and Setites set ug
temples in dingy cellars.

Los Angeles is the center of this madness. Some Cama
rilla leaders estimate that more than 200 vampires ca

the
metro area home, and that at least 10 percent of these are
Sabbat. Brujah leaders like MacNeil deny this,
knows for sure.

ut no

"

Inany case, all the clans have some represent:

ionint
am the hills north of Los Angeles (though
Lupines inhabit the nearby Santa Monica mountains); Brujah,
Nosferatu and Brujah c:
Hollywood and Beverly Hills; and stories of Eastemn Kindred

area. Gangrels r

East L.A. home; Toreadors infest

inChinatawn and Little Tokyo never go away. Indeed, many
of the paranoid rumors of powerful elders and approachi

Gehenna spring to lfe here

MacNeil and the Council generally meet in downtown

Los Angeles, usually at the towering city hall buildir

However, they have no set place or agenda, and most of their

work gets accomplished in small, informal gatherings. Addi

tionally, they commonly assemble

erever they fee

themselves needed, and more than one anarch battle has
been halted by their presence

Still, MacNeil and the other Council members can only
bring the slightest peace to this vampire-infested city. Gar
constantly battle

sach other in the moon-lit streets, harass
newcomers at the drop of a hat, and feed wherever and
whenever they please. Even some of the Council members

see Los Angeles as a powder keg ready to explod

PR > I
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Finally, thanks mostly to the efforts of the mortal Bol-
sheviks, a small group of Brujah found themselves on the
winning side. The hated Ventrue and Toreadors had been

defeared, theirashesscattered to the winds. Whattodo now?

Before the Brujabyeould.come up with any sort of plan,
ormove elsewhere, the Bolsheviks came to power, spreading
theword of a newsociety that would give equality toall. Thus
the Bolshevik party came o power as Sovier Communism
began. Upon hearing the promises of the new Communists,
some of the Brujah belicved that perhaps this new socicty
would be the Carthage of the 20th century. The clan
members in Russiadecided o stay, giving their support to the
Communists

The problem, as always, was the Brujah “curse.” The
Russian Brujah immediarely began to struggle against each
other. These struggles rarely oceurred as out-and-out vio-

lence. Rather, each of the Brujah council members began
kstabbing each other. With a skill for intrigue that would
have made the Tremere envious, each sought to influence
Lenin and, the other, mortal leaders without the others
realizing.: The result: food shortages, the lass of territory to
Germany and the beginning of the purges

Tom from within, the Brujah failed to bring abour the
policies they desired. They had toachieve complete control
The Kindred could not reveal their existence until the

security of the nation was guaranteed. Otherwise, enemy
nations and rival Kindred would try ro bring them down.

Until their kingdom was secur

+ New Carthage could not
come to pass

Trying to make Lenin a puppet leader proved an unwise
un to realize some shadowy “Coun

cil” was active in Russia.

decision. Lenin had be

He decided to manipulate this

Council to his own ends, He played one Brujah off against

the other, gainir

a substantial amount of power while
confounding the Kindred.
However, Lenin went too far when he began cracking
v on Russian intellectuals. Many Brujah were Idealists,
and when Lenin sent the mnlla:(ualm- amj
theirmistake. By 1924 they“arrange«
up Leon Trotsky as his successor.
Unfortunately, one human, Joseph Stalin, had other
as. With some covertassistance from Ventrue and Torea-
dors who had ne wish tosee the Brujah succeed at anything,
Stalin arranged for Trotsky's exile from the newly formed
US.SR. He then took control. Using the structure Lenin
hadcreated, Stalinbegan a series of purges eventually respon-
sible for more than 10 million deaths.

The Brujah Council didn't agree o much, and Stalin
proved a major sticking point. Half the council wanted him
dead, while the other half, especially those who enjoyed
feedingin the gulags, wanted to see his reign continue, In the
mid-1930;

y they realiz
nin'sdearh, and ser

. however,

alin’s connections to mages and the
Sabbat became apparent, unifying the Brujah in their appo
sition to him

They were preparing to kill the Soviet leader when
Adolph Hitler be
The Brujah reali

his campaign for control of Europe

dthey needed Stalin in his established role




der against this threat, which they believed a Ventrue
plot 1o destroy th
Molc

would refrain from invading Russi

The Brujah had Stalin sign the

iaranteeing that he
and tried to replace
Stalin. Theyhad not succeeded when Hitler broke the pact
two years later, in 1941
shoreage brought about by Stalin’s purges, the Brujah Ci
cil haditshands full. Finally they found themselves forced to
ally with other clans to defeat the Naz
the war, the Brujah C
harsherand harsher steps to bring
control. However, their own frenzies prevented them from
cooperatir

ov-Ribbentrop Pact with Hitler,

With the Russian manpower

un-

Followi

uncil gave orders for

“their” country back under

iccessfully. Ambitious humans, ware of the

true nature of the internal confusion, sensed a chance to gain
their own power.

They formed military and KGB factions

and carved out their own niches.

ned in the U.S.S.R. for more than
am of € ha
the Brujah Council became

Confusion reig

years. The dr s each of

€ NEVET CAME £O |

ntrenched in his own faction of

govermment, military and intelligence operatives. The only

time they cooperated was to stave off economic disaster, but

each time they agreed to cooperate, they fell into 2

guing

among themselves.

Finally, in 1990, somethir ccurred to disrupt the

status quo. None among the Kindred are quite sure exacily
what happened. Mikhail Gorbachev, the
recent ruler, had been prea

Union's most

ng perestroika and reform.
Apparently, each of the Brujah Council believed a rival was
behind Gorbachev's policy. They sent their most trusted

KGB and milirary agents against him. The agents vanished

without a trace. The Brujah insisted

o blaming each other,

ind soon forgot Gorbachev in another round of backbiting

Complete chaos broke out when the ancient Nosferatu

Baba Yaga revealed that she had emerged from torpor, and
that Gorbachev was her puppet. Panicking, the Brujah

Council contacted their counterparts among the Ventrue

and Toreador. They were able to make a convincing case

that Baba Yaga would not be satisfied with “her” Mortherland.

Several Seventh- and Eighth-Generation Ventrue and To-

readors traveled to Moscow ina last ditch effort to defeat the
elder. The Brujah ruthlessly put their remaining puppets into
Several of C

action. wbachev’s most trusted men rurned

against him. They hoped that Baba Yaga might take steps to
protect her puppet, leaving herself vulnerable.

That was their last mistake. Baba Yaga cared nothin

Even
al strength of the Ventrue and Toreador,

Instead, she went directly for the Council

with the addir

the kine

the Council fell, one by one. Not content with mere
diablerie, she ate their bodies entirely

During the eight days it took for Baba Yaga to complete

herhunt, the Soviet peoples ros

e upin protest. Many military

forces refused to mobilize in support of the new government

Wit

ut Kindred backing, the coup leaders proved ineffec-

N EAERN B

s backir

aining the power he once had. Boris

wal. Gorbachev, without Baba

prove

cqually incapable of re
Yeltsin b

Since this event, the other clans know nothing

ame the new voice of the disintegratir

final fate of the Brujah Council. The only clan that mig

particularly knowledgeable on the matter, the Nosferaru

have been silent. In truth, the Nosferatu Fifth- and Sixth

Generation elders are gathering to discuss exactly what
a Yag

some to use her, some to kill her and many to

should be done about Ba Some wish to support her,

wore her

Rumor has it that at |

one Brujah escaped Baba

Yaga's “pur) However, Baba Yaga's kine aj

nts are sup-

posedly hot on her trail

of the Brujah Council is so paranoid after her y

If the

that she trusts no one, even her own clan members.

rumors of this escapee are true, she could be anywhere, hiding
from Yaga's agents.

The Present

As noted earlier, the European Brujah have domains in

Greece, Switzerland and Italy. These Idealist Brujah are as

narrow-minded as any Ventrue, and rd their Domains

jealously. Altho
high-handedness, Eurc

gh the more rebellious Brujah resent thei

erful an Old Guarc




des, the Toreadors and Venture control more countries
For now, the younger Clan members are content to let the

situation with theirolder European members continue, some

times using their domains for refuge or as bases of operation
The foremost bastion of the Brujah in the United States
is the Anarch F nd

more than to take control of

ee States. Forces of both the Camarill
the Sabbat would like nothin,

the area. However, they cannot take over the Free St

es in

the usual way — killing the prince — for there is no suc

thing. While MacNeil remains the foremost figure in the

area, hisdeath would likely make the anarch movement even

more aggressive than it already is.
Europe and the United States represent the two major
conclaves of the Brujah in the world today. Other Brujah are

h

ica or Australia. The major

scattered, with no central power. There are no major
uth Amer f

Eroups in

Brujah force in Asia was the Russian Communists. As
a1 threat

mentioned before, they are no long
Cuba

Council in the U.S.S.R, though many think Castra came to

as at one time under the influence of the Brujah

power with the aid of the Sabbar or Cairiffs. Castro gained

economic support from Russia by embracing Communism
: destruction of the Council and the

n of the U.S.S.R., Castro is now on his own, The

However, with

Followers

operating out of Haiti, have been applying
ressure to Castro in the hopes of taking over that country
Some of Castro's mast powerful supporters are now thought

under the influence of the Setites

Vhe Future

The European Bru
like the

h are content where they are

rebellious American kin, many have accepted the

status quo. The clan's rivals, the Ventrue and the Toreador,
give them no problem. In fact, there is very lirtle difference
between these three European powers. All influential Kin-
dred in Europe are elders, which they consider a higher bond
than clan blood — how can neonates hope to understand
what the elders are doing?

The European elders' relation to their American cousins
is much like that of the Ventrue's trearment of its own
members. Regardless of their differences, a European elder
would not deny a younger member sanctuary. Noblesse
oblige and all that. However, a younger Brujah preaching
rebellion against a Brujah elder receives little sympathy.

Despite the occasional requests of the other European
clans, the Brujah elders of Europe have no great desire to
control the younger members. They are content to stay
where they are. The eldersstill believe the fire of youth will

b

1out. Eventually their younger members will understand

that princes, and the rule of elders, are a “way of life.”

In the Anarch States, anarchs are always eager to see
other cities' princes overthrown, and anarchs take their
place. MacNeil realizes that the Ventrue and Toreadorcities

in the Midwest act as a buffer between the anarchs and the
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Sabbat.

He

whatever steps he can to keep Sabbat influe

has no fondness for the Sabbar, and takes

to a mini

n in the Anarch States, though the sect’s presence is
indisputable

Several influential anarchs, led by a Brujah known as

Smil

Jack” (see Appendix) have begun a new plan ro
overthrow the cities ruled by their hated enemy, the Ventrue
Their strategy is to travel to those cities, Embrace toral

strangers and leave them to their own devices without

Presentir

them to the prince

The result i

Caitiff vampire, prone to frenzy and
hunted by all. Smiling Jack and his retinue are reluctant to
create too many neonates, since the Masquerade could be

threatened. Usually, they will

eracity and create as many

Oinasingle night, then leave. The prince has todeal with
Caitiffs and prevent the

from destroying the Masquer-

de. 1f the prince fails, or seems weak, his po

threatened

tion is

In this way, the Anarch State Brujah hope to

spur the Brujah in other cities to rise up.
Most of these cities' Brujah, particularly elders, resent

siders interfering in their affairs. Also, their own exist-

e is at risk if the Masquerade, particularly in that city

nes is almost exposed. The prince considers these Caitiffs

part of his princedom's anarchs, and interprets this as in
creased activity from the Brujah
Brujah of

This puts the pressure on

1t city

This is exactly what Smiling Jack desires, but not what
the city's Brujah want. If they're going to get in trouble, they
led to
a certain amount of resentment between the Anarch States
and the Brujah in other cities.

MacNeil is trying to apply pressure to Smiling Jack to
prevent him from carrying out this strateg

want it to be for something they have done. This ha

Unfortunately,

his position is such that if he gives any a ce of trying

to give anarchs orders, he weakens his own status
MacNeil hopes for a gradual process of change, with the
anarchs slowly gaining power in a few cities. More than

anything, he is aware of the Brujah curse. Although he has

come to grips with it, he is all too aware that most other
Brujah have not. This makes it impossible to plan cohesive

tactics. Few Brujah will make any type of formal alliance, or
even discuss strategy

One encouraging sign MacNeil has noticed is that the
Brujah frenzy appears less severe
Gene

some vampiresof the 14th
tion. He has also determined that in some «

Generation Brujah, the frenzy is also lessening
hope is that somehow the blood curse passed from Brujah to
Brujah s finally fadi

ut
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Thr

scan be imagined, the Brujah have relatively few
consistent tradlitions. Although many say the
Toreadors struggle constantly to keep up with
the fads of the kine, the Brujah can be just as g

cheerfully embrace whatever type of fad is popularamong the
counter-culture of the era

During the 19th century, for instance, the European

ah considered the “cafe trek” the primary means of

celebrating their independence. All the Brujah in one city
v At

in

| gather and then move from one cal

to another

each they would chase out the human patrons, then settl
for several hours of diatribes against the current political
structure

The “cafe trek” has
mutated into the “Rave,” now fashionable among the Brujah,

Cafes are no longer in fashion.

Nonetheless, most Brujah traditions have fallen by the way-

side over the centuries. The only consistent tradition of the
Brujah is that they have no traditions.

Mcctings

Tell the truth, then run like hell

Earth First! slogan

The primary meeting forum for the Brujah is the Rant
These are informal

meetings that start after the end of amajor
s, No

concert, block party, or other counter-culture ev

New blood joins this earth
And quickly he's subdued

vt pained disg

one can organize a Rant, though an older Brujah, usually an
Idealist, may try to force an agenda. Attendees often shout

down such ef

s,

Nonetheless, the Brujah have many enemies and have
realized they need some way tospread information. Thus the
R

usually draws

has remained popular through the last century, and

ens of attendees from the city and surround-
:as. Most will attract Brujah from all across the state or

region

la

Wflicting speeches are often

Usually a Rant lacks an 4
on any matter they wish. C

Anyone may shout out

resolved with a direct physical macch. It is considered bad
form to knock a rival speaker unconscious, so impromptu

pushing and shoving often determines who has the floor.

Brujah care little for security, and any other clan can
wander in. Since the Brujah never plan secret strategies at
the Rants, they do not compromise their own important
ictivities, The Brujah even tolerate Ventrue, Toreador and
Tremere at these Rants. However, a visitor from any of these
clans should anticipate insults and bodily harm

Mortals occasionally wander into the Rants.  Brujah

rarely tolerate their presence, although they do nothing

trendance. Inst

directly to prevent their 1, high-Presence

ving. Even the
treet punks will leave when several Brujah

Brujah will try to intimidate them into le

most hardene

direct their attentions at them




Prestige for various Brujah members is acknowledge
Rants. Those who have pulled off some great coup come o
the frontand describe their activities in graphic deail, Those
that have lost Prestige are “invited” to come up and endure
the crowd's insults. It is considered good taste among the
Brujah to have the courage to come up and take one’s lumps
Those that do not come up front, or do not show up atall, are
forcibly brought to the next Rant. They will have to tolerate
twice the insults they would have received if they had come
willingly.

If a Brujah elder has a plan for which she needs many
Brujah, or wishes to address the clan on some matter, she may
schedule around the Rant. The elder will then try to use
debate, Dominate and Presence to get as many other Bruj
as possible to agree to her point of view before going to the
Rant

Brujah elders rarely try to convince anyone of anything
at the Rant itself — use of Disciplines causes an elder to be
persona non grata for the next several meetings. However, if
they have swayed enough others before hand, they can use
the Rant (and force of numbers) to convince the rest of the
clan.

Another solution some Brujah elders have tried is the
use of “proxie: These Brujah, highly charismatic and
per ve, argue the point the elders want to ger across
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without identifying themselvesas representatives ofan elder.
Since most Brujah do not bother to interrogate a speaker on
his motives, this strategy has mer with some success.

Currently, there are two other “traditional” meeting
styles among the Brujah: the Debate and the Rave

The Delates

A Debare is a forum of address employed by Brujah
elders. Only elders participate, and usually only those of the
Idealist school. The elders hold Debates ar almost any
secluded indoor location. They often use university class-
rooms, libraries and the studies of private homes

The younger Brujah who know of the Debates consider
them colossal bores. The procedure is relatively simple. Each
of the elders in attendance takes one side or another of the
issue to be Debarted. Each presents her argument. Point. By
point. By point. They argue the issue back and forth. If the
elders do not feel the issuc is adequately explored by sunrise,
they will argue it the next night. The longest Debate on
record lasted over a month

If this is not boring enough for the younger Brujah, the
style of debate is particularly stultifying. A typical response
might go like this




“I would like to argue against the 32nd subissue of the
10th point that Critias raised on the third night of the current
Debate by stating that the issue is in fact negative, rendering
the 12th, 15th and 17th subissues irrelevant as well.”

The elders do not allow notes or any orher form of
rranscription at Debates. They also do not permit the use of
Disciplines. The last person to have unsuecessfully opposed
points is “the winner,” and the elders usually concede to him
If they tie, then the winner is debatable. However, elders
often hold Debates more to show off than to prove any point

Characters use the Skill of Debate to resolve a Debate

Such a forum is probably as tedious for players as it is for the
Brujah
Afeer the first six hours, participants may accumulate or

If necessary, successes are accumulated per hour.

subtract their successes from other participants. If a partici-
pant goes to O or less successes, she has “lost.” The last
participant with positive points is the winner.

Alternately, if some of your players are experienced

debaters, you may wish to engage in an actual, formalized

debate to resolv issue. The Storyteller should either be

able to judge a de herself, or know someone who can.
This forum, although simplified, would be ideal for live
role-playing. Make sure other players have something to do

unless they enjoy this forum.

The Raves

The other forum is the Rave. A Rave derives from akine
fad thatcaught on in England, and has made its way across the
Atlantic. The Brujah have woven itinto their Rants, leading
to what they call a “Rant and Rave.”

A Rave usually starts after some counter-culture event
Brujah are expected to atrend. Instead of the actual party, the
party host leaves a clue that leads to another part of town.
The clue can be graffiti, a tape recorded music lyric, or a
straightforward direction. However, the directions may lead
into a spot of danger such as a subway runnel or a police
station,

Fora Rave, as many as 10 different clues will lead to the
big party, with industrial rock or rap music blasting our. The
host may supply a number of vessels, both willing and
unwilling, for the crowd's enjoyment. These often attract
Brujah from a number of different cities, and have become
popular forums for coordinaring intercity activities.

If Brujah are using the Rave to lead to a Rant, the clues
are more difficult than usual. One clue may be so difficult
that anly a vampire will be able to follow it to the next clue,




helping keep out kine visitors. A few Brujah Rave organizers
include cluesrequiring Celerity o Potence tocomplete. This

helps keep out intruders from other Cl.

Crimes

The Brujah have very few rules o violate
could not have survived the
philosophy of “Anything Goes if they punished those e»
ceeding certain restrictions. The Brujah philosophy is that

The clan
st several centuries with a

no one should be setting restrictions in any case. Nonethe-
less, there are a few crimes out of bounds even for Brujah.

he Masquerade. They mighe be
little closer o revelation than the

The first is breakir
willing to let matters go
other clans, since a clan whose specialty is Presence can get
away with a little more. However, there is aline. Usually, a
suspected offender will be invited to, or forcibly brought to,
1 Rant. A rather disorganized voice vote is taken to deter-
m if the violator suffers punishment.
Endangering the clan, especially by betrayal to another
clan, is another major sin. Certainly any action chat leads to
the final death of a Brujah clan memberis a crime. Actions
thwarting a Brujah from carrying outan act of rebellion are
tcrimes. More often it is a matter of one Brujah trying to
wit and embarrass another. Such an action might eam
restige if done with style and flair.

t
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With the twisted plots and subplots of the Jyhad, it is not
always clear if someone is actually joining forces with another
clan, or trying to betray that clan by gaining their trust
it a betrayal

Simply meeting with another clan is usually ¢

Even meeting with Toreadors or Ventrue is not an offense

If shortly after a Brujah meets with an individual from
anotherclan, that individual does something toa Brujah, the
offending Brujah may have toanswer. The injured Brujah(s)
has first claim on the Brujah offender.

The suspected Brujah is invited or brought to a Rant
There, he is subject to a barrage of questions put forth by
every clan member present. Subterfuge, Public Speaking and
Fast-Talk (particularly the Get Off Hook specialty) can be
essential. Rant members consider use
admission of guilt. The injured Brujah may act as prosccu-
tion: the accused must stand on her own
A rough-and-ready voice vote will ultimarely determine the
accused’s fay

Disciplines an

There is no ju

Other crimes are determined ar the convenience of
those attending a Rant. Again, use of the three abilities
mentioned above could sway thase attending to one side or
another. However, the Brujah trying this had betre
very good. There is nothing Brujah tesent more than some-
one, even one of their own, manipulating them

s very,

Ifamember of another clan dares to attend a Rant while
under suspicion of a crime, they will undergo the same ritual
of shouted questions. Their treatment will be even harsher
It will be difficult for them to persuade the Rant attendees of




anything. Nonetheless, sometimes an accused outsider will

toa Rant to defend herself against false charges. Those

that have done so successfully receive some small Prest

the Brujah. If nothing else, Brujah respect the outsider’s

Punishment

Once found

uilty by the clan, a Brujah must suffer

can vary fr

punishment. Th
leths

m the embarrassing to the

depending on the severity of the crime

If the Brujah finds someone guilty of somerhing, it is

usually something big. The Brujah do not have many rules,

but the ones they do have are very important

If someone willingly broke the Masquerade, the By

will usually tumn the violator over to the city's prince. Since

most princes ate Ventrue or Toreador, they consider this the

ultimate revenge. Besides, the Brujah, despire theiranarchis-

tic ways, figure it isthe prince's

Th

b to protect the Masquerad
r opinion is that if the head honcho claims w

tect

mpires from revelation, he might as well earn his keep

Minor violations can result in exile from any Rants.

Since the Rants are the main way of disseminating informa.

tion to the Brujah, cutting off a clan member frc

ckly lead o the Final Death.

informatio

may g

Severe punishment can include beating, crippling, and

tarring and feathering. Beating is often performed by using

auntlet” of Brujah armed with blunt instruments. The

guilty clan member runs through the gauntlet, then gets
tossed out of the Rant. Often, some members will follow the
s0 he will bear the
The length of the

victim and prevent him from feedi
brunt of his wounds for several days

mntlet is determined by the severity of the crime. Althou

the gauntlet

most never has less than 20 participants, one

or two have been made up of as many as 200 Kindred.

The Rant will also punish offenders by deliberate crip-
pling. They will break aleg orarm bone, then hold it in place
until the Brujah heals the

one — crookedly. The greater the
€, the more bones broken. The criminal will have to
inflicteven k

greater pain to rebreak the bone and heal it again.

Those Brujah present during the Revolutionary and
Civil Wars remember tarring and feathering with gr
fc
boiling tar on the offer

ndness

The offender is stripped naked. Brujah pe

wgh to inflict seve

ler, usi

aggravated wounds on the offender. Then a feather pillow is

dumped over the victim. The offe

der is then placed on a
rail, led out by all those attending the Rant and tossed in a
dirch

The final punishment is death, decided by cither a
majority vote, or the pleasure of the offended p

rty. If there

are no survivors of the betrayer’s act, death is almost certain

b4 _
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if she isunable to justify her actions. The execution is usually
done by placing a stake through the offender’s heart and
leaving her for the sun.

It is an unfortunate fact of life (and unlife) that some
Brujah are just too powerful to be puni

d. If possible,
several clan members may try to gang up on an elder. Usually,
however, they insult the offending elder at great length
whenever he tries to attend a Rant. If the elder tries to
convince the Rant to undertake a particular action, he will
be booed so loudly as to be unheard

Since Brujah elders almost always have some schemé
going that may betray the younger members, they 3

< rarely
welcome at Rants

maost elders do not go'to
Rants unless absolutely necessary, they are quite happy with
that. It also makes them lesser targets for punk Brujah
secking to gain Prestige

Rrugal Hicrarehy

Hoore

dead. Hooray, now back in your cells, we've

President Kill
— XTC, “Here Comes President Kill Again”

ot surprisingly, the Brujah do not have any particular

hicrarchy among their cl,

However,

. ving out the bells, King Conscience s

n

n. The power of the individual
within the clan is determined by two things.

l
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The firstandmost important is Prestige. A vampire with
high social skills and Prestige acquired from any numbser of
daring deeds will usually be able to influence the Bruj

nts. Some have gained even greater power. Jer

during my
MacNeil is the best example of this situation. Notonly is he
highly charismatic, but he overthrew a major Toreador
Prince. This carned him high Prestige, and respect from the
other Brujah

The second item that derermines status among the
Brujah Two t
combat prowess.

power.

ngs represent power: age and

Brujab elders usually have great influence within- the
clan: This'is not because younger members particularly
respect them for their wisdom and long lives, Rather, it is
bécause everyone knows that they have inc
will use it ruthlessly against

yone who oppe

The second factor, combat prowess, works because if a
person feels someone is not listening to her, she can beat in
his head. Might makes right, and a lot of might makes a lot
ofright. Even vampires are not going o argue with a Brujah
who can beat in their heads

However, neither of these factors is very useful against
sheer mass of numbers. The serting in which Brujah decide
on policy (as much as they ever decide) is the Rant. Any-
where from dozens to hundreds of Brujah may gather there

and the factors of age and combar prowess are not as impor-
tant when marched

against so many angry Brujah




In the face of oppression and almost constant warfare,
the Brujah have developed a number of unique vampiric
powers. Not all Brujah have these advantages; indeed, most
Kindred do not know they exist. Those who are aware of
these powers either possess them or have been the unfort
nates on the receiving end

Very few Brujah possess these powers. Some develop

one but not the others, and only a rare few know of more than

one, Those who master them teach the powers only to those
Kindred they trust. For instance, Brujah who possess The
Scourge of Alecto are generally Idealists, and would never
share their knowledge with Iconoclasts

Even assuming a Brujah can find another willing to tutor

her, she needs rigorous training and prior self-mastery to
learn these powers. The teaching usually takes months, ifnot
years, and many Brujah give up in frustration. Those who

persev

Burning Wrath

The lconoclasts fight

, however, become that much more effective

n the front lines of all wars,

charging headfirst into danger that would send other Kindred
running in fear. They make up a truly formidable fighting
force in any situation, but particularly when their ranks
include those who know the Burning Wrath,

one is cer

iin who first developed the Burning
Wrath, but its fury has struck down more than one elder.
When evoked, the Burning Wr

twoflush. Red steam rises from her body, concentrating at her

h causes the Brujah’s body

hands and the top of her head. Every attack becomes a

moment of supreme agony for her enemies.

Only a Brujah who has raised her Celerity and Potence
tothree can learn this power. Each turn she spends a Blood
Point to maintain this power, all her brawling attacks cause

aggravated wounds. Those struck by the Burning Wrath feel

the steam sear their flesh, and must ma
(difficulty 6) tc
roll writhe inagony as the liquid flame see

e Willpower rolls
il the Willpower
ns to blaze through

act next turn. Those wh

their bodies.

Yhe Seoumsc of Meeto

Idealists have long tried to suppress their frenzies. They
donot revel in them like the leonocla

15, nor accept them as

do the Individualists, Instea

they fight the Beast every step
of the way

Some become so adept at inhibiting their frenzies that

they actually learn to turn them on their foes. A Brujah wi

wishes

learn The Scourge of Alecto must first develop a
Celerity of two and a Presence of four. By spending a point
of Willpower and concentrating on a foe for a tun

Brujah can turn his own Beasts loose inside his foe and w:

it claw out "J%ﬁc‘ﬁ_..«‘ﬁﬁ"ﬁ‘ i

W% For every fiiecess the Idealist scores on a Willpower roll

Scercts of the Brugah 5w o

against a difficulty equal to the Willpower of victim, h
causes one level of damage. Additionally, if the

vampire, werewolf or other creature prone to the Beast, it
F

et is a

mustroll tofren adifficulty two harder than normal.

The

own frenzies

y ag;

n:

wrge of Alecto in no way affects the Idealists’

Despite their struggle to chain the Beast in
themselves, it still escapes all too often.

tron Heart

In walking the line between the Iconoclasts and the
Idealis

, the Individualists have to develop especially strong
self-awareness. They strive to maintain their independence
while promoting it in others. Toward this end, some have

cultivated the power of the Iron Hearr

The Iron Heart serves two functions. First, it enables
Individualists to more readily resist the effects of Domina
tion, Presence and other manipulative Traits and powers
Attempts toaffect the mind or emotions of the Individualists
with Iron Heart have their difficulties raised by two.
Additionally, an Individualist with this power can
strengthen the resolve of others. By communicating with the
person she hopes to affect, the Brujah adds one to the
difficulty of any attempt to manipulate the target. Eachsuch

use of the Iron Heart costs the Individualist one point of

Willpower. Some say this power can even weaken the blood
bond, but most Individualists doubt that

A Brujah seekir

g to learn this
Potence and Presence of three.

wer must have




Without Prestige, someone trying to get across a point
will be booed and hissed out of the building or field where the
Rant is. If that person tries to keep on talking, they suffer a
ge of rotten vegetables, stones, and anything else that

comes to hand. Molotov cock

are not unheard of when
particularly persistent, low Prestige speakers have the floor.
If this is not enough (and it usually is), several other
powerful Brujah will advance upon the speaker and forcibly
remove the unwanted member from the Rant.
Age and combat prowess are more useful in one-on-one
ed nature of the

situations. However, given the disc

Brujah, forcing someone toc

something by using threats or
Domination rarely has any long-lasting effect

A Brujah clan member can use the Leadership Ability to
convince other Brujah to “join the cause.” Certain oratorical
skills might allow the speaker at a Rant to avoid being driven
out of the meeting,

However, the Brujah frenzy curse will keep the speaker
from effectively organizing the clan to take a particular
course of action, or discuss the issue. Outof dozens of Brujah,
there is almost always one who will frenzy for some obscure
reason and go for the speaker’s throat. [f not, someone may go
for the speaker in

n attempt to win a fight and earn Presige

By the same token, the Brujah have no leaders per se.
The elders may occasionally try to organize them, with the
same problems mentioned above. Most elders receive very
little respect from most members, The older Brujah are more

cerned about caming Prestige among their own Idealist

faction, rather than that of the Iconoclasts and Individual
ists. They are respe

ed, but more for their power th

n any
great wisdom

Rrugah and the
Woerld

The world's insane

while you drink champagne

4 I'm livin' in black rain

don't you hear the guns

you stupid, dumb, dick suckin’, bum politicians

Body Count, “Body Count”

angrel — These animal-types are okay fighters. How-
ever, they care more about the Great OQutdoors than fighting
in the streets. When our interests match, then sometimes
they'llhelpout. If we canget them on our side, well and good
If not, stuff ‘em.

The other thing we have in common s that princes go
after Gangrel a lot, particularly when anarchs aren't do
much

The princes always need scapegoats to make them
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selves look more

it They stupidly lump Gangrels rthem for thar? When rhey choose to get involved, tf

into the category of rch” when they'n it is almost always ol side of the anarchs instead
thems s look big. Then the G princes.
15 for aid Most Nos

Malkavian — Vampires call this clan “Kc

excuse o mal

llkeep your secrets if you're ananarch,

cfor the princes. We anarchs are

weason. Some make fine anarchs, some make equally fine  much less casy to keep tabs on than the Ventrue in their ivory
lackeys for the princes. If one has praven herself to you, you The Nosferatu can'tafford to: e us. They're
can probubly trust her. They've always got some good hters like us, 5o they may someda

insights into whatever's going on. Just never take your eyes

off the

Remember, M.

ness varies, Sor

Toreador — Thes:
ilkavians are always crazy, but that erazi- the Ventrue. That's er

indle things pretry well despite thefr  on the clan, They're als

mental illness. Besides, whoare we to call them ins Does  comes to ruling cities, If they

wdency towards frenzy make someone insane e might beadifferent story.

s they are. Insp ther clan isas close tous as However, some of the newer clan members aren't bad
alkavians. Those younger ones make e they're
There are afew cities with Malkavian princes. Thescare  always fighting against the like so
where we can function most freely. Usually, these  much. The clan usually Embraces more violin prodigics than

Kook prince

e, or because of weird circumstar

1 heavy rock guitarists, thou;

et to power because they have a lot ¢

s. They are v

Tremere — These m: uys are the most untrustwor-

nes to worry about Anarchs thy of all the clans

Iways gor plans within plans

sferatu the y clan we get along degree.  Half the time even

with. M.

o clans want noth o do wit ! Rars.

within plans to the n

fthe princes are Ventrue or T nd it lanned. An

Nosferatu have got ho can blame




If one of them wants to join your group, think real hard
before youlet him. Remember, they're often blood bound to
theirelders. They mayseem loyal. They may even be loyal
Bur if the uppiry-ups in the clan give them their marching
orders, they'll almost always turn on you. It's the way their
n works. You'll never be free of Tremete planning.

The problem is that they're powerful: Somerimes 1o
larch on to that kind of power, you're going to have to rake
the risk of trusting a Tremere. The Tremere are the ones that
got the best handle on magic

You never know when some
ritual might come in handy.

Ventrue — The Enemy!! They stand for everything we

hate. Esteem, high society

nd organization are what they

value most. Of course, tha

t's why more princes are Ventrue

than any other clan. The elders may go on about how the

Ventrue ruined their “Dream of Carthage,” but that's centu

ries of old news. They've got more than enough against us

here and now ro w

about why the whale thing started.
The Ventrue want everything to be nice and organized
— with them

alling the shats, of course. They scom every-
thing westandforand the feeling's mutual. If a Ventrue ever

wants to join you, don't trust what he says. He might claim

inst princes. More likely, he's using you as cannon

fodder to overthrow the current prince and take the position
himself. Even if he's sincere, his airs will probably make you

want to kill him within weeks.
[T 1
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i worse than the Ventrue and the Tremere. At

But you may have to put up with it. I'm not saying you
got to trust the guy ro work with him. The first rule is, never
rrust anyone, Usually he'sgotsome pretty dirt on the prince.
1f you can use him and keephi
ahead in the game. Besides
the princes. Just don't let one push you around.

v from using you, then you're

a couple of them r

Also, Ventrue against Ventr
watch. Get a couple of them
enjor

feuds are beautiful to

it, and settle back ro
the fireworks. Be ready to move as soon as the dust

ing

settles, however

Caitiff — More Caitiff trace th
than any other elan. We just never admit them as clan
We're responsible for most Caitiffs' creation
re the ones that never worry much about princes’

¢ lineage to the Brujah

members.

hecause we
edicts. And, of course, the West Coasters have figured the
best way to fight the princes is to unleash Caitiffs with

nothing tolose in cities where Ventrue and Toreadors rule

So take pity on the poor guys. They're the only ones that
get more grieffrom the princes tl t them like
real Brujah and you've prob; afriend for life. 1t's just
like feeding some poor streer murt. He'll lick y
matterwhat you do to him. Just don’t let your fe
the

nwe do. Tre

hly go

ur hand no

ngs get in
y when you've got to sacrifice him to overthrow the

prince.
Assamite — These guysare okay. Theydon't care about
pring

they don't care about anarchs, They've got a rep as
the world's preatest assassins, and that's cool. They're schem-
ers like the Tremere, but the
their elde
the W:
tep's
But

Usually, they're either trying o kill you or trying to kill

on't have that blood bond to
That makes them a lirtle more trustworthy than
. they'll doit. Their
nthe line. Of course, the princes can hire them as well

locks. If you hire them to doa e

least you know where you stand with the assassins.

somebody else for you

Followers of Set — Believe itor not, these guys are even
t you know
where you stand with those clans. The Sand-Snakes are the
master manipulators. They might ¢
They might give you what you ask f
always a price.
The Follow

Zone episodes.

n to be your friends.
from them. But there's

are like the devil in those old Twilight
You get what you want. However, there's
rospoil the whale deal, The
¢t draw on what they've ot
When you make a deal with a
Sand-Snake, keep it simple and keep it direct. Get oo far
into their web and you'll never get out

alwaysa little something “ext

problen is, sometimes you've

to fight the Venrrue

iovanni

- They're obsessed with respectahility and
we robbers

and occultists when they're not making tons of money. Like,

keeping up a smooth front. Of course, they're g

what good does money do you when you're a vampire! Their
actions make them go head-to-he

with the Ventrue more

ofen than with us, 50 you probably don’t have much toworry




Don't trust them unless you have

‘.H..\.HH‘.AL‘ o Faiiok whieh aiarchvsetlpis s s
\uh Nobody cares jack abourt the Ravn,
1can convince them tosett

de them they've actually got a rea:

ly the Ravnos are on the move so m

ifyou can get a Gypsy on your side, their powers

s got into the same trouble,

Vmce Tf'M«'Cwl-(

However, if the Camarilla’s stupid enough o invire

as well go if there’s nothing

more the better. Theirown stupid

If the enemy lets you into their cam

it they're planning

rules means they'll put up with any frenzied speech or ra

actions! If

give them. They actually ¢

et away with it, g0 toa meeting and disrupt it every
it

The Inner Circle — This is where the real power lies

The seven accepted clans get together and pick the Justicars

that enforce the Camarilla’s In their overblown

opinion, the anarchs are the greatest theeat to the Masquer

we get the shortstick. There's only one Brujah ir

r Circle, and he's always some elder Idealist with no

nce for us “young ones.” Usually, that thrice-damned

of Ventrue, Toreador and Tremere get together
run the show. None of the other clans are regular allies, so
there's no one else we can count on

Sabbat These Licks are a lot like us. They hate

writy, they hare ation and they hate the Ventrue,

Tremere triar
down, - The prob
querade. They
Sabbatcity. They It display their vampiric powers, and force

f power. that wants to put u
\hw

is, the Sabbat don’t care al

B re the one thar will roar into sc

the princes to scurry to cover up for the Sabbat's activities
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The problem is, the Sabbat can trick other Kindred into
joining them. Once you go through their “dead and buried”

ritual, your mind is fried and you're Sal

at through and

through. And their “lifestyle” seems real appealing to sor

Brujah. They recruit more from the anarchs than the princes’
faction. For now, the United States is split between the
archs on the West, and

everyone else as a buffer in-herween.  If the Sabbar start

Sabbat on the East Coast, the

moving further west, we may have todosomething. Fornow,
they're not a major threat
Blood Bond — This h,

vampire. Compared 1o bloc

to be the ultimate sin for a

ding, diablerie is a minor

sin at best. Being the mindless slave of another vampire for

all eternity has to be hell on earth, or as close as you and me

are ever going to know until true de

h. Blood bonding might
be okay between twowilling Kindred who do it to cach other

simultancously. [t's the only way for two lovers to make it

through etemiry without losing their minds.

Ghouls — If done with care, a small army of Ghouls can

give you an edge on taking on a prince and his lackeys. Of

o watch out if they start getting ideas

ibove theirstation. Howeve

you play your cards right, you

can keep them going with promises of blood and immortality

for quite a while. And they make good cannon fodder

Diablerie — Hey, it's survival of the fittest. If the elder’s
her than you, he's fit to live. If you're tougher, then the

z anything for the clan anyway. Betrer

some se use his blood and power and do something

important wit
The other clans make this big show about how they're all

against diablerie. Ar

prince who finds out about it will

declare a Blood Hunt against the intruder. That's just
mother way for the Ventrue to keep us down. They know
most of their supposed allies would target them if they

|-out diabl

t rid of

condoned diablerie. Not that I'mpreach

you understand. Just a little judicious “weedin
the dead wood and put the power where it belongs — in our
hands.

Masquerade — Despite the wild stuff we pull off, we
Brujah don't want to see our true nature revealed to the

humans any more than any other clan. If one of our number

oes berserk in public and starts sprouting fangs and showing

off his super strength, we cover for him

Considering where most Brujah ha

ally
convince the mortals a berserk Brujah isa druggic on PCP, or

out, we can

1 rock star stoned out of his mind on haoze

Brujah got to hang together. Grab the guy go
him calmed down and get him out of there. [ a prince gets
the word, he'll send his men to get rid of the “threat to our
Masquerade.” Andhey, he'll h
down a Blood H

wither excuse for calling

1t on us “damned anarchs.”
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We don’t worry about the kine too much. Most of the

we hang out with are pretty freaky already. Some of

them he weirder than we are!

Princes — Princes are scum. It’s mostly Ventrue and
ne princes, with the Tremere backing

Toreador that bec

them. They've got to have a scapegoat to keep their pawer,

and anarchs are always easy t:

Brujah, we get it in the neck. N else quite represents
nof Kindred

got anarchy. The elder y not

wnization

the stifling oppr

Pull him down and you'v

one Brujah among their

like ir, but there’l be ar le:

number. She'll support us, smooth the waters. After all, we

Brujah stick together. The last thing a Brujah elder wants is

the hatred of her own kind

faceit. We're the anarchs, Some clans
I

rjah-creared (

Anarchs —Le

contribute a few members. Mostly, however, 75 percent of

ffs. Ifirwasn'tfor

inarchsare Brujah, or B

us, most of the other clans would be content 0
Ver Iy, calling the
shots and having everyone dance to their tu
sidance. They

clves, When itcomes

and Toreador scum rule over everyb

The other clans come 1o us fe

have the guts to rebel ther

Some of them

it's the Brujah t

Is, but it goes deeper than th

hat wants to put us down, grind us under their

heel, dicrate whar v aind how we acr

k at who's calling the shots. We
GangrelorMalka
lor that get the posi
le. Wh Id

had long experience

you've got
Nosfer

it's always the Ventrue

\princes. But

tions of power. That's want a

over them! But we'

in how ou can trust those two hotshot clans. They don't
want power because they're going to put it to good use. They
want it 5o they can lord it aver everybody else

Inconnu These are about as bad as the Cama-

at the
hey

rilla, though at least with the Camarilla we know wl

game is. With the Incor

vre out of thi

nu, everything's up in the air

that they've “withdrawn from

say b

However, they've supy ¢ their agents,

nitors, runningaround keepir s for them

And,

notr

they've g

{ course, if you hurt one of thei

r numl

e unwithdrawing to take vengeance on whoever pu

the hurt on one of their own re that as long as you stay

out of their way, they'll stay o yours,

Golconda If you buy into this Goleonds

ip the wrong rree. Like
th to get through all

everyone says you gor [ through

elders made

cthing t 10 keep us

when the Southern Kindred were telling their

heaven

et

y you gor to get to Golconda ta join the Incor

sther story. The Kindred anning the Inconnu

in up with

don't want anybody 1o know what it tak




their little soci:

ning the er

They probably put you through

v then kill you.

Re;

Goleon,

ng Mort This is the same §

Something to keep us busy. But hey, maybe you

were made a Kindr nst your will. Maybe you don't dig

e undead life. You're

n idiot if you want to get back ro

man life, but if you do, here's a few rumors

Some say if you die while doing a good de

, you'll

become human at the moment of your death. Bigdeal. If you

want to try that type of conversion, go for it. You'll only get

one chance at it, though

There's supposedly mystical rituals to become human

Among the Kindred, the Tremere know the most about

ic, 50 1f you want to lower yourself to dealing with them,

1luck. The mages may help you out, but they've got their

own price that you have to pay
Then there's quests. Some say the last step of Golconda
llows you to choose to become human. Others claim there

are quests that you have to complete without going berserk

That's a strike against the Brujah right there

AL the World's Monsters

Lupines — The werewolves are our mortal enemies
Gangrel say they claim we're part of the “Wyrm,”

the hell

whatever

that is. They call us leeches, they call us ghouls,
Sometimes they rolerate the Gangrels, but that's pretty rare
They'll kill any other Kindred on sight. Arm yourself with
silver if you

¢ going near Lupine territory. Your best bet is to
travel by planc. The Lupines sometimes hunt vampires down

by day. The werewolves intercept the vampires' cars on the

hway and kill everyone, vampire and retainer alike

A lupine at night is even less friendly. A werewolf is one

of the few creatures on Earth that can go head to head with

a vampire and win. And they almost never travel alone,
Since we frenzy so much more casily than other vampires, we
actually have a little bit of an ¢
h

20 up against a werewolf. Avoid
ie. We're vampires

when fighting Lupines. |

wouldn't bet on i, the

My advice is, never

them like the plag the street, not

country boys. With luck, your paths will never cross and

you'll never have to worry about them.  Srill, if you can

manipulate one into going after your enemies, so much the
better

Mages gine the
Tremere without vampiric powers, but free to do whatever

Magicians arc a sccretive lot. In

they want (and often with even more power) and you have

1 good idea of what the mages are like. They've got the one

BOOK RRUIAH




n,any time, any place. That's because they
are human. They don’t really control the cities (like rhe
Kindred) or the country (like the Lupines). They can

co-exist in hoth areas. Because of their humanity, they are

anything other than mere humans
th

very hard o detect

jah have never had any major dealings

v individual clan member might strike a

leal with one, but in general, we don't trust them any more
1 we trust the Tremere. Some vampires say mages only
strike deals so they can kill vampires and use their blood in
rituals,

Not only do they run their own Masquerade to protect

These supernatural cred walien for

most Kindred ro deal with. Occas

y, a single vampire

will come me kind of ment.” There are also

whispered rumors that the UnSeelie and the Tremere have

an agreement of sorts. However, the same rumors exist with

the Malkavians, and n

Iy's ever proved anytk

In general, avoid the facrie folk whenever possible
They ain't human. Never have been, never will be. They'r
the most alien of , and never to be trusted

Ghosts — These spirits are the restless dead. Like the
Kindred, death has given them no peace. Fortunately, whil

ts have

at powers, they are either linked to 2

ocation and easily avoided, or s we has to summon

them. There are stor f those which travel the world

however, acting in all sorts of weird ways.
Vampires in general, and our clan in particular, don't

much reasc

we have little to do with them.
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Kb 40
from prrineijale,

eyranes fromn policy, when sibjects are rebely

— Edmund Burke, "Reflections on the Revolution

i brance”

hete ismuch varicty smong the Brugah. The othe

clans commonly. beli ull Bryjoh are ragged

sereet puitks, with leather jackers, tattoos and

attitudes. Bur, while many Brajah - particularly the leone-
clasts— fit this srerestype, nnt all do. ‘The Europesn Brgsh
Bt o distinicelve style. Thisentire cjuliis a long
ol ispellocrus] sebelliog, andsame of fesmemburs

The templaces presciwed here sre similar o those in
Vampire, The Nanmes amd Demennoss given here arg
samplesonly, You con easily alrer these teplates tofit your
concepraf how youwoeuld want to run the chamcier, Some
Natures/Demeanors are taken from the additional selecrions

prven m Tie Players Guide, -




b

Government's shir, ma Ity
what to da, how to run
your life. They want everybody in
formation.  Bveryhody'x gor 1o
run their own life, do their
cwn thing. Lawsaronever
B folr anywhers. The
whites hassle the blacks,
the rich hassle the poar,
Ain't o "All men are
F] devlured equal” lexe, so
why even pretend!
Prelude; Thereore
always those, even
among kine sociery,
e who candot tolerite
anthority, Thiey hute
the thought of raking
ordersorobeyinglaws.
They believe that no
form of government
i the best form ol

EOVEIMmENt — au-
thority stultifles
civilizationsnd pre-
vents people from
reaching their
fullest poren-

"} tial

You are such o person. Yout parents abandoned yow
when vou were young:  Helplul neighbors ook you to the
orphanage. You came tohate the people wha controlled your
ife. You tonk your hatred out on the fsrer parents o wham
the adopriom agencics sent youw,

Dhuriig one trinl session ar o fosrer parenss' home, you ran
awsy. You soon fell in with others like you, You were kind
of likea gang. However, your proup wusn't interested in tutf,
or rumbles, or anything like thar. Your agenda was destric-
tion. By the ape of 20 you were an expertenced urban
terrorist. You made an easy target for Brujuh looking to bring
inneonates wheshared their beliefsin the destruction of The
Systom,

Concept: Yourcharacrer lashesout wildlyar anyone and
anything tryiing to guide or control his life. He {s much like
the rypical Brujah and Anarch, but even more so. To you,
vampirism ts just @ better way of bringing down The Man.

Your Alligs snd Herd come from the human fringe
grotps sharing your view of anarchy. Before and since yout
Embrace, you earned a certain amount of presrige from your
ACTIVITIES.

Roleplaying Tips: You oniginally figured thar with the
powers you've got now, you should have had no trouble
bringing diown The System, No such luck,  Other clans
contral the governmenr, the police, the relephone compuny
— very dumn crganization you hated ps o huraan.

Wirh your artinude rowards anarchy, you find it difficulr
w wotk: with groups lacking like-minded Prujah andfor
anarchs, Most coteries teel the same aboutworking wich you.
You don't work well axa team player. Sometimes you will try
to fetnd agrougs to get them to follow your agenda. Your skills
in thiz aren't bad. However, you don't like having the
respansibility of lending others. Aslpngas you're all heuding
twirds w ceneal gopl, you don't really care how you ger
there.

Equipment; Deserr Eagle, knife, flak fa
anmnor pating), several one-pound packs
of plastique.

ket (Class 1




RUI4

VAMPIRE: The Masquerade

Name: Nature: Fanatic
Player: Demeanor: gepel Generation: 15tk
Chiromicle: Comceptz Anarch Terrorist Haven:
Attributes

Physical Social Mental
Strength 0900000  Charisma 28000000  Perception 9200000
Dexterity_ @@®®0000  Manipulation 000000  Inwlligence 000000
Stamina ®@000000  Appearance ®8000000 Wi Pe800000

B e Ab.]mesﬁggo*

Knowledge
Burcaucracy_ 00000000
Computer QUOED0O0
Finance Lefeleafelslsfv]
Investigation 0000000
Law =~ 0000QO00
Linguistics, 20000000
Medicine 00000000
Occult  000C0000
Politics. _____@®e80DO00
Science 00000000

Talents
Acting 00000000  Animal Km_ 00000000
Alertness #0000000 Drw gpo00000
Athletics 00000000 Etguette_ ppo00000
Brawl. @@000000  Fircarms 20800000
Dodge. 000000  Melee #0000000
Empathy. 00000000 Music  gopoooo00
Intimidation, 88000000 Repair  ggoogooo
Leadership ®@000000 Sewily  ggp00000
Streetwise ©0000000  Stealth 80000000
Subterfuge ®0000000  Survival Q0000000
#ﬁ@-u::”vamgesw
. Disciplines Backgrounds
®8000000 Allieg ®8000000
Pdenm_oououoou Eame ®0000000
Presence. ®0000000 Herd ®0000000
00000000  _Resources  @0000000
00000000 0000000e
00000000 00000000

00000000

Q0000000

Yirtues
Conscience 88000
Self-Control, eseen
Courage soeee

—— e
<=0 ..,,-—v——-—’_-—'————-—-——'v_\,_“ —_———————————————————e >

amsps (threr Trafts ——s—

Oemolitions BOO0OTOCG
Q0000000
00000000
00000000
00000000
00000000
00000000
00000000
00000000
00000000
00000000

53 Abiliries:[ 3]

s Humanity Health
a9 eeRee0O0Q Beiiised o
Hurt > i |
Willpower ~——— Ijured .1 O
2909090 Q®QO00O00 Womnded 2z O
oooooOogooo Maded 2 O
Crippled 5 O
s RO Pi] o Incapacitared O
e Weakness
o e
DO00000000 *2 OESIST FRENZIES




" Collese Professor

Eyuipment: Seull Cottage near campus, vasudl oy

g, brrefcane filled with termi pupess,

Quote: Educarion is the road to'power. The ability ta
expund one's knowledue ts wlways the ultimate power — e
uleimate thrill, The freedom o learn is the grearest freedom.
N one should be denied that chance, Thease who put chains
on the tesching process are fools and idiots who need ta be
avolded or removed from the sysrem.

Prelude: Teaching was always what you did best. Ever
ainee you were In high school, you always wanred o he a
reacher. You went to college, took the classes, gor the
degree and were soon teaching your favorite subject w
college undergraduares.

But still, somiething was missing. You were an excellent
teacher. Your students loved you. However, waching w a
classrootn was all you could do really well. You could never
really apply yoursell w "gettlng published.” You found the
idea of wriring 2 hook which would be read by all of five
colleagues ridiculous, and despised the time it would take
iy from your students, Yousoon found yoursell biunc-
ing from ane instirute t the nexr. You would stay for
& few years, fall w gain tenure and move on.

One night you were met ulter clisses by e
mysterious figure who claimed tobe impressed
By your lntellect. She offered to changé the
direction of your life, w put you m & new
clnssronm where your knowledge would be
ol goud use, Frustrated with the path of your
carcer, you accepted her offer and found rthe
classtoom a new one Indeed

Coneept: Your creation was un attampt by
an 6lder Brujah o creare mare intellecrual elan
menibers. Youwereable tolearna bitof theskills
required 1o gt along in the hulls of seademia.
However, you considér it a marrer of
lowerlng yourself wo have to deal with
the dirty politics of college life. Your
Abilities imclude this odd eollection of
educational and negotiaton skills

You probably still teach night chases
somewhere, since teaching s still your first
lowe. Your Hend are the students you luve,
Your Conract i within the local universiry's
Rrapevine

Rolepluying Tips: Teaching s the love of
your unlife: Now you can-deal with orher
varpiees, 15 well as hunsans: Cectainly, there
are many unedueated Brujah among the clan's
ranks, At the same time, you despise the inrellec-
vl ehising college professors and deans wse un
tenchers, You care less ahout bringing down the
ciry's prince than moking universities a place where
knowledge is traded freely, without worrying abot.
agecuta ond sylinbd nod tenus:;

i | |
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VAMPIRE: The Masquerade

Player: Demeanor: Carsgiver Generation: 15th
Chrenicle: Concept: College Professor Havem:
Attributes :
Physical Social Mental
Strength o8000000  Charisma 00000  Perceptiom #9000000
Dexterity, @000000  Manipulation 00000  Intelligence,
Stamina 88000000  Appearance 00000000 Wit 28000000
B = i eee——————————
Ab;linesm\;%
Talents Skills Knowledge
Acting ®000G000  Ammal K 00000000 Bureaucracy_____ 00000000
Alertness 8000000  Drive 28000000 Computer__ ®9000000
Athletics,__ 00000000 Erquette _ geoonooo  Finance 0000000
Brawl #0C00000 Firearms H0000000 Investigarion 8800000
Dodge 80000000  Melee 00000000  Law 00000000
Empathy. 88000000 Musc___ gpoooogoo Linguistics_ #8000000
Intimidation 00000000  Repair 00000000 Medicine 00000000
Leadership 80000000 Security. 350000000 Oceult #0000000
Streetwise, 00000000  Stealth AGO00000 Palitics,
Subterfuge. 00000000 Survival 00000000  Scimie
—pre=——————=——Advantages=—=—=——=—=——yor0=—
Dlscmlmes Backgrounds Yirtues
00000000 Contacte seo00000  Conscience LITT e
an:e 80000000 Herel #0000000
Presence ©9000000 Resources 88000000
00000000 ooooooon  SeffControl__ eeeee
2 00000000 00000000
00000000 00000000
00000000 oooooooo  Courage 8800

== o
Mw—-—'————'\wﬂn e

Nature: Pedagogue

Sire:

e (ithier Trafts —— Humanity Health

Instrustion sscDoppp ©® 9 @B 09090 Bruisad o
00000000 Hurt of T
00000000 Willpower ——-= firadi i 01

— 3333223‘; e0®0000000 Wounded 2 O
T o | o o v | Mauled 2 O
00000000 Coppld 3 DO
00006000 Incapacitaedl O

— 00000000 i Blood Pool Weakness
coocoooo  OO0OOCOOOCOOO +2 ON ALL DIFFICULTIES TO
90098aas S HEICIEE BEDEE RESIST FRENZIES




Compuiter Hacker
Quote: Hey, | may not look like much out here, But

inside the computers, in the system, I'm the king of all 1
survey. Vampire or hum

n, I'm the best [ am at whar | do.

Prelude: You were the guy the jocks always laughed ar
in high school. W

there was no question about your major. You immersed

1en you graduated and went on ro college,

yourself in computer courses, but the degree was only a means

to an end

Your greatest delight came from running the computer

systems. You were a stereotypical “hacker,” cutting your way
past computersystemsand infiltrating corporation databases.
You claimed to be interested in a degree, but knew you had
sufficient knowledge to cut it. The only thing you needed
college for was the computer resources. Your biggest thrill
was in cutting down the big boys. Several famous computer

viruses were your creation. It was always fun watching the
corps scurry in fear when another of your viruses made
headlines.

On the bulletin boards, you conversed with other hack-
ers. One was insistent on contacting you in person, offering
you “some hardware that will let you get in anywhere.” The
guy was 50 persistent you eventually took him up on his
offer. The
turm you i

ace-to-face meeting was rare. The guy's offer to

to one of the undead was even rarer.
Concept: Being a vampire hasn't really changed
your priorities or your lifestyle. You were always a night
person, 5o the change hasn't been that great. Blood
makes a better stimu

nt than caffeine any day of the
week. Your Attributesand Abilities reflect a life you've
spent locked inadingy room working overa compurer.
Ye

comes from your reputation among those same hack-

r Contacts are friendly hackers, while your Fame

ers. You constantly shift funds berween several

computer bank accounts. However, your Resources
would be much higher if you didn't keep constantly
iperading your equipment.

Roleplaying Tips: You never saw sunlight anyway,
s0 being a Vampire hasn't made that ¢

i impression in
your life. You still take on the corporations, but now there’s
theadditional thrill of takingon the rival clans
corporations. As

cking those

member of a coterie, you enjoy taking on
field assignments, like those “netrunner” types in the Gibson
novels. With your immortality, you'll be around to see and
take full advantage of true virtual reality. Then you'll be a
vampire in the Grid, making you truly a power tobe reckoned
with

Equipment: Srate-of-the-a computer, with the most
advanced current hardware and software.

&7 cLansook =rugy
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VAMPIRE: The Masquerade

Name: Nature: Competitor Sire:
Player: Demeanor: Loner Generation: 13th
Chronicle: Concept: Hacker Haven:
-
Attributes
Physical Social Mental
Strength ©0000000  Charisma #0000000  Perception
Dexterity. ®000000  Manipulation 20000000 Intelligence
Stamina ®0800000  Appearance €0000000  Wits 20000000
=tre——xx==—ts——=— A hilities S—S———myo O~
Talents Skills Knowledge
Acting 00000000  Animal Ken 00000000 Bureaucracy. 00000000
Alertness €0000000 Drive #8000000 Computer. ®988000
Athletics 00000000  Etgquette 00000000 Finance. 00000000
Brawl 00000000 Firearms #90000000 Investigation. 29000000
Dodge ®0000000  Melee 20000000 Law 00000000
Empathy 00000000  Music. 00000000 Linguistics. 00000000
Intimidation 00000000  Repair 20000000 Medicine, 00000000
Leadership. 00000000  Security 26800000 Occult 00000000
Streetwise 00000000 Stealth goooo0000 Politics. 00000000
Subterfuge. #8000000  Survival 00000000 Science 09000000
B Ad va ntages E@Q@O@—
Disciplines Backgrounds Yirtues

Celerity, ©000000 Contacts ee000000 Conscience 00000
Potence. #€000000 Fame 0000000
le 00000000 Resources 9000000

00000000 oooooooo  Self-Control essee

00000000 00000000

00000000 00000000

00000000 00000000  COurEe. #8000

e e —— ] — g
=307

<o (Other Traits ——-—

00000000
00000000
00000000
00000000
00000000
00000000
00000000
00000000
_ 00000000
— 00000000

00000000

e Huumanity Health
000000000 Beuised -
Hurt 1 0
e Willpower ——— Injured .1 O
000000000 Wounded 2 O
OO000ogooooo Maded 2 O
Crippled 5 O
~——Blood Pool Incapacitated I
e Weakun
0000000000 57 onALL DIFRCULIES T
OOooooooaoo RESIST FRENZIES




A

"Elder Reprosentative

the marke)

NE

Quote: Hey, whist I trying to say is, we've got o think
this throvgh. We've gior roall ger tosmothur on susie issues, o
vatter how much we disageee. We Brujah are supposed m
enme o each other's sid, but how are we supposed to do that
f we cani't agree on how to help each orther? Naw 'm just
tossing this ddea out for consideration, not like we've gor
absolutely do ir, you understand...

Prehude: You were abandoned atan ealy age. You
never hid a cushy Life. Youdidn't like gangs, and soon you
were tunning the streets by yourself.  To keep alive, you
figured yrur hest her was learning how Lo be persuasive while
keeping a low profile. You managed m make your way
through adplescence by a convoluted series of schemes and
cON Earmes.

Finattyyour festylecaught up with youwhen you pulled
the wrong con on the wrong guy. The old man saw through
your scleme inoa minute. With o strengel you hadn'r
suspecred, he stammed you up against o wall. He said your
skill, ifnat your judgment, tmpressed him. He hared hisrieth
and shéswed yanr w nusty set of fengs. Hesald you had roo
cholces. Waork for him or die. Workmg for the puy
souided awfully good. Unforunately, he neglecred o
tell youthut becoming s vampire was part of the deal
A first, you thoughr dying would have been prefer-
ble. Now, you've got the challenge you alwavs
wanred in the biggest game of ull.

Concept: The eldors are often unable toattend
Ranrs in person, so they pick or creace a younper
Brujubi w convines other clan membets to gofora
certain course of sction,  This templite is such a
lowlifé character. Your years as 3 penny-ante con
i sea artistshow
m rhe Arrributes and
Abilities you have.

Your Mentor 1
the elder who creared
your, while your Status
and Conraces reflect the ini-
fluence you've managed o gain with your
silver tangue. Your Paychology knuwledge \
is more from personal experience rhan any '\
professionul trating. s

Roleplaying Tips: You live life for the nexr
hig con. You put on an set ol belng concerned
abour the Brujoh. However, your mam prionty is
tumking sure what your elder wants done, gers done.
Your beer bet s try to convinee athers something you
want doge is thelr idea. You don'r really feel ke
crossing your Mentor, though you may have o do
something ahour thar in rhe firure, Maybe you could
Cutisotie cotetie into going after him .

Equipment: Walcher PI'K, srylish hur somewhur
weather-keaten elothing, u big wad of bills (o impress

48 I cLANBODK RRUTAY
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M
VAMPIRE: The Masquerade
Name: Nature: Conniver Sire:
Player: Demeanor: Carcgiver Generation: £th
Chronicle: Concept: Elder Representative Haven:
Attributes
Phiysical Social Mental
Strength__ #8000000  Charisma ©8900000  Perception 20000000
Dexterity___ 000000 Manipulation 0008000 Intelligence 88000000
Stamina 88000000  Appearance 80000000 Wit 89800000
= —=sApjlities ey
Talents Skills Knowledge
Anmal Ken______nooooooo Bureaucracy, ®8800000
Alertness 90000000 Drve #90000000 Computer, 00000000
Athletics 00000000  Etquerte —__#e000000 Finance__ 80000000
Brawl 00000000  Firearms 80000000 Investigation #0000000
Dodge 80000000  Melee 00000000 Luw 00000000
Empathy 000000  Music 00000000 Linguistics, €0000000
Intimidation_____ #0000000 Remir ____  ppoooooo Medicine.  oooo0000
Leadership ®#0000000 Security pgooooooo  Oceult 00000000
0000000  Stealth _oooooooo  Politics ®800000
Subterfuge ®0000000 Survival pooocooo  Scence 00000000
—=rre————————\dvantages———————yer =
Disciplines Backgrounds Virfues
Celerity. 00000000 Contscts ecoo0ooo0 Conscience e8000
Potence 00000000 Generatlon essR8000
Presence 20000000 Mentor 08000000
00000000 _R&sources eocooo  Self-Control
Q0000000 Status 20000000
Q0000000 00000000
00000000 FYroe e S— ] 1
e Other Traits ——-  —— Humanity Health
oopooooo @8 @@ @@ @000 Bruied o
Q0000000 Hurt alia
00000000 . Willpower ———— Ini
00000000 a0
boopapoo: 298 9868000 Wounded 2 O
ooooooce O O0O00O00C0O Maled 2 O
00000000 Crippled 5 O
00000000 = Blood Pool Incapacitated [0
00000000 w ess
ooococoe  [CACAOOOONN ;g ALL DIFFCLITIES To
00000000 20N
mimimimie e ieini) RESIST FRENZIES

3 Backg

9)5 Dhsciplin

ounds5 Virrues:7 Freebie Poinws:15
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MI‘DPCAh Vdealist

Quete: You American rabhle have no ides of what it
means to be Brujah, Our Clan represents intellectual and
social heigles which you can only deeam o[ This has been
qur trlition singe the Second Ciry rose from the sands. But
then, | forger: your kird has no weditions, dossit!

Prelude: You were born rhe scion of a weulthy, influen
rial Furopennfumily. Yout father sentyoutorhe hestachools,
swhere you learned how rthase of your highly placed seation
seted. You were not nohiliry.  However, what good was
nobilingl The peasants viade targets of nohiliy, ar made
them figurcheads. Your family wis oné of several with power
behind the throne.

Then yan found out thut youe facher hiad “prom-
sed” you toa mysterious woman. Your family lad

wasted 1ts money yeass ago, and only her fi-
nances had allowed you ro keep the family
manor. You hud oo choice bur to travel
er home. There, she inftiaed you into
the ways of the Kindred. You discovered
rhe vampires of Europe were the clos-
est ehing ro rrue rayalty that walked
the earth. Tascinared, yon had no
rrouble accepting your newstarusin
return for raal power.

Unfortunately, there were
those of your hlood line, dwelling
in America, whofelr thase in power
shiould be thrown dows, Your mis-
rress worrled thar their activities
wight intedfere with her delicate
halance uf cocxistenice with the
Venrrue and Toreador Clans, She
sent you to Ametlentosurvey the
sitution, lind out what you could
of the American rabble, and di-
vert them from overthrowing
thase m power,

Concepr: Your Armibutes
1l Ahilities are closely akin to
those of the Ventrue. | Your
Mentor is a prestigious Euro-
pean ehder, seeounting foryour
high Generation,  Your Re:
tainer tsaloval family servane,
probubly not & Ghoul bur
rather somepne who hay
een with your family far
GETERATIONS,

Roleplaying Tips:
You huve ubways, been
accustomed ro getning
what you want, Now |

what you want §s respect, Unfortunately, expecting it from
American Brujah is wishiul thinking. Youwill have mrouhle
teaming with most Bryah, However, your amiable nature
may aitract the iterese of other clans. You could easily find
youeself o rthe side of w ¢ity's prince, fighting against your
awnclan Sabeit, aslong as no one

disrupts the European harmany.
The unly thing interfering in
your plan s the frenzy chat is
partofyour bood mherimnce.
Equipment:  Oldustyle

yer high-class Europedn
clothing, cane with silver
wolf Lead, cigarette holder
and silverinlaid cigarety

case
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™
YAMPIRE: The Masquerade
Name: Nature: Autocrat Sire:
Player: Demeanor: Traditionallst Generation: 10th
Chromicle: Conceptz European ldealis:  Havem:
Attributes
Physical Social Mental
Strength #9000000 Charisma_ eee00000  Perception
Dexterity ®000000  Manipulation 0000 Intelligence
Stamina, #8#000000  Appearance ee0e0000 Wit 20000000
e proe—————— I\ T |1 e———— e
Talents Skills Knowledge
Acting #8000000  Animal Ken oooo0ooo  Bureaucracy 000O00G0
Alertness #0000000  Drive 00000000 Computer Q0000000
Athletics,  #0000000  Efiguette sseocoo0  Finance #8900000
Brawl #8000000  Firearms 20000000  Investigation 00000000
Dodge. 80000000  Mulee 80000000  Law, 80000000
Empathy. __ 00000000  Music 00000000 Linguistics ®8000000
Intimidation #0000000  Repair 00000000 Medicine 00000000
Leadership. #0000000  Security 00000000 Oceult 00000000
Streatwise 00000000  Stealth HO000000 Politics __@ee00000
Subterfuge. ®9000000  Survival 00000000  Stience 00000000
=== Advantages——————————— 3020~
Disciplines Backgrounds Yirtues
i 80000000 Generation eee00c00 . Conscience 80000

Potence. Q0000000 Mentor 8000000
Presence 08000000 _RE50UIGES 80000000

00000000 Retainer soooooos Selfi-Control  esvee

00000000 00000000

00000000 00000000

00000000 0000000 UM labhbiad

——o—Other Traits——  ~——— Humanity Health

Public Speaking @ooooo00 @90 @ @ 8 9 ® 000 Bruiteed o
0a000000 Hure 1 El
00000000 oo Willlpower = Tnuwed .1 O
00000000
oooooooy, " ® @@€8 8e0O00 Wounded 2 O
seneceoe  LOOOTNIDOEE Mauded 2 O
00000000 Cripled 5 O
00000000 Incapacitated O
00000000 Bisod Pos! Weakness
eocoocon  ODOOOOONN 5 on ALL DIFFICULTIES TO
oocoonoe  MOOOOOOOCOO RESIST FRENZIES

{5 Dise

<:7/5/3 Ahiliies:13

plines:d Backgrounds3 Virtues,7 Freebie Poinrs:15
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EEREERNEN

you cauld ger some

npire books pub-
lished, relating n modified version af
the lives of vatpizes you know. For
now; you'reconrens rolive the lile
vlarapper youset up foryourself

before your travsformiation.

ake Rapper

Quote: Hey, 1 grew up on the sreers, | ran with dic
i, L picl iy des, | ook eayseass. Now I'm laving oarmy
stary for the world r hear. 1f the teeny boppers want w pay
for e albums, well, hey, that's meney inmy pocker. Pl put
it 1o ol use, Messape to your morna, Now, about thar
Contemet .

Equipment: Seylish
street aluthes, Smlth &
Wesson MA4D, Niurious
apartient  with o
warerbed and mir-
rored celling

Prelude: You grew up ins good home, in o whire-hread
suburban neighbarhood. Dirmg highsehool you developed
o kck for handling other people’s malents. There were
plenty ol amuteurrock groups doing the prome and local bars.

Yiou managed 1o ger your hand tnand were soon Lelnging In
oney hand aver fist If you gor a 70 percent shire of the
profirs, well, hey, yuu were the oganket, right?

Finally; youdecided thar hingsmight go moresmoothily
ifyou handled performance and contracr negorianan.
You managed o ger some up-and-coining groups
sigm uvtr soine songs on a contrace whiers they forpot
o read the fine print. A couple of solen lyrics from
snine would-be compasers, and you were in business.
Rap was the moneymalet, so you went that roure.
Soon, rhe habes were following you.  Unforen-
nately, samebody really Roughe your serect rubel
wet, Ong night you found yourself gaing far
side wirh a2 gang that cluimed they were the
“Brujuh.” They thoughr you were just
rightfor therelan. Then they pat the
hite on. p

Concept: You'te person /
who masguerides as some y
thing else for money. The
problem is, vou're staclcin
the masquerade.  Your
best bet is to use your
conniving skills and
populaity to dome but
ahead

Your Fame and Heed
camne from your popularity, mil-
lien-dollar albums and reen
grovpies. Your Resources would
be higher, However, your m-
ability to operate during
dayrime has put & critnp in
your public appénrances.

Rolepliying: Tips
You're hasically u schemer
with pneye aut for nunher
ane and the chance o make a
Yoof meney, You fimre there must b say
Lo ke some money our of this vampire gip.
Unforranately; the other Kindred aren't big

o seeing thelr Mozquerade vislared. Mayl



Namie: Nnun‘e. Conriver Sire:
Player: Demeanor: Gallant Generation: 13th
Chranicle: Concept: Fake Rapper Haven:
Attributes =—ms——=———tc>

Physical Secial Mental
Strength ®0000000  Charisma 90800000  Perception 88000000
Dexterity, Manipulation  ee8800000  Intelligence ®8000000
Stamina, Appesrance______ 09980000 Wis__ @8000000

e — Ablllﬂts _——rl

'I‘nlents Skills Knowledge
Acting #8900000 Animal Ken 00000000 Bureaucracy. e8000000
Alertness 00000000  Drive 28000000 Computer 00000000
Athleties 88000000  Efiguette 20000000 Finance ®8€00000
Brawl 00000000  Firearms 00000000 Investigation, 00000000
Dadge #0000000 Ml __opaopooo  Law, ®0000000
Empathy, _00000000  Music #0000000 Linguistics, 00000000
Intimidation, @000000 Bepair_ pooooooo Medicine __ 00000000
Leadership_ #@000000  Security 00000000 Oceult 00000000
Streetwise 00000000 Swlth__ sgoooooo  Politics 28000000
Subterfuge @0000000  Survival 00000000 Science 00000000

==0see———————=Afvanfagess=—————————=3030<

Ihscrplines Backgrounds Yirtues
[ #0000000 Fame eeee0000 Conscience 28000
Potence 20000000 Herel 000000
Presence #0000000 Resources 28080000
00000000 oooooooo  Self-Control (TTT1]
00000000 00000000
o 00000000 00000000
00000000 ooooooon  Courage
o Other Traits —wes = Humanity Health
Intrigue so00o000 @@ @@ @@ @000 Bruised O
Seduction 900000 Hurt 4 B
Singirg 80000000 o Willpower ——swe= Injured 1.8
_FPeychology _ ecocaoon 2
AR anten e®e@®@® 00000 Wounded 2 O
cooopeoe 1000000000 Maed 2 O
00000000 Crippled 5 O
00000000, — Blood Pool —=— Incapacitated [
00000000 Weakuess
oooooooe  CCICIOOOOONN 43 on ALL DIFFICULTIES TO
saggaoop SrMOSETEICEEE RESIST FRENZIES

Aptribures:7/5/3 Abilities:£3/9/5 Disciplines:

Backgrounds:d Virtues:7 Freebie Poines: 15 {7/5/2/1)



EEEENE

Prelude: You grew up in the ghetro of a major city.
Runningwith a gang wasn't justa cheap personal cheill, jrwas
- " away of stayingalive. Sure, you dealtdrugs. Whedidn'c? If
- Quote: Tu hell wit' Top 40! Reason we ain't on radic is your gang didn't supply the coke and crack, somebody else
‘cause censor's afraid of what we gorma sy, You [y hest L ould. Suill, you olways had an [nterese in music. Classical
*bout roses and love, check MTV, Youwanna hear ‘bourreal didin't do anything foryos, and strummin’e guiter wesn'eyour
life.... TURN OFF THE RADIO! el The fest oo e eyt bone e watwhics
- you needed to tell your story.

\ You were kind of shy about performing before a ¢crowd,
bur you had 2 story 1o tell. People said you were good, You
weren't going to argue with their rastes, or the contracts they
wanted you to sign. You would never leave the ghetto that
raised you, but you could st lesst make things a lictle becrer
for yourself.

Your messages about fighting the system, particularly
the racist pipy, caught someone’s attention. One nighc after
arecording, some srreet gang rypeapaid you a visit. They said
you were one of theles, you just didn'tknow iz yer, They went
on about Brujah and Blood, and you figured they were some
gang. You rried ro escape, then you tried to fight. Tt didn't
domuch good, Mow you're fighting the streer wars asaleech.
Coneept: You're astreet punk with a flaic for rap and
a raste for violence. Tt's been your life; you've never
known any other way, and you're don't want to
leam a new style. You figure ixlooks goodion

you.

Your Abiliries represent a life in the
streets. Your Background comes from your
recording career. You've managed toelimi-
nate your day appearances and limit your
nighetime shows. For now, yau've got no
interest in giving up your performances,
Roleplaying Tips: You don't take
shit from no one. 1t's still gang versus
gang, except now it's also clan versus
clan. Mow you've got a shot at the
people at the top, the vampires pulling
the srrings. You figure you can take
them all down @ peg or two. You'rea
true anarch at heart. You can work
with Brujah and most of the clans
makingup the anarchs with noprob-

lem.
Equipment: Streetclothes,
old gangeoloss, knife, Smich &
Wesson M640, boom box.
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VAMPIRE: The Masquerade

Sire:
Genmeration: 13th
Haven:

Attributes =——=————=y0>

Menial
Perceptiom 8800000
Intelligence. 89000000
Wits, __@8s00000

Name: Nature: Visionary
Player: Demeanor: Rebel
Chromicle: Concept: Rapper
Physical Social
Strength, ___e9400000  Charisma 88000000
Dexterity. Manipulation_ #8000000
Stamina Appaarance #9000000
—=SRrere——e——=——=—— \pilities o=
Talents Skills
Acting #0000000 AnmlKen noooovoo
Alertness 80000000  Drive __®e000000
Athletics, 80000000  Efiguette poogococo
Brawl ®#0000000  Firearms __»8000000
Dodge. 00000000  Mele 80000000
Empathy, Music_____ se®00000
Intimidation. Remir ~ gooooboo
Leadership, 00000000 Security__ 80000000
Streetwise ege00000 Staith g ooooooo
Subterfuge oogooooo  Suwivll __ pooooooo

~S@sere——=—==——=u==Advantages

Knowledge
Burcaucracy_____ 00000000
Computer 00000000
Finance _DOODDODO
Investigation @0000000
Law. #0000000
Linguistics aooaoaan
Medicine __00000000
Oceult_ 00000000
Politics_ e®e00000
Science 00000000

_—————— e
o ouim

Disciplines Backgrounds Virtues
i 00000000 Allies e0000000  Conscience (II11}
Poece ocooooooo _Fame  eeo00000
Presence 88800000 Resources @8000000
00000000 Retainer sooooooo  SelfControl_______esoo0
00000000 00000000
00000000 00000000
00OCDDOD 000000DD  COUREE seses

- =t O0QRO0BD LD TR

e Othier Traits———  ——— Humanity Health
00000000 99O O®BOBRWRO0OD0DO0 Brutised il
00000000 Hurt 4 0
00000000 e Willpower ——-— Injured 4 0
ggggggzg 09 0o OR®00 Wounded 2 O
sosoooos  LOOOOCIOOCC Maed 2 O
0000000 Clwﬂ, 5 o
00000000  ____ e Incapecitated O
00000000 i Biood Pout Weal
oococcoo  CJOO0OOOOOOO 4 g ALL DIFFICULTIES TO
0DOBR0DO RESIST FRENZTES

Ooooooooog

HS Disciplines:3 Backprounds:5 Virrues7

Attributes:7/5/3 Abil

Freebie Poines:15
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you've m‘L\\‘thmwtwrwhmvm]tht‘WIhJWﬂm!erdnwn
Lo the croks' Level o bear them at thelr osn game

Cop/Visilante
DsLe silant
Quote: Corruption und greed. Thar's whar's bringing
duwss wiciccy trday, The eourss have
been handing the keys o the crooks
for decales, und 1t's too Lare for
them r doanyrhing about it
now 0o matter how much
they change their milings.
They don't pay us cops
enough to o our jubs and
they've gor us poing up
against seum thar got us
outtumbered und
outgunned.  Sometimes

Prelude: Tver since you wete yourig, you looked up ro
policernenas the pillurs of the community. There never was
sty deth thar you were going o becote oie whan you
grewup. However, you were in for disappomrmenrwhen

you Linally made it. Too many of them were ondeculd
joee that had to wlce bribes to feed tseir Grmilics. The
“War o Drugs” was u joke,

Finally, you had too much, You went rogue.
You didn't even hand in vour badge. [rwas useful
for (lashing at a streecpunk o ger him o pall sver
sovyou 1d shoor him, T was durlng one of your

extecutions that the adds caughr up royou. You

wete down and dymg. All you remember was 4
shidowy figure looming aver you, saying, “Yeurll
do

Concept: Your concept is that of a police officer

rurned vampire. Your Actributesand Abilicesreflect

Yuu're hardly a stereorvpical Brujoh, 1w

ever, yaur disltke of the clty, state and national

governments aidlog mdabetcing crminale give
YO Common canse.

this.

Your Ally is probably someone elee in the
city's police depastenit whin shares your apin.
ion on crimefighrmg. Your Contacts are the
sereer snitches you had when you were sill

working u cop, while your Resources are

what lirtle money you saved up. Arca

Knowle of the city where yonserved
und provecred.

Roleplaying Tips: To some da-

sree you are practically a characrer
froma vigilance moyie, Your prob
lemis, mastof the Brujahare the
sain Lype of seum you mried ro
put away.  You don'c fir in
with them. You alo don't
agree with the older, intel-
lectual Clan members,
When you work with
e, theny ase wesally from
ather clans than your vwi.
You prefir (o artuck criminals, bur
we na problem wirh going ofter au
thariry figures that have, in your opinion,
sald out.

Equipment: Calr Pychon, Flak Vest
Clase | armor), police uniform, civillan
steeet clothing, police badge (no longer

valid), cheap apartment,
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VAMPIRE: The Masquerade ~

Namie: Nature: Cavalier Sire: |
Player: Demeanors: Loner Generation: 12ch
Chronicle: Concept: Rogue Cop Haven:
=000 Attributes =———=———=—=xo2
Social Mental
Strength Charisma 000000  Perception 20800000
Dexterity. Manipulation 000000  Intelligence.
Stamina, ®9000000  Appearance___ @8000000 Wi 20800000

=S Abillities

|
Talents Skills Knowledge
Acting 00000000 AnimalKen  pooooooo  Bureaucracy 00000000
Alertness 80000000  Drive se000000  Computer 00000000
Athletics 88000000  Edquette oopoocon  Finance oooooooe ||
Brawl  ®e000000 Firarms  ggepoooo  Investigation 88800000
Dodge. 8800000  Melee 80000000 Law ®8000D000
Empathy__ €0000000 Mwic  pooooooo  Linguisties 00000000
Intimidation, #8000000  Repair 00000000 Medicine _ 00000000
Leadership 00000000 Secwity. ge000000 Occult 00000000
Streetwise 88000000 Swalth g goonoco Politics ____00000000 ||l
Subterfuge 00000000 Survivl_ ppoooooo  Seience oooooooo ||
e O
W¢=nw——_——-Advanmges
I)lsclplines Backgrounds Virtues
®0000000 Allleg soovoocoo  Conscience esnne
Ptm'm 90000000 Contacte $000000 i
Presence sovoopoo _Generation 20000000 i
00000000 _Resources eoconoon SelfControl  eeeoo
00000000 40000000
00000000 00000000
00000000 00000000  COUREE ‘
Other Traits Humanity Health
00ooopog ® @ #8098 e00 Britid o
DOVU0000 Hurt ) R |
00000000 Willpower —— i 4
00000 Injure:
OO @eeeeee000 Wounded 2 O
= sooocooe 100000000 Muled 2 O
00000000 Crppkd 5 O
00000000 Biood Pool Incapacitated O
00000000 Weakness
oooaccco  CICCAOOOMONON 7 oy ALL DIFFICULTIES To
a0000000 DDDDDDDDDD RESIST FRENZIES
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gk " ‘ CA rubbied yud, and your dad neves lose a Job to the Japanese
‘ d Nanerheleis, dowp dewen you gol sutisfaction i painting a
swastika oo 1 black family’s garage.

The police eventually caught upto you and sent
you 1oy Juverale Hall. Your parents expressed shock,
but you could see they were secrerly pleased thar their

beloved son bl serock u blow for white superiority.

You toakadvantage of your “vacation” to study up on

Hitler, find out who it was vou were cting for. Snon,

your reitlized rhie Fichrer b it right. Whes you got

Il cur, you hit che sirecrs, meering with othens that
shured your opinion

The facr thar you sctually knew what you were
talking about, and ‘were able o quote from Hirler's

speeches, soon gave you an aie of loportance to others
afvour 1Tl Seon, you were leading them in theiractacks
on tinorities. Shortly after that, you were approached
Ty somenne whesaid they could give yourcal power 1o
get back at your enemles. You accepred. You've

husd no regets.
Cancept: The Skinhead isu stercotypi-
cal Brujah, withalirele more development.
Yo weeunlly like to consider yourselfa
young Hitler, and have displayed
some skill for eabble rousing.
Stice your lint anrest, you've
heen living life m the sirees.

Your Ally is o white su
perionty group such as the Ku
Klux Klan, They are nor
dware of your vampiric na
rure, Bt Suppart yoor Cause
Your Fame i fram your or-
wory abillties and your flairfor
imagmative violence, Your
Herd fsyomrfellow Skinheads,
who llock weound you. Your
AreaKnowledge isof the city
¥OU Opernte in.

Rolephiying Tips: You
are not @ parricularly nice
character, Youdon'ttolernee
minarities, even Kindred
ones. At Best, you will he
insuluing oward them if they

are part of acoterie you are with,

The only reason you may temper
yourattitude is because you figure
minority Kindred are better thun
kine miinorities. Besides, they have
their e

Duote: Hitler had it righr. You
only have one race on top. The superi-
arity of the white race has heen
established down through the ages. B
Not that [ve gor mmything sgainat -
the mingritles. We've gor to rake
care of them, keep them in ling,
keep them from’ gontammating
our bloodlines,

Pretudes You were anaverage
high school student, m a mostly
white suburk. You juse kind of fell in
withsomeother kids i pushéd
thi supérioricy of the whire
race. Black criminals neves

Equipment:  Glock 20, elib,
knile, leather jacketand jeans, copyof
Mein Kampt."
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VAMPIRE: The Masquerade

Name: Nature: Sravo

Player: Demeanor: Fanatic

Chronicle: Concept: Skinhead
Physical Social

Steength 28800000  Charisma, 90000000

Dexterity Manipulation ®00000

Stamina Appearance 000000

Siire:
Generation: 13th
Haven:

Attribates —msm—m—————yo>

Mental
Perception 88000000
Intelligence_
Wits______

B e ) Alnlrtles e

Knowledge
Bureaucracy 00000000
Computer 00000000
Finance. __DoeoDoon
Investigation, 80000000
Law. __#0000000
Linguistics, 80000000
Medicine_ 00000000
Oceult 80000000
Politics. #0000000
Science 00p00000

Virtwes
Conscience #0000
Self-LControl se@80

Tnlelﬂs
Acting 00000000 Am:lemi GOO0D000
Alertness, 80000000  Drive 20000000
Athleticy 000000 Edquewte 0000000
Brawl 0000000 Firarms___ gee00000
Dodge @8000000  Melee_ S0800000
Empathy, 00000000  Music 00000000
Intimidation, 8800000  Repair (0000000
Leadership _ 88000000 Seudty  gg000000
Streetwise_ 80000000 Stmlth ggoooooo
Subterfuge 90000000  Survival 40000000
i e ] Advantageswﬁ-
Disciplinies Backgrounds
Celesity  sooooono  _Alles $0000000
Potence #8000000 Herd 20000000
Presence #0D0ODDOO Resources #00DDOD0
QO000000 Retalnsr $0000000
00000000 00000000
00000000 00000000
00000000 00000000

e e —_—
-~ ﬂ_\rﬁ,—_—,_,___,_______\&viﬂ —_———————————e————————————go

———Other Traits ——-

[elsXslalueTeoTo]
02000000
00000000
00000000
00000000
00000000
000006000
00000000
Q0000000
00000000
00000000

Auribures:7/5/3 Ahiliciesi13/9/5 Discd

e Hutimanidy Health
s0Pe@eO00000 Bruis o
Hun |
Willpower ——- Injued -1 O
9090 ®e000 Wounded 2 O
Ooo0oooooood Maudd 2 O
Crippld 5 O
s Blo0dl Pool —ce- Incapacinted 01
S Sm— “takn —
0000000000 77 onaLL pIERQES To
oooooooooo RESIST FRENZIES

fines:d Buckgrounds:§ Virues: 7 Freebie Poine



Ctrcctwalker

Quote: You want to walk the highway, big boy, you got
to pay the toll. Know what I mean?

Prelude: You grew up on the streets when your mather
dumped you off. Youwere living in the gutter and cating out
of the garbage. By the time you were 10 you were selling your
body on a regular basis. You had no use for pimps, although
that was an attitude thar occasionally gave you trouble when
someone decided you should join their stable

By the time you were 16, you had worked your way up in
the world. You got lucky one time, and a talkative john, a
politician’s clerk, gave you the information you needed to
blackmail the politician. Youmanaged to squeeze out a good
living from the guy, enough that you were able to ger off the
street corners and start asking higher prices

Unfortunately, the guy you were blackmailing had
connections like you wouldn't believe. One night some
ritzy looking businessman made an appointment. Turns out
he wasn't interested in sex. He threw you on the bed, but
his idea of rough stuff was a lot different from yours.
When he bared his teeth, you knew this guy was kinky
beyond belief. Then some young punk came flying
through the window. Threw the guy off of you, tossed
him back out the window before you could blink. Then
he looked at you, smiled, and finished where the first g
had started

Concept: You were Embraced by a young punk Brujah
who came in only to fight the elder but who was atrracted
by your beauty. You know about the power games among
the Kindred, and figure maybe you can attach yourself to
someone powerful. The fact that your would-be customers
are undead is just going to make your seductions that much
harder. However, you figure you've got what it takes.

nwhile, you can use your newfound abilities to get the
dirt on more human higher-ups, and make yourself valuable
to the Kindred.

Your background traits all come from your career as a
prostitute. You've built up a connection here, a willing
john there. You still keep the image of a street walker. It
tums on a lot of the guys you target. Your abilities are
mastly manipulative, and you prefer to avoid combat when
possible.  You have retained much of your Humanity,
through stringent self-control, but you've got the con
science of a pit viper.

Raleplaying Tips: You're one step up from a common
prostitute. You'restreet toughall the way, and won't take lip
offof anyone. You've got enough seducrive ability toimpress
the Kindred and the kine alike. Even before your Embrace,
you were pretty much a user, and think of most people as
johns or pimps. You haven't me a person yet that doesn't
fit into one category or another.

Equipment: A small apartment near your chronicle
city's equivalent of the Rack, stiletro, tight, tight clothes.
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VAMPIRE: The Masquerade
Name: Nature: Bon Vivant Sire:
Player: Demeanor: Conniver Generation: 13th
Chronicle: Concept: Streetwalker Haven:
Attributes
Physical Social
Strength 000000 Charisma, Perception
Dexterity. 000000  Manipulation Intelligence
Stamina 000000 Appearance Wits

<SPt e—————————= Ahilitie s =—— e~

S Prare——0=—=———— Adva“tages

Talents
Acting  ®8000000
Alertness, #0000000
Athletics__ ®#®000000
Brawl #9000000
Dodge. ®0000000
Empathy. ®0000000
Intimidation ®0000000
Leadership 00000000
Streetwise. ®9000000
Subterfuge 0000000
Disciplines

Celerity #0000000
Potence 00000000
Presence ©0000000
00000000

00000000

00000000

00000000

<see Other Traits ——s-
Hagging ~ eoooooo0
Masquerade  ¢@000000
Seduction ®9000000
00000000

00000000

00000000

00000000

00000000

00000000

00000000

00000000

Skills
Animal Ken___00000000
Dive_ so000000
Etiquette_ 90000000
Firearms______s@000000
Melee _____ ®0000000
Musc____ 00000000
Repic_____ poooo0000
Security 90000000
Stealth_ 0000000
Surviva______ 00000000

Backgrounds

Allies #0000000
Contact ®0000000
Herd €9000000
Influence ®0000000
Resources ©8000000

00000000

00000000

Knowledge
Bureaucracy. 00000000
Computer. 00000000
Finance. 0000000
Investigation, 00000000
Law #8000000
Linguistics, 00000000
Medicine #0000000
Occult. 00000000
Politics 0000000
Science 00000000

- S sor=
e —

Virtues
Conscience. 00000
Self-Control___ eeeee
Courage CTTT T

=es Humanity Health
(XN RN N R NN Bruised o
Hurt a1 0
Willpower—-e— Inju!ed 1 0
o000 O®OO000 Wounded 2 O
OOooOooooooa Mauled 2 O
Crippled 5 O
~—Blood Pool Incapacitated O]
~ee Weakn
goooooooon +20N.\LI.eDIFF[::JsI.TIESTD
OoooOoooooo RESIST FRENZIES
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- Appendix:
Who's Who >
7 Aqons‘ Brutah

i

i
bac tt st millenn|
d in mystery, though some
as early as the 1100s. Some have
pointed out that his name and appearance bear a strong
resemblance to drawings of the famous Robin Hood. When
asked, Leeland merely smiles and refuses ro answer. None-

Rbin Leelind s origins date
A.D. His early days are cloakes

believe he was active

theless, he often tries to impress Neonates by speak
casually of King Richard, the Crusades and his days in “the
forests of Sherwood.”

Regardless of his origins, Leeland has fought against
tyrants as long as anyone can remember. His grimy, dirt-
covered features show
throughout the Middle

1 up at many peasant rebellions
ges. During the French Revolution,
be supported the common folk in their uprising against the

aristos. Since then, he has been active in Europe. Unlike
many of the wilder Brujah, he never traveled to
Instead, he views the challenge of the Ventn
control ¢

, and the old-guard Brujah rulers,
most pressing matter at hand.

Leeland is an experienced fighter and outdoorsman,
with his Disciplines evenly split between the physical (Celer-
ity, Fortitude, Potence) and the mental {Domination,
Presence).

Arpendix @ 63



Marguerite Foceart is a Ninth-Generation Brujah. Be-
fore her Embrace, Foceart was an actress bom 30 years prior
to the French Revolution. Despite her noble birth and her
association with the cream of Paris’ upper social levels, her
skill and compassionate nature made her popular with the
commoners as well. In fact, she was so popular that she
captured the attention of Robin Leeland, who Embraced her.
The elder vampire saw in her a tool he could use when the
French commoners inevitably rose up against the aristos

Ma ite remained highly visible in Paris, concealing

her vampiric nature with great skill. At her sire’s request, she
traveled to America to witness the early stages of the Ameri-
can Revolution. Both inspired and educated, she returned ta
France and supported the Grand Revolution to come. When
the revolution began, Marguerite joined the cause. Herskills
in oratory and “woman's wiles” gave her a great deal of
influence with the Revolutionary Committee.
Asaresultof her actions for the Revolution, Marguerite
was marked for death by the Ventrue who had backed the
aristocrats, leading her torerurn 1o the United States. During
the last two centuries she has moved back and forth between
the U.S. and Canada. Her name is associated with French
S ments in Canada, and she has been influen-

04 &7 CLANBODK RRUIAW

Foccart currently makes her Haven in Sacramento. The
night life of the city is particularly to her tastes. She finances
theatrical shows and occasionally stars in one herself. Her
specialty is Presence. However, her skill in Melee and levels
in Celerity make her a surprisingly cffective fighter as well,
Dﬂpl[chcrd«muxeappcxmnr. she is an expert knife fighter.

ed at her sudden

a slave in che 1730s. ther was African, his mother
Indian. His family was loyal to their owner. However,
Crispus disliked being owned and sought freedom. With the
freedom given his family, he managed ro run and
became a sailor, taking the name Michael Johnson. How-
ever, it was on land he gained his fame. A popular man, he
became a voice for America’s freedom whenever he was in
Boston.

During the enforcement of England's Stamp Act, Artucks
led a mob against British soldiers, who shot him down in the
encounter now known as the Boston Massacre. Marguerite
Foccart, a witness to the event, knew Attucks lay dying. She
felt it a shame such a charismatic speaker and advocate of
individual freedom should die when the rebels needed his
presence so badly. Foccart chose ro Embrace Attucks.

Crispus adapted to his fate rather well. His face soon.
faded from the memory of those who had witnessed the
Massacre, and he operated rather openly in several skir-
mishes against the Redcoats. His nighttime activities,
particularly leading other freed-slaves-rumed-mi made
him the most directly involved Brujah of the War.

Afterwards, Attucks, like so many other Brujah, chose to
remain in America. He was part of the Underground Rail-
road delivering slaves to freedom. Like many anarchs, he
fought the Ventrue and Toreadors ruling the southern plan-
tations. After the Civil War, he fought for civil rights and

ainst the Sabbat on the southern East Coast. When the
anarch uprising began in the first half of the 20th century,
both Attucks and Foccart traveled westward to help. With
their aid, MacNeil became de facto Prince of Los Angeles

Artucks is primarily a fighter, not a deep thinker. His
major Disciplines are physical, although he has a flair for
inspiring a crowd. For now, Attucks is content to remain in
the Anarch States, acting as “muscle” for MacNeil. From
time to time, however, the wanderlust takes him. He often
travels to the Midwest or even overseas:

Jerermy MaeNcil

Bom in the Scortish highlands in 1631, at a time when
his clan had sided with Prince Charles I, Jeremy rapidly rose

mong his clansman as a shrewd fighter. During




one such skirmish, he caughr the attention of a Seventh-

Generation Brujah who fele the y Scot would be a

worthy addition to the

Clan MacNe
the spawn of th
ht. He al

oppressed more than the Scots, He st

my, fearing him as

or their cause

English would not relinquish their *

that the war for freedom would be a long
Sickened by the bloodshed, he traveled 1o
find conflict stirring in the Color
helped them in their fight for indepen
MacNeil, like many Brujah, was forced westward to Los
Angeles by Ventrue expansion. When that city's T
Prince ordered his lackeys to attack the Scotsman, M

soon became the focus of a gre

narchoutcry. After the dust

settled, MacNeil found himself the new leader of Los

peles

MacNeil isone of the masgpowerful Brujah activeinthe
b5 and thie most, povroR MRS ALl o1 4l clin
- wh htmakes right, MacNeil ruleshph the'
offorce. He has a knack for subterfug i

out of place among the Brujah

Arrendix &7 65



Cmiling Jack

MacNeil dislikes Smiling Jack's presence, and fears he
may bring down the wrath of princes against the Anarch §
States. Unfc ly, Smiling Jack has an even greater

No one knows much of the 10th-Generation Brujah
wn as “Smiling Jack.” Some believe he may have been a

bbean pirate of the 17th century. No one knows the

circumstances ¢ ace, or has ste | forward claim-

hissire. SmilingJack refuses toans

any questions
ut hi:
ck h

1680s, when

gins.

been an active member of the Br since the

ight in a number of blc skirmishes

against the shin the Caribbean. He also contested the

Ventrue powers-that-be, with some success. He

an anarch. M

thwards, he

sughout the

bloody stages of the formation of the

Anarch States, Smiling Jack was active, leading the violent

anarch upris vat threw out D in. He now uses

States as a base 0 strike out at

the Ana;

princes throughout America

66 & CLANRDDK RRUIAH

reputation among the anarchs thar MacNeil, and MacNeil
inable topress the matter due o hisinability togive

has be
commands to the anarchs.

Despite his centuries of activity, Smiling Jack remains
an lconoclast. There is nothing he likes better than to create
anarchy among vampires everywhere, His lust for blood and
violence is such that even most of the Brujah distrust him. It

isonly his standing with the younger Brujah lconoclasts, and

etism, that keeps him from meeting

ortunate “accident.”
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VAMPIRE: The Masguerade
Name: Nature: Sire;
Player: Demeanor: Generation:
Chromicle: Conceptz Haven:
Attributes =————————=xye

Physical Seocial Mental
Strength #0000000  Charisma, ®0000000  Perception, 20000000
Dexterity_ ®0000000  Manipulation, #0000000  Intelligence_ 80000000
Stamina BO000000  Appearance 80000000  Wits 80000000

P Abilities

Talents
Acting 00000000

Alertness. BOVOO000
Athletics, 00000000
Brawl GOODO0D00
Dodge 00000000
Empathy 00000000
Intimidation. 000000
Leadership efelaloleledo e}
Streetwise Q0000000
Subterfuge Q0000000

Skills
Animd Ken  poooooop
Dive_ pooooooo
Biguette.  nooooooo
Firearms _ 00000000
Melee. pooooooo
Mwic _ pooooooo
0000000
Security. _ggooaoao
Stealth 00000000
Survival ~0OVOD000

—_————e——————a
EEEES

Knowledge
Bureaucracy 00000000
Computer, DO000D0Y
Finance 00000000
Investigation 00000B00
Law_ 00000000
Linguistics __ 00000000
Medicine 00000000
Occult ___ 00eo0800
Politics, DOOHOOOO
Science, 00000000

Sre————————— A (lvanlages=—————————yor =

Disciplines
ity 00000000
Potence 00000000
Presence 00000000
QO000000
00000000
00600000
0000000

Backgrounds
00000000
00000000

= 0o000000
00000000
Q0000000
00000000
Q0000000

Yirtues
Conscience 20000
Self-Control #0000
Courage 80000

e S ROBDOGHY e

e (Jthier Traits =

__ 00600000
00000000
_____ Q000000
Q0000000
00000000
00000000
DOORODOD
00000000

- Q0000000
00000000

S— T4 LS VYo T8 e 10}

- Humanity

0000000000

e Willpower ———-
0000000000

o o e o e o

e Blood Pool ——

i o
L o o o

Health
Bruised O
Hurt 5 G
hjued .1 O
Woundad .2 O
Mauled 2 3
Crippled 5 O
Incapacitated O

asr— WEAKDESS e
+2 ON ALL DIFFICULTIES TO
RESIST FRENZIES
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YAMPIRE: The Masquerade

e Merits & Flaws%ﬁ
Merit Type Cost Flaw Type Bonus

ll !

Ex| ﬁmcw
TOTAL: _____ TOTALSPENT:

Gained From: Spent Gu:

= Ritnals—————ppfs> % Derangements ===y

Unmage
Saneh o
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) VAMPIRE: The Mnsqueralle
| WRte———=xu=Fxpanded Background =—————x230=> |
‘ Allies
I

Major Contacts |

: ' Herd Minor Contacts ‘
| Inﬂ_uence - Resources |
- —|
— |
Memtor Retainers |

Clan Prestige Status

| <=ew2t==—=——————x==Pyssessions

e
| Gear (Carried) Equipment (Owned) ‘

f Feeding Gronmis VYehicles
I
WWEHMMEWW ‘
Lacation Description
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Age__

Apparent Age

Date of Birth

RIP

Hair.
Eyes

Race —

Nationality
Height

Weight_

Sex.

Vi
e e T A
Coterie Chart Sl

Character Skeich
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Once they built monuments to eternal
 peace. Once they spent their time in
contemplation of the infinite. There
is little more beautiful than the work
of those with vision. There is little
more deadly than a dreamer betrayed.
| The betrayers tore down the monu-
| ments. The brief life of eternal peace
sank into the ravages of time. The
hope for infinity burned to ash.
] Now when the pounding begins,
words will not do. When the fury
grows, peace will suffer. When the
|| frenzy erupts, only blood will suffice.
Clanbook: Brujah includes:
| » the history and traditions of the
Brujah, including their myths and
clan secrets;
10 templates of Brujah characters,
spanning the spectrum of this
diverse clan;
* details on mysterious powers Brujah
have developed through the ages.
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