


A GATHERING
OF BrasTs

ela Lugosis dead, and so am 1. But whats left of Bela i rotting in a pine coffin somewhere, while
Lhave the apportunity tosit here on the balcony, enjoy my drink and look at you. Correct meif
T'm being presumptuous, but I suspect that U have the better end of the deal.

I can tell by looking at you that you're not comprehending, Of course you're not — these are
cynical, vational times, and you're not going to believe that I'm a dead man just because I say so. A
centuryago it would have been diffevent — well, it was quite different the last time T had this little
talk with someone — but thisis the age of facts. And the facts are that corpses don't move, don't walk,
don'ttalk. I'mt terribly sorry, my dear, but I have a surprise for you: This corpse does

Sosit dovn. Please, 1insist that you make yourself comfortable. Powr yourself something to drink,
preferably from the bottle on the lefi — the stuffon the right is an acquired taste. 1¢5 going to be along
evening, and you're going to need astiffdrink or two, Lsuspect. After all, in the next few hours I'm
qoing to explain to you in excruciating detail why everything you think you know about life and death
s wrong. In other words, you don't know a blessed thing ahout the way the world veally works, and I'm
qoing to open your eyes.

But I'm afraid, my dear, that you're not going to like what you see.

Vo T Masgennot.
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WHATIAM

efore we go any further, allow me to

tell you that you're getting an un-

precedented opportunity here. My
kind doesn't talk about itself to your kind
— ot now Lmd._fm' the mast part, not
ever. We've spent five centuries weaving a

stage curtain that we call the Masquerade
to hide the real show fram you, but in the
end it comes down to one simple fact: We
vampires don't want you mortals I\'nawin_q
we'te out there. It's for the same reason the
wolf doesn't want the sheep knowing he's
around. It makes our work so much easier.
And so, for example, though we do indeed
possess the sharpened canines with which
dime novels and the cinema have branded
us, you mortals will not see them unless we
choose to reveal them. Like so.

You're looking pale, my dear. That will
never do if we're going to he seen later —
allow me to take care of looking pale for
both of us. Still, 1 must admit I'm disap-
pointed that you seem so disturbed by the
notion of my being a vampire. Take a
moment and compose yourself, if you can.
Truth be told, I'm afraid that's the least of
the shocks waiting for you tonight. Please,
don't waste time trying to come up with a
rational, scientific explanation, because
theve isn't one. Lt's just what [ am. What
many, many of us are — too many, by

some accounts
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Damnation, are you truly that much of a fool? Sit back down. 1 said sit. Now watch.
Hush, stop screaming. No one will come to rescue you, and no one will call the police —
not in this building. Discreet neighbors ave a blessing to one in my condition. 1t posi-
tively Victorian the way they ignore anything not directly in front of them,

So, at last you have your proof. Now do you helieve me? st it is blood in the other
decanter; served cold like that, of course, the stuff loses much of its taste. You can try it if
, youlike, but L don't recommend it, no. You're not set up to enjoy such things, at least not

as presently umhgured

Don't get ahead of yourself guessing ru i
according toyour beloved clichés, you wa :
and you and our entire <chlLJ are my prey .

utions, my dear, If | were going to act
ight now. Lam a predator, after all,

BEGINNI NQ&-

suppoSghve shie Id begm m?lfz}r,@e'&ist{g oi‘thewﬁﬂﬂ hing. I a?’hm Td;ra vampire,
broughhinaf this state ufe)gsre‘ﬂ’ﬁﬂ thé%arﬁgﬁ@ut,Lord 1796y @ woman who
was introduted to me gsitoremtitpuote. Tady ¢ &@w‘%mlng The gentleman who
introduced us ~—JE of,ﬁefﬁc}}muw I h:eva‘?ﬁwgmi WJ an odd sense of

humor.

But I digress. Yes, 1 ink humén k&”oo‘iw#kuﬁt the no)tfishmenrupm\ndm 1

b will wither a\my with it
l stroying one of the Damne
bit as immortal as the legends s
forever foreign to us; we Kindred a
unchanging while all that we knowg
stage-set that in turn crumbles to dust anso
Ah, once again, 1 lose the way. Blood, yes, blaod. T can get by on the blood of animals
— most of us can, except the true elders of our kind — but such a diet is unpleasant.
Unpalatable. No, we all want to feed on the best vintages, otherwise one goes around all
the time with a dull ache in ane's qut that just never qoes away. It gets worse the hungrier
one gets, | might add; a vampire who goes too long without feeding is liable to demon-
strate a regrettable lack of self-control.
There are ather tell-tale physiological signs of my condition. My heart does not beat;
. thestrength of my will alone suffices to force the blood through my hody. My internal

ill live fm‘tﬁver %s,fum*er Unl ﬂi‘@ﬁstmw — and de-
st @ e vampires are every
@o!mm it engenders, remain
countless ages, can remain
d us and is replaced by another
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malicr toa coroner, as once I am truly killed 1 @ i)
mmnrmu however, l m not troubled by such

and it dm’sn t sit for more than a few sec:md§
eternity stretching hefore me, my dear, 1 h !
crouch over toilets, heaving ashes and gobliets into the bn

In layman’s tevms, then, I amapdongghuman. For
simply a blood- dnnl\mg ambuégp et, indisti
morgue unless 1 am moving about, ¥ save ﬂu’ niceties likgawi
bering to blink for company, such as yourself. ‘

Say thank you, dear. Keeping myself fresh and rosy- loaﬁm} for you is Lost'
than you know.

Ah, we return to the drinking of blood, the defining act, as it were.g
am afraid it is a necessity, though one can leave one's prey alive. Altthat requires is a
little self-control and a touch of effort to close the wound — and fig} we don't all drink
from the neck. You can cross another cliché off your list. The pro \yith leaving one's
prey alive, however, is that unless one has certain. . . protections/she fethgmbers. Such
hreaches of the Masquerade are not looked on kindly by the va Ipf%i‘f fwers that be.

t

Oftentimes, it makes more sense simply to kill. ‘

My DRINKING [DROBLEM
he crux of the matter, really, is that drinking blood not only allows me to perpetu-
ate my existence, but also provides a sensation unlike anything else this world has
to offer. What is it like? My dear, words cannot describe it. Imagine drinking the
finest champagne and the sensation of the most sensual lovemaking you've ever
experienced. Overlay that with the rush the opium fiend feels as he takes that first
breath on the pipe, and you begin to have some sense, some tiny, infinitesimal sense of
what it feels like to drink the blood of a kine — excuse me, a living human being. Your
modern-day addicts will lie, steal, cheat and kill for their little tickets to Heaven. Mine
is better, and it makes me immortal besides. Can you imagine the deeds I might commit
to feed that hunger? Don't hother speaking possibilities; the truth is worse than you can
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imagine. And I am considered to be a
gentleman of my kind. Now imagine, if
you will, some of my relatives, the ones who
aren't so nice as L.
They can — and do — commit acts
that even I don't wish to consider.
And here you are, poor little mortal,
learning how fragile your whole existence is.
Avre you starting to be afraid yet? You
should be.
Tue First FATAL SIp
1 Most cases, one receives one’s first
drink of blood on the night one he-
comes a vampire — one of the
‘Kindred," as we like to call ourselves.
The process is called “The Embrace,” and
has two distinct and rather difficult
phases. The first is simple: The-vampire
who wishes to create progeny drinks every
last drop of blood he can from his intended
‘childe.” This is no different from normal

feeding, save that one doesn't need to worry

about erasing the memory or disposing of
the corpse afterward, and that one gets a
very full meal indeed. The difference comes
afterward.

Once the last bt of blood has pulsed its
way out, the “parent” vampire — the
technical term is “sire," not that you care
et — then returns some of his ill-gotten
gains. He bites his lip, or wrist, or what
ever, and allows some of his blood to pass

his victim's lips. Assuming that the mor-




tal does not actively and successfully resist the process — few do, believe me — and
assuming that the sive has not delayed too long in granting this gift, then the blood trick-
les down the victim's throat and revives her, albeit as a vampire.

[t sounds simple, does it not? The truth is, as truth is always wont to be, more com-
plicated. My own Embrace would seem to be the epitome of the lushly romantic gloss
your age has put on my kind, and even so I shudder in retrospect at the memory. All of
the ingredients of romance were there — the candlelit boudoir, the half-drunk goblets of
wine, milady's pale heaving bosom — one would think we'd retreated from the party into
the pages of a novel. And so we tumbled onto the bed, and, at the height of passion, she
phmqed her fangs into my neck. Between the pleasure of the moment and the pleasure of
her feeding — yes, it is quite pleasurable foimortals, to the point of addiction for some
— L was quite content to drift away. | rgfgmbendistinctly thinking that my mother had
been right about me after all, and f}m!&@se L 4 would be the death of me, and I even
recall laughing as nry sive drank nty [jc 7 by

And then G !a\y there watching Iha{%nermg door.open bt\f(ﬂf fite; as-my soul
took tu/m[f tering stepsi/oward H&ﬂvﬂl&, calmly slit-her wrist and,poured the~,
,nm }fcﬂe&’ﬁa] life dvarfﬂma-U(om‘-, ke for .,\ i %rsheo eed, )

gr- g/in ti{efare oﬁﬁmce life zsm pload: i sty lj sa;g,d’
B ' r 4

proof that Twi ﬂhve And, when it bf(amﬁﬁrﬁmi [ would notbt‘ ascen by, The
shining door vanished with a feeling of ineffable sadness, leaving me with my sire and a
murderous hunger. Fortunately, my sive was kind enough to see me through the change;
she'd seduced my best friend prior to stalking me, and cached him in an adjoining room
like a shrike stocking its larder. While I felt my body dying cell by cell, he lay senseless,
waiting for my hunger.

Ah, yes, the hunger of creation. That little hit of blood that one's sive uses to bestow
the Embrace isn't much — a few drops with more mystical than nutritional significance.
They certainly don't provide enough sustenance to satisfy the hunger of a newhorn vam-
pire. So the newhorn childe had hetter pray her sive has laid in a few bottles or, better yet,
a few hodies for the moment, so that there's something to feed on right after the change.
I've witnessed the horror of newly Embraced Kindred giving in to that uncontrollable
hunger and ripping to shreds whoever was neavest in their madness. When that first
thirst is upon you, you will do whatever you must to feed. You will kill your lover, your
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child, your parent or your priest to sate that thirst, and you will be glad to do so — for as
long as the frenzy lasts.

There, my dear, is the rub. Because no matter how long you've in that state of frenzy,
no matter what triggered it — fear or hunger or pain or rage — no matter how long you
give in to the animal inside you, you can't control what you do and you always come
down. And that's when you must deal with the consequences of what you did when that
animal wearing your skin was in control. And the first frenzy is never the last. One
would think it gets easier to deal with that loss of control as one grows more experienced.
One who thought that would be quite wrong.

THe BEAST
vampire's animalistic sideisicalledithe Beastiin what is, 1 suspect, an attempt to
demonize it by dissocigtion wxlds, mevely giving the monstrous urge a different
name is not enotighdoltamé it ' the énil the Beast alWays wins, I'm told Tf one
survives long enough as a-vampire, ofre-sforced by onesown fiature to do some
obscene things. And eventalliponegels tcglimated'to commiitting those atrocities and
moves on to new ones; andaghaldveriwas human.inthat vampire dies. When the last it
of humanity in a vampize'dies~— aneboneeyqudaich enough friends, loved ones and
descendants pass into tegust offages, 1t does die, restabsured — then the Beast takes
over once and for all. The_ vamplre Vecamies an apimal. If youever reach that stage, the
odds are you won't even notice when yow'gebpiit dovn like a mad dog.

[f your will isstrong, and jou've got a decenit sense of self, you can hold out for de-
cades. Centuries, even — I have spoken toa Kindred who is over two millennia old. But
you are never, ever free of the fear that the Beast will one night triumph, and that fear is
what the Beast will use to bring you to bay.

Of course, the best way to fight the Beast is to keep oneself in fighting trim, and that
means eating reqularly. Then again, eating reqularly usually means that sooner or later,
you start killing kine — mortals, pardon me again — and the move kine you kill, the
easier the killing gets. So the Beast wins that way, as well. Even if you don't mean to, even
if the process begins with an accident, sooner ov later you get inured to the sight of a
brand-new corpse that you're responsible for, lying dead at your feet. After the tenth,
hundredth, thousandth or whatever corpse, it stops being a person and hecomes an object,
a vessel. A footnote in your history of the ages. And you, at that moment, cease to be
remotely human.

Vanrez: T Masousraot
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A R¥FTURNTO BLOOD
ut there's more to blood than just food, a lot more. There's power to it, so much so
that some vampires call it vitae — *of life." Blood above and beyond what is needed
to survive can be put to a variety of uses. The legendary vampiric strength or

speed? A product of the proper application/of blood. Invulnerability to mortal woes?

Another draught from the same well-Averadpistols emptied into my belly and not

slowed down a whit. Blood pow‘ﬂ&mﬁmjof Sitaqicalnlents ascribed to us as well;

you've witnessed one. And uf(nm((s can ﬂush bloaﬂm ty skin so as to appear, well,
almost human.,

There is a price to be.pa

Dj gaurse. The more blood Espend on such parlor tricks, the
more quickly I exhaust whitt#$iin my be!hj ﬂrc more qu](?dy empty my gut, the sooner
[ need to feed — and hunt meedfain.

You would prefer me to cfﬂiﬂéﬁtgha rade o warmth,,t}wn am in your deht. It is so
refreshing to meet a young per. jillingtg160k past appearances, don't you
think? Hmm? My deqr, were you s 5 _furrem clgc,yqu ‘d be a child to me.

“Young' is a relative tefh~ - 2

Tsk. I'm feeling a bit gy, VWould o zave to escort me out on the town? The other
option is that I leave you here as a prisond tpiﬂl d prefer not to do that. No doubt you'd
try to get inventive :1)1d escape, and 1'd los¢ some antiques as you smashed things in the
process. You, my dear, are replaceable. My posstssmﬂs are not. It's that simple,

THeLies
am quite glad you decided to come alorr | ﬁer all. Lucky, wasn't it, that 1 had some-
thing appropriate for you in the quest bedjoom’s closet. No, not from a previous
victim, if that's what you're worried almul, it's just that when the same situations
pop up over and aver actoss a dozen détddés, you learn to prepare for them. Surely

you don't think you're the first woman 1've §tfabled with since my Embrace? You are

lovely, but don't allow it to go to your hmd}'ny Aear,

It is cold tonight, isn't it? I see you're Stavingat my breath — yes, it is steaming like
yours. That's another use of blood, one that's quite useful for disquising myself in the
presence of vampire-hunters and other unpleasant souls. You'd he amazed at how many
of my kind have met their ends over the years because they forgot a tiny detail. The devil
is in fact in the details, and he's just as happy to turn on his putative servants as he is on
those who think themselves divinely inspired.

Protocu: A GarizenG of Buasts
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In the meantime, this wolf likes to blend
in with the flock, yes.

Hmm. Hunters. They're nasty, nasty
people, full of fire and drive for their self-
appointed mission. Most of them never
come within a half-mile of destroying one
of my kind; of the rest, the vast majority do
their causes more harm than good. They
cull the weak and the stupid from this state
of unlife, leaving better, smarter, stronger
vampires. Many hunters are self-em-
ployed, a ragtag rabble toting shotquns and
stakes as they stomp blindly through the
gardens of the night. Others work for
branches of your government, convinced
we're part of some enemy’s conspiratorial
attempts to bring down The American
Way. Imbeciles

The most dangerous hunters are tied up
with the Catholic Church and something
called the Society of Leopold. Don't be fooled:
It the Inquisition in modern guise. They, and
others like them, have learned just enough of
the truth about the Kindred to draw all the
wrong conclusions. According to your basic
vampire-hunter, we are all evil pawns of
Satan, sent to Earth to wreak havoc and serve
our Infernal Master.

That, contrary to what one might
think, is unequivocally merde. 1 hold as
master no man, vampire or devil; [ serve no
will save my own. Vampires simply
have....appetites and goals that diverge

it MASQUERADE
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e, most of which
that L am

There are a gre
SErve our purpos

sort of faith is realy
walk up to a prie
he's still asking G

Fikch. Sunlight? Well,
stinbeam to turn you to ash. The same for

that does h:m but it takeSmore than a
open flame — it burns you, but takes mo

Am Lin fact using “you” in all of t]
have no idea what came over me. ~ §

As for where we're going right no
we're going to a watering hole where th
predators about. You're also going to mee
Don't worry, you're perfectly safe from th
no intention of letting anyone hurt you to

véqathered, not realizing there are
hers of my kind, of different families.

FravorsorTHeE Broon
ere we are: Xero, the latest blip on
metropolis. The hot spots come and
into swing clubs and burger joints, §
eventually...this. The details don

asses for a nightlife in this dungheap
dance halls fade into speakeasies turn
meld into coffechouses, discos and

ter; there are always places where the

, at least until that night's money runs

Bthe ivony of the situation is lost to them.
he bouncer at the door is one of ours,
you see. e hat i cal's ghaul. Every o bftenligddyinks some vampire blood and in
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exchange gets a few of the perks of being a vampire. Just a few, mind you — ghouls are
most assuredly still mortal. The benefits to the arrangement are limited: ghouls don't get
the full range of our powers, but in exchange they are still capable of fathering children,
feeling the sun on their shoulders, and accidentally drowning.

Yes, ghouling is yet another property of the Blood. There are a great many things
about the Blood I haven't told you; I'm not being paid to tutor you, after all. Still curi-
ous? Well, how's this: Drink a vampire's blood three times, and you're hopelessly
enthralled with him. The resultant feeling of affection is called the blood bond, and if the
vampire responsible for it reinforces it, the hond can last forever. After all, it's not like
- one can even die to escape it. AT
: Can you imagine that, by thé way'r’ Bquzgfbrc "E%“’GE‘E m

that the love you havejor thep' — whidliisse srmﬂg yorLkil
isalie, a damnably ir he’jdHanqd'hem u.nd ovmg n,.‘ ]
being able to a’oad mn/d hl q e

Yes, it does sou ld like T'm
that works. Mindyour heg _

Ll

ATk .y

one, forever? Knowing
die for this person —
same time, and not

sn't it? Funny how
not all of the patrons

i p there. EactofCamesfhildermadl
childer, and they made childer, and so on, Caine realized his mistake, forbade the further
creation of vampires, and vanished.

Of course, with the cat away the mice did play. The younger vampires listened about
as well as one might expect, which is why I'm here. Of course, each step away from Caine
— each generation of vampires — is a little weaker, a little closer to mortal. Caine
himself is the First Generation, his childer are second, and so on down the line. The 13th
generation is about the last one worth the oil it will take to voast them in Hell; T am led to
believe that 14th-generation vampires are all mules anyway.

Never ask someone her generation. Doing so is considered fatally rude.

Vawpiz: Tt Masqueraoe
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That's not all theve is to it — can you hear me over this din? Why do mortals insist
on dancing to this, this neiseat such high volume, anyway? In any case, we're not all like
Caine. Heaven help the world if we were! Instead, each of Caine's grandchilder —
Antediluvians, we call these mythical beings, for they are presumed to predate Noah's
little Flood — supposedly bore unique mystical gifts and curses, and all vampires de-
scended from that particular Kindred kept those characteristics. We became specialized,
bred like hounds or racehorses, and those specialized lineages became known as clans.
Thirteen great clans are known to us, each distinct in powers and purview. Those powers,
by the way, we call “Disciplines.” For all intents and purposes, they're magical. You've
seen me use one of mine. Pray you don't see some of the others.

Oh, and then there is the Iyhad, of course. Yes, Jyhad. The Eternal Struggle, The
Great Game, or whatever poetic sobriguet one wishes to attach to it. NMost Kindred
would say the Jyhad, like the Antediluvians, is but a myth, and vey mﬂng believe it
deep in their cold, dead hearts. As the stories go, during the firstinfghts, e eldést childer
of Caine began fighting amongst themwlves using their ownchilder and thekine as |
pawns to be sent to and fro af@insteheminions of their rivalszNativally\sines we vam- -

yires are immortal, ihe:m(lem%erq‘uuadwom anflso rhe gaplvof}feml m'fd %
%"nmjany and counter continjgs s ey say — faﬂu.s very mg'ht with nd
participams.entirely unawil{tﬁpfrhel e struggle: f‘ﬁ!d?ed Versus Ka-mfri"q’d r}m
versus clan, mortdl ntion versus mortal nation, allat the 52’(91;;5 of hiddeh
puppetmasters. A silly notion, really. And yet, I have seen‘niamy srmngcfﬂnngﬂn the
night, and 1 occasionally wonder whether my actions are indeed my own.... Ah, well.
Existentialist piffle.

Anyway, please allow me to introduce you around. Do you see that woman over there
in the black lace skirt and top hat? No, not her, the ather one. Her name is Jillian. She's
one of us, but from a different clan than 1. Specifically, she is of Clan Toreador, the *Clan
of the Rose," as they call it. Art, beautiful boys, imagining themselves to be characters
out of Keats or Shelley — all these things are meat and drink to the Toreador. Or that
is what conventional wisdom would have one believe. 1 put little stock in stereotypes,
particularly the noble ones.

The gentleman in the charcoal suit and collarless shirt who's trying to be inconspicu-
ous in watching Jillian and her flock? He's Paolo, a Tremere. The Tremere are sorcerers,
quite nasty and secretive, Anger one and you'll have the whole pack of them expressing

Protocu: A GaminG of Beasts
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their disapproval all over you. And over in the corner, the ruffian in the biker jacket
looking all harsh and brooding? Devin. He's a By ujah, a rabble-rouser, and he's actually
hunting. Sooner or later, his Byronic demeanor is going to draw some female attention
he'll allow himself to be cheered up and taken home, and then. . .well, you know what

1 comes then.

Don't even think about trying to interfere, or I'll kill you myself. Think of yourselfas
watching a nature documentary. That's what's going on here veally. Survival of the
fittest. The herd of humanity loses one or two animals, but most get to move on, un-
harmed. It's balance between predator and prey.

That's what the Camarilla is all about, by the way, maintaining the balance. Mak-
ing sure that we don't vun amuck through the herd, and that vou don't learn that there are
hunters among you

What's the Camarilla? Not much, according to some vampives. In theory, it is the
umbrella organization of all vampires dedicated to providing order and maintaining the
Masquerade. In reality, it has only seven of the great clans, plus assorted hangers-on. A




couple of the other clans style themselves independent, and the rest are in a beastly cult
called the Sabbat. The Sabbat makes Devin over there look like a nursery-school
teacher; they're a lot closer to what the Inquisition thinks it's looking for than we
Camarilla types are.

Don't make the mistake that we in the Camarilla are nice, though. We're not. We
just realize that at this point, it is a great deal safer to coexist and try to work through
you than it is to try to fight you. Never, ever be fooled into thinking we're the “good quys.”

We just have move use for you alive than dead

No good prospects tonight, I think — Devin is hogging the spotlight. Let's get out of
here. ou look like you could use some air, and this place is beginning to bore me.

No, I'm not going to kill you and drink your blood in the alley. The act of granting the
Embrace should be done in comfort, in luxury. Besides, by now my ghouls should have
garnered sufficient nour fshnu’mﬁn your first Hunger; I'm a generous sort of sire

Please, don't act shacked. Ingenuousness doesn't suit your complexion. I've been drop-
ping hints all night, and you've been dutifully picking them up. Besides, you couldn't




S L ol

have thought I was going to tell you all of this and then let you just walk away? Oh, most
of the world would think you were crazy .i_f you repeated the story 've given you, but just
enough people wouldn't. They'd believe, and they'd tell other people. And the whole
thing would come tumbhling down like a house of cards

So, my dear, there’s no way I can let you walk out of this alive.

You can walk out of it dead, though. You know what I'm offering you. You know that
deep down, you want it, too. 1f you didn't, you would have tried to escape hours ago. But
here you are

So, lovely lady, am 1 going to make you live forever? Yes? I'm glad

Take my arm, my dear. Are you afraid yet?

You should be.
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Vampires

Bloodsucki

g corpses returned from the grave ro feast on
Hell who avoid
their punishment through life unlawfully stolen. Erotic preda-

the blood of the living. Monsters damned t

tors who take their sustenance from innocent, struggling — or,

perhaps, willing? — men and women

Since time's beginning, humaruty has spoken of the vam-
theundead, the demonic spirit embodied inhuman flesh,
the corpse risen from its grave possess

pire
J of o burning hunger for
g, from New Delhi to

ve

warm blood. From Hungary ro Hor

ofdelicious terror contemplating the deeds of th

New York, peaple throughout the w ienced chills

night-stalking

vampire. The vampire has haunted novels, movies, TV series,

video games, clothing, even hreakfast cere

Burt these stories are mere myths, right?
Wr

Vampires have walked among us from prehistoric times

he a great and secret

war since th

st nughts of human history. And this eternal
s final outcome may determine humanity's future — or

its ultima

damnation.

STORYTFLLING

The book you hold is the core rulebook of Vampire: The
Masquerade, a storytelling game from White Wolf Publishing
With the rules in this book, you «
roles of vam

1 your friends can take the
it the charactess” tiumphs,

ires and tell stories

failures, dark deeds and glimmerings of goodness.
In a storytellir

game, players create characrers using the

rules in this book, then take those characters throu

and adventures, called (appropriately enough) stories. S

sre told through a combi

on of the wishes of the pla

the directives of the Storyreller (see helow)

In a lot of ways, storytelling resemble
to Host a Murder. Each player takes the role
thisc

acter — in

avampire — and ¢ a form of improvisational

theatre, saying what the vampire would say and describing whar

e

the vampire would do. Mast of this process is freeform — players

can have acters say or do whatever they like, so lo

iractes

are consistent with the ¢
personality and abilities. However, certain actions are best
wdjudicated thro

this book.

Whenever rules and story conflict, the story wins. Uk

gh the use of dice and the rules presented in

: the

rules only as much — or preferably aslittle — as younced o tell

thrilling stories of terror, action and romance

RS AND STORYTFLLERS

Vampire is best played with a group, or troupe, of two tosix
ants. Most of these | I

nists similar to those

vampire characters — imaginary protag
found in novels, cinema and comics. In each troupe, however,
one person must take the role of the Storyteller. The

does not create one pri

rytel

y character for herself. Rather, she

acts as a cor f director, moderator, narrator and

referee. The Storyteller invents the ¢

through which the
players direct their characters, creating plots and conflicts from
ation. The Storyreller also takes the roles of suppart-

allies with whom the characters interact and

ainst whom the characters fight. The Storyreller

invents the salient derails of the story setting

T

antagonist

the bars,
tclubs, businesses and other institutions the charact

ICHErs Teact 1

frequent

The players decide how their cha
situations in the game, but it is the Storyteller (with the help of
the rules)

if the characters actually succeed in their
how well. Ultimately, the Storyteller is the

who decid

endeavors ar

me.




Brian, Cynthia and Alison have
play Vampire. Rob, Brian and Cynthia are Rob s playing
Baron d'Havilland, : Brian s playing Palpa
Nosferatusewer-dweller; and Cynthia is playing Maxine, a Brujoh
strect punk. Alison is the Storyteller, and she has decreed that the
characters have been brought before the vampire prince ofthe city
to face judgment for feeding in a forbidden area of the city.

Example: Rol gathered to

Ventrue aristocn

* Alison (describing the scene): The room into which you

ped is , opulent, and filled with mementos from eras
ranging from the ltalk
sance. A great iron chandelier, filled with candles, throws dim
light on alcoves filled with paintings and statuary. Sull, you
don't have too much time to look, for at the prodding of the
prince’s enforcer, Lord M

are drs

1 Renaissance to the Harlem Renais

axwell, you are rudely shoved before a
great vaken chair — almost a throne. The shadows seem 1o
cluster more deeply about the imposing figure that sirs in state,
ind g

commanding, unmoving g at you with burning eyes

* Alison (again, now speaking as the prince):
century have | keptorder in my domain. Like a careful gardenct
I have watched this ciry grow from a rural town to a thriving
metropolis. | have bested anarchs and squelched the plots of the
Black Hand. Through what temerity do you newborn whelps
now choose to flout my nule? Speak quickly and well, lese 1
personally stake you and leave you for the sun’s kiss!™

or over 2

The players may now decid
* Rob (spy

there has be

what to do:
aking as Baron d'Havilland):
1a misunders

“Milord, clearly
nding, as my colleagues and 1.

* Cynthia {(speaking as Maxine): “Do
for me,

't presume tospeak
weak-blooded toady! To hell with your rules, you
fascist prick! This is the 20th century, and Pl go anywhere |

damn well choose

* Alison (playing the prince’s none-too-amused reaction):
The prince’s fingers noticeably tighten on the arms of the
throne, and a low hiss rises in his throat.

# Brian{describing hischaracter'saction): Brlliant, Maxine!
Lavoid the prince's gaz
pillar, sh:

behing

and look around. Is there any sart of
low or other pl

e that | can unobtrusively slip

150, I'm going to use my Obfuscare (a magical invisibil-
ity power) to get the hell our of here.

What happens next s decided by the actions of the players and
the decisions of the Storyeller. As you can see, each player is the
arbiter of s or her own characrer's actions and words. Ultimarely,

though, it is Alisore. the Storyteller, who determines the prince’s

reaction to the characters” words or actions; it is Alison, speaking as
the prince, who roleplays the prince’s reaction; and it is Alison wh
determines whether the characters’ actions, if any, succeed or fail

WHATISA VAMpIRE P

Storytelling and role
of protag

2 games may feature many kinds
mes, players assume the roles of heroes
inafantasy world, or superheroes saving the world from villains'
depredations. In

anists, In some g

appropriately enough, players assume

the immortal bloodsuckers of the
horror genre — and guide these characters through a world
virtually identical to our own,

the personas of vampires

The vampires who walk the earth in modem nights — or
Kindred, as they commonly call themselves — are both simular
toand different from what we might expect. It is perhs

of the undead as if th

s best to

begin our discuss

y were a separate

species of being -
hw

sentient, with superficial simil the

rities I

ans they once were, but displaying a myriad physiological
and psycholc

myth and cine

ical differences.

mpires resemble the familiar monsters of
(There is enough truth in the old rales that
ted by deluded or confused morrals.) How-
ever — as many an intrepid vampire-hunter has leamed to his
sarmow — not all of the old wives' tales about vampires are true
* Vampires are immortal. True. While they can be killed
{a very difficult process), they do not age or die from natural

W ways, v

perhaps they were cre

causes. They need no food such as humans eat, and they do not
need to breathe.

* Vampires are living dead and must sustain themselves
with the blood of the living. Truc i
— its heart does not be s skinis cold, it
— and yet it thinks, and walks, and plans, and
speaks....and hunts, and kills. To sustain its artificial immortal-
ity, the vampire must periodically consume blood, preferably
human blood. Some penitent vampires eke out an existence

A vampire is clnically de
, it does nar breathe,

does not ¢

from animal blood, and some ancient vampires must hunt and
killothers of their kind to nourish themselves, but most vam
indeed consume the blood of their former species.

Vampires drain their prey of blood through the use of
retractable fangs, which are magically gifted to vampires when
they first become undead. Each vampire can also magically lick
closed the wounds made by their fangs, thus « the
evidence of their feeding.

Blood isall-important to the Kindred, for itis both the crux
of theirexistenceand the seat of their power. Mortal food, mortal
air, mortal love all of these things are meaningless to a
pire. Blood is the Kindred's only passion, and without it,
they will quickly wither and fall dorm
vampire can use its stolen blood to perform amazing feats of

va

nt. Moreover, each

healing, strength and other magic.

* Anyone who dies from a vampire’s bite rises to become
a vampire. False. If this were true, the world would be overrun
with vampires. V

mpires feed on human blood, true, and some-
2
imply perish. To return as undead, the victim

times kill their prey — but most humans who die fr

vampire's attack

must be drained of blood and subsequently be fed a bit of the
attacking vampire’s blood. This process, called the Embrace,

ises the mysti

al transformarion from human to undead.

* Vampires are monsters — demonic spirits embodied in
corpses. Fal
mbination of tragic factors draws them inexo
wicked deeds. In the beginning, the newly created vampire
thinks and acts much as she did while living. She does not
immediately wm into an evil, sadistic monster. Howe
vampire soon discovers her overpowering hunger for blood, and
res

and true. Vampires are not demons per se, buta

bly toward

+ the

lizes that her existence depends on feeding on her species. In
many ways, the vampire’s mindset changes — she adoprs a set of

atritudes less suited toa communal omnivore and more befittir

solitary pred

Vawrse: Trg Mascuerae




* Vampires die from a stake through the heart. Fal

TrHE EMBRACE




necessary to turn the mortal int
be performed on a dead hun

undead, This process can even
 provided the body is still warm.

Onee the blood is returned, the mortal “awakens™ and begins
drinking of his own accord. Bur, though animate, the mortal is still
dead; his heart does not beat, nor does he breathe. Over the next
week or two, the mortal’s body undergoes a series of subtle

ransort ns; he leamns 1o use the blood in his body, and he is

taught the special powers of his clan. He is now a vampire

Tue Hunt
Whenallissada
herwe

d done, the most fundamental difference
en humans and vampires lies in their methads of sust
nance. Vampires may not subsist on mortal food; instead, they
must maincain their eternal lives through the cons
blood — fresh |

imption of

an blood

Vampires acquire their sustenance in many fashions. Some

ite “herds” of willing mortals, who cherish the ecstasy of

the vampire’s Kiss, Some creep into houses by night, feeding
ng humans. Some stalk the mortals’ playgrounds —
ghtclubs, b

rs and theaters — enticing mortals imto illicie

liaisonsand disguising their predation as acts of passion. And yet
others take their nourishment in the most ancient fashion —
stalking, nd incapacitating (or even killing) mortals

who wander too far into lonely nocturnal alleys and empry lots.

attacking

Tre NOCTURNATL WORLD OF THE VAMpPIRE
Vampires value power, for its own sake and for the security

it brings

goods, riches

andthey find it ridiculously easy to acquire mundane
1 influence. A mesmerizing glance and a few
words provide a cunning vampire with access to all the wealth,
Some powerful vampires are

nd servants he could desire

power
capable of implanting posthypnotic suggestions or commands in
mortals' minds, then causing the mortals to forget the vampire’s
presence. In this way, vampires can easily acquire legions of
unwitting slaves. More than a few “public servants'
rate barons secretly answer to vampire masters.

wd corpo-

Though the

mpires tend o remain
a the cities. The city provides countless opportunities for

are exceptions,

close
nd the wilderness often
the home of the Lupines, the

predation, liatsons and politicking —
proves dangerous. The wikds

werewolves, who are vampires' ancestral enemies and desire
nothing more than to destroy vampires outright
THEJvHAD

Many vampires seek to have nothing ro
choosing instead ©

vwith their kind,
exist and hunt in solitude. However, the
civilization of the undead is a manipulative and poisonous dance,
and few vampires are left entirely untouched. Since the nights of
antiguity, the Kindred have struggled forsupremacy, inan ancienr
and many-layered struggle known as the Jyf
have all been pawns in the secret war, and
vampiric conspiracies haveinfluenced much { though by no means
all) of human history. Few things are as they seem in the
noctumnal world; a political coup, economic crash or soci
may be mey

wl. Leaders, cultures,
nations and arm

ampires'
rrend
centuries-old
ows, mantpulat-

v the surface manifestation veiling

nd from the sha

struggle. Vampire elders co
ng mortals and other vampires alike — and the elders are often

manipulated in twm. Indeed, most combatants m:
realize for whom they f

Y ot even
ght, or why.

Reputedly begun millennia ago, the Jyhad rages even today

Though skyscrapers ake the place of castles, machine-guns and
missiles replace swords and torches, and stock portfolios substitute
for vaults of gold, the game remains the same. Kindred battles
Kindred, clan battles clan, sect batrles sect, as they have for eons.
Vampiric feuds begun during the nights of Charlemagne play
themselves out on the streets of New York Ciry; an insult whis-
pered in the court of the Sun King may find its
e takeover in Sao Paolo. The ever-sw

eIf answered by a

lling ¢
countless apportuniies for feeding, powermongering — and war.

oo

ties provide

Increasingly, vampires speak of Gehenna — the long-proph-
esied night of apocalypse when the mast ancient vampires, the
mythical Antediluvians, will rise from their hidden laies to devour
all the younger vampires. This Gehenna, so the Kindred say, will
presage the end of the world, as vampires and mortals alike are
consumed in an inexorable tide of blood. Some vampires strive to
pre Gehenna, some fatalistically awai it, and still others
consider it a myth. Those who believe in Gehenna, howey

that the end time comes very soon — perhaps in a matter of y

How 1o Use THiIs BooK

This book is divided into several chapters, each of which is
designed to explore and explain a specific area of the g
Remember, though, that in a storytelling game, the most impor-
tant aprer” is your imagination. Never let anything in this
book he a substitute for your own creativiry

Chapter One: A World of Darkness describes the Kindred
and the world in which they hunt.

Chapter Two: Clans and Sects describes the 13 gre.
“clans” of K
alleg:

me.

ndred and the organizations ro which they hold

nce.
Chapter Three: Chara
for creating vampire characters.
Chapter Four: Di;

of the undead

instructions

cter gives step-

iplines delincates the magical powers

Chapter Five: Rules provides the basic means of resolving
the characrers’ various actions.
Chapter Six: Systems describes o plethora of ways to

simulate everything from gentle seduction to brutal combat
Chapter Seven: A |
ancient history and bloody
Chapter Eight: Storytelling rells Storyrellers how tw build
entertaining stories in which to involve the characters
Chapter Nine: Antagonists gives nores on the Kindred's
(few) friends and (many) enemies.
Finally, the Appen

vanced players.

7

istory of the Kindred recounts the

feuds among the Children of Caine,

provides addenda and rules for ad

Live-AcCTION

Most Vampire games take place around a tabletop, and
the players describe what their characrers say and do. How-
ever, games can also be conducted through Live-action play

Vawrmse: The Masquerane




This exciting form of gaming be:
tional theatr

15 sinilarities to improvisa-

nthat players actually dress as their characrers

and act out their characters’ scenes as though they were

sin a play. Th

act s. rather than saying, "My character

walks over to the table and picks up the ancient docume
you, the playe alk over taa properly
decorared table, and pick up the “ancient document” (proh-
ably a prop created by the Staryteller — for example, a piece
of parchment that's heen scorched around the edges to give
it the appearance of age with a little flour “dust”).

A Storytellerstill guides the s
Storyteller describes special fe

would actually get up, w

ction and directs the plot; the

tures of the setring, oversees
challenges the characters undergo, and may interrupe the action
at any time

Live-action roleplaying does not typically use dice; alter-
nate systems, such as those presented in White Wolf's Mind's
Eye Theatre line of products, take the place of dice when
determining the results of challe

es. Most situations are re-

solved simply through acting and the Storyteller's decisions,

SAFEGUARDS

Some rules are necessary to ensure that live-action is safe
and enjoyable for all participants and bystanders. Unlike any
other rules in this book, these rules must be followed

: Period. All combar and physical interac-
ndled through dice or other abstract s
Players must never strike, grapple or otherwise touch anyone
during the game. It is the Storyteller's responsibility to call a
time-out if one or more players get overly rambunctiou:

tion must be ems.

+ No Weapons: Props such as hats, period dress and canes
are great in a live-action game. Weapons aren't. Period. No
nd nothing that even remotely resembles a
firearm. Don't even bring fake swords, squirt guns, or foam
rubber weapons. If your character must carry a “weapon,” take
x 5" card and write “Gun” or “Sword " or whatever on it; during
combat challenges, present the card to the Storyteller, who will
adjudicate its use in p

ay

* Play in a Designated Area: Live-action is meant to be
played in the home or other predesignated spot. Don’t involv
bystanders in the

game, and make sure everyone in the area, or

the are:

, understands exactly what you're
1 look disturbing, even frightening, to those
who aten't aware of whar's going on. Don't try to shock or
intimidate passershy; this is not only immature, but could also
lead ro well-deserved prosecution.

* Know When to Stop: If the St
1k in the

who passes throt

doing. A game ¢

lls for a rime-out

ryteller ¢
action, stop immediately, The Stor

orother br eller is

still the fis
rame is over for the night, take out vour fangs and call it a night

* 1t's Only a Game: Live-action is for having fun, If a riv
wins, if a character dies, if a plan goes awry, it'snot the end of the
world. Sometimes folks like to get rogether outside the
talk about it — say, a group of players who form a neonate corerie
gathers to complain about their sires over piz: and there’s
nothing wrong with that. But calling your clanmate up at four in
the moming tc
things too

al arbiter of all events in the game. Likewise, when the

ask for her assistance in your primogen bid is takir
Remember, everyone's doing this to have fun!

The Bottom Line: Live-action can be one of the richest
and most satisfying storytelling experiences, ifhandled maturely
and responsibly. We're not kidding about that “maturely and
responsibly,” folks. In live-action, you are the prop, so it is
imperative that you treat yoursell and others with utmost ¢

dignity and respect. This game is emphatically not about “real”
blood-drinking, hunting, fighting ar erotic activities, You are

not a vampire, you only play one in the game.

SouRCE MATERIAL

Vampire, of course, pays homage to a long-standing and

thriving g

Thevampire/gothsubculture waxesand wanesin
the public eve, but is perennially alive (or undead) and kicking
“The followi gare.afew important influences on Vampire: The
Masquerade and the Warld of Darkness.

Recommended literature includes: Dracula, by Bram
Stoker; Interview with the Vampire, The Vampire Lestat, and
The Queen of the Damned, by Anne Rice; Lost Souds, by Poppy
2. Brite; Brian Lumley's Necroscope series; The Hunger, by
Whitley Streiber; and [ Am Legend, by unh‘.m Matheson,
The vampire plays a role in the Romantic poetry of Byron,
Shelley and Baude
oruniversity library and re
legends of vampires around the world

aire

well, cruise on down to a public

d some of the scary ald myrhs and
The vampire hasalsoplayed a role in film. Bela L
Dracula and M
of the genre. Other good (or ar least amusing) films include
The Hunger, Near Dark, Vamp, The Lost Boys, Salem’s Lot, the
Cristopher Lee Hammer Horror films, and the anime flick
Vampire Hunter D. Coppola's Dracula is ot the best in terms
of plot, but does have lush cinematography. For camp, Buffy
the Vampire Slayer and From Dusk Till Daum provide some
entertaining moments.

1's silent Nosferatu are the granddaddies

In terms of capturing the ambience of the World of Dark-
ness, try Blade Runner, Tim Burton's Bagman (first filmonly), The
Silence of the Lambs, Trainspotting, New
Hitchcock

Jack City, and most

INTropuCTION




*So we are agreed that one of usis toassume Father'sname and titles

Seven fieads bowed in assent. There were seven men in the room, all remarkably similar
in build and appearance. Each had a strong chin and an aristocratic face; each was
dressed in finery far too warm for the Castilian night. Outside, voices cried out in
S%anisﬁ and Portuguese —merchants Rawking their wares, their wines, their women.
The voices floated in through a single window;asdid the light of the sliver of moon to
the west.

“If it becomes common knowledge that our sire has been destroyed, the consequences
will be...unpleasant. It will give hope to the anarchsand their puppetmasters. It will
cause some of our younger brethren todefect to their cause for fear of our weakening.
And it will'cause division in the councils of our father's peers, delaying the

uni hﬁcation of the clans. I find all %{ these to be unc[esira&e results” Tfie speaker was,
perhaps, the eldest of the sevengat ered. He sat in a tall chair cushioned in red, its(egs
carved (ike (fons' claws and gilded. The others sat in smaller, lower seats. One of those,
seated closest to the window, spoke.

“But which? And what ste B}:s toensure the secrecy of the matter? Should the charade be
exposed, the damage will be worse than if we just admit to Father's destruction.”

The eldest shrugged s(ightly. I had thought that,being closest to Father in age and
power...” —there were some murmurir:Ps at this —<...that I would become him, so to
speak. And that I would re(y on our bond of shared [ineage to ensure your silence.”

The others (ooked around, eyes meeting aseach silently tested hisbrothers resolve to
mount a challenge. Then came the babble of reassurances that yes, of course, they would
be a part of this plan.

“Your show of solidarity is touching, brothers. If you will excuse me A’nr a moments”
And the eldest childe of Hardestadt rose and walked to the door of the [ibrary, whicha
ﬂ&ou{ servantonce in the service (o_f the Knigfits Templar held open for him. Befrind

im, he heard the clatter of metal goblets against the wooden tabletop ashisbrethren
reached for the refreshmentsherd f?ac[ set out fours past. Each cup contained a mix of
the vitaejf various powerful and ancient Cainites, all (ong since destroyed by
Hardestadt the Younger. Each also contained some of Harr?estu.dt's own vitae, masked
by the headier flavors of e(der blood. This was not the first time Hardestadt had
assayed such o’ subterfuge; bending a wine steward’s will wasan easy matter for one of
Hardestadt's power.

Silence would be assured, yes.



The world of Vampire: The Masquerade is nor aur own,
h for fearsome discomforr. Rather, the
world inhabited by vampires is like ours, but through a lookir
lass dlarkly. Evil is palpable and ubiquitous in this world; the
final nights are upon us, and the whale plar

though it is close en

zo0r's

trectersona

sion. It is a world of darkness.

Superficially, the World of Darkness is like the “real” world

weallinhabit. The same bands are popular, violence still plagues
and corruptioninfest the same governments,
ks to the same cities for its culture, The World
iberty, an Eiffel Tower and a
CBGB's. More present than in our world, tt

theinnercity, g

ind societystill ko
of Darkness has a Statue of L

ugh, is the unde:

current of b

or — our world's ills are all the more pronounced

in the World of Darkness. Our fears are more real. Ou

govern-
ments are more degenerate. Our ecosystem dies a bit more each
night. And vampires exist

Many of the differences berween our world and the World

rkness stem from these vampires. Ancient and inscrutable,
the Kindred toy with humanity as a cat does with a trapped
mouse. The immortal Kindred manipulate society to stave off

the ennui and m

aise that threaren them nightly, or to guard

against the machinations of centuries-old rivals, Immorality is

curse o vampires, for they are locked in s

ant existences
wnd dead bodies

This chapter examines the vampires’ world. The World of
Darknessreflects the passion and b

wof itssecret masters, and

the hope of redemption is th mast denizens

of this cursed place go on li

i
A

THE WORLDOFIDARKNESS

Th
Vampire:
pulling the strings of humanity. \

greatest difference between our world and that of

The Masquerade is the presence of immortal mon-

ste

lence and despair are

more common here, because they need to be in order for the
Kindred to continue their existences. The world is bleak, but

nt commodity — perhaps 100 present

CSCAPE IS AN ever-pre:

composite of its populace and their

GOTHIC-PIUNK, AND

[PorteENTS OF THE FUTURE
G

physical nature of the World of Darkness. The environment is

hic-Punk” is perhaps the best way to describe the

1 clashing mixture of styles and influences, and the tension

used by the juxtapasition of ethnicities, social classes and
subcultures makes the world a vibrane, albeir dang

15, |
the World of

i, bedecked with

ice.

The Gothic aspect describes the ambience ¢
Darkness. Buttressed buildings loom overhe:

argoyles. Residents are dwarfed

classical columns and grimacing

by the

heer scale of architecture, lost amid the spires that seem
lworld
banner

togrope toward Heaven inan effort to escape the physic
The ranks of the Church swell, as mortals flock te

that offers them a hope of something better in the hereafter.
Likewise, cults flourish in the underground, promising power

ind redemption. The institutions that control sciety are even

are inour world, for many

nd conservative than the

in power prefer the evil of the world they know to the ch

engendered by cl It is a divisive world of have and have-

not, rich and poor, excess and squalor




The Punk aspect is the lifestyle that many denizens of the
World of Darkness have adopted. In order to give their lives
meaning, they rebel, crashing themselves against the c
power. Gangs prowl the streets and ongani
underworld, reactions to the pointlessness of living by the

s of
enime breeds inthe

book.” Music is louder, f: more violent or hypnotically

and supported by masses who find salvation in its

monotond

escape. Speech is coarser, fashion is bolder, art is more shocking,
and technology brings it all to everyone at the click of a button.

The world is more corrupt, the peaple are spiritually bankrupt,

and escapism often replaces hope

Asifthisweren't fearful enough, the last few years have seen
aquiet bur pervasive dread grip the Kindred community. Many
Kindred whisper of the Jshad, the etemal war or game said to

consume the most ancient vampires. This struggle has been
waged since the dawn of rime, but many vampires fear that, as
one millennium passes to the next and the curse of undeath
grows weaker, an apocalyptic endgame is at hand. Signs and
portents, many recorded i the prophetic Book of Nod, trouble
vampires of all clans and lincages, even those who profess not 1o

covens and Camarilla salons alike
speak of turmoil in the East, of armies of Clanless rabble, of
vampires whose blood is so thin that they cannot Embrace, of
meetings with mysterious elders whose vast power betrays no
discernible lineage, of black crescent moons and full moons red
as blood. All, say the believers, are omens that the Final Nighes
and that the end of all things is nigh.

believe. Whispers in Sab

are approach

Some Kindred believe that a Reckoning isat hand, thar the
powers of Heaven are preparingat last ta judge the vampires and
what they have made of the world. Others speak of the Winnow-
ing, or Gehenna, the night when the most ancient vampires will
rise to consume their progeny, taking their lessers’ cursed blood
to sate their own hunger. Few admit to such superstitions, but
pable tension in these nights. Elder vampires play
their hands in one fell swoop, negating centuries-long schemes
inasingle mad flurry of action, The war packs of the dread Sabbat

hurl themselves at the fortresses of their enemies, for they fear
they might not get another opportunity. Cells of Assamite
cannibals, formerly held in check by a great curse, hune other
vampires and ravenously drink their blood. Vampires of uncer-
tain lineage are hunted down and destroyed by paranoid elders,
who fear them as harbingers of Gehenna. Thoug
special virtue ortals, it is practiced less and |
and the whole Kindred world teeters on the v
collective frer

h patience is a
ongthe i

as,

se of a great

Gothic-Punk is a mood and setting conveyed during the
course of the game. The greatest share of creating this
ambience falls upon the
consider their characters” stake in it as well. The ambience
is also a matrer of taste. Some troupes may prefer more
Gothic than Punk, while others may want equal amounts of
both elements, or little of either. In the end, it's your game,
and you are free to make of it what you will. Simply bear in
mind that

wryteller, but players should

periencing the world is a shared endeavor, and
everything the players and Storyteller do helps make thar
more believable. Actions, settings, characters and
descriptions all convey the Gothic-Punk aesthetic

world

CrriEs

Vampires are inherently creatures of the city, though some
claim this is a matter of decision rather than nature, Urban land
scapesoffer everythinga Kindred could want: near-infinite supplies

of blood, enough contact to satisfy the mose social of vampires (and
enoughseclusion tosatisfy the most isolationist), and refuge from the
werewolves who linger in the rural

Unfortunately for the Kindred, cities are breeding grounds for
the events of the Jyhad, the great cannibalistic war thar has raged

lands beyond the ciry lights

among the undead for longer than the eldest vampires remember.
The night is as capricious as the Kindred themselves are, and long
e peace can enupt into bloodshed with little or no
warning. As vampires cling to the cities for protection and suste-

nance, juxtaposition with other Kindred is inevitable.

periodsof rel

In the nights of old, when humans were fewer and cities not
socangested, Kindred often stalked their hunting groundsalone,
g another of their kind. In the modem era, contact
with other pred:
of powerusually exists within
own territories, the princes
alons, lawless

never se

ors is nearly unavoidable, and so some bal

nce

city. Elder vampires control their
f the undead govern with iron
narchs clash on the streets of the slums, and wild
ampiric fétes take place far from the eyes of mortals. Even the
gravest Kindred conflicts occur behind the veil of the Masquer-

ade, the code of silence that prevents the Kindred from revealing
themselves to the humans around them

aradises to the
, they risk losing their unlives to starvation or
the claws of werewolves. By staying, they may indulge their
passions, but inevitably clash with other

Ironically, the
Kindred. By leaving

s are both prisons and

of theirkind. Itisa tense,

nd one devoted tost 1 curses

ingoff the my:
of immortality: depression, futility and maddening boredom.

A rough ratio of vampires to mortals has evolved in the last
century. Many vampire princes enforce a limit of one vampire
per 100,000 mortals, in the interests of keeping the existence of
the Kindred asecret. Nonetheless — and particularly in the last
few ye
population of Kindred is becoming a very dire concern. In cities
that do not slavishly heed the Masquerade, such as those under
Sabbat control, the ratio may soar to two or three times the
acceptable level. Overpopulation is not an easy problem ro
address; arbitrarily deciding which vampires may stay and which
must suffer the Final Death is a matrer of policy no prince wishes
o decide, except in the mast critical of circumstances,

es exceed this ratio, and the ever-growing

rs — some |

Some vampires, though, feel that the situation will be
addressed forcibly. Young vampires of weak hlood appear with
increasing frequency in the eldens cities, and many Kindred
whisper that the time of the “grazing,” when the hidden masters
of the Jyhad will arise and devour the rest, is nigh.

TrHe KINDRED

Vampires have lon

been feared as rapacious monsters of

the night — terrible black forms sweeping out of the darkness to
steal infants from their cribs and ravish the blood of innocents,
Vampires are also creatures of deadly beauty, inime

and predatory sensuality.

5¢ PASSION
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Each vampire is unique, and each has her own fascinating
story 1o tell. The most important characte ;
More i
act that
i

s are parasites, cursed by

ristic all vamp

is their damnation portant than any

cisthe

vampiresare undead
ities fall seco

the inescapable urg

y originated

wizes this theme over all others, Vampires
w does it feel 1o leave a dead, blovdless child in
ilslike pawns on a chesshoard?
n

adumpster? To manipulate

To suspect that the elders wie u
To eke ou
to the wiles of the Beast and tear
went victims to shreds?

15 an unwitting wes

against their ancient foes! unlife of secrecy and

k

wdshed? To succumb

Inresponse totheir enviranment, the Kindred have evolved
1 complex saciety that exists just aut of sight of the mortals who

fluence and many
mlife make the Kindred who they are., Part of

surround them. Age, clan, sect, sire, power,
other aspects o

any Kindred'

being umber of social castes

s membership ir
wnd enforcing
the Kindred
 the Beast that roils within them. Vampir
ade is, in fact, a double entendre. Not only do vampires

that grace vampire society. By creatir

isions

and roles for themselves, no matter how artific

The

hide from mortals, they hide from themselves as well, pretending
they are not the horrars they have truly become

One way the Damned distinguish themselves is through a
combination ofage and generation, or how far removed a Kindrec d
itor vampire, € Young »

s their elders o be afford

is from the pro

prove themsely

ind Kindred society s off

0

are always looking for assets and

immos

Damned themselves. There is a small degree of moby
Kindred
in:

ity, however, as elde

allies who may aid the t their rivals in the Jyhad
Th arest status is
pires of the Third G

Kindred 1o be legen

corded to the Antediluvians, vam.

neration. Most vampires consider these
ry

certainly, none has been venifiably

seen in the modern nights. The lowest rung of status is held by

rank neonates and the clanless Cairiff, those claimed by no clan

or with blood too weak 1o trace a proper line
* Antediluvians: These ancient vampires, if they exist at all,
are likely the most powerful en

tures in the world. Members of the

Third Generation, the Antediluvians are only two steps removed
from the First Vampire, Caine. Antedily
sleep, affect all wir

vians, when they choose

to rise from their lor hom they come in

[ of their d

contact; accordir s few fractured accounts ¢

they possessvin
th
been destroyed
Kindred, and innumerable

Iy godlike power

ceording to Kindred

e were 13 ong Antediluvians, h some have

ir eternal stry he Jyhad, touches all

n and deception

make the plots of these Ancients almost imperceptible.
* Methuselahs: If the Antedi Kindr
gods, the terrible Methuselahs are demigods and avatars

5 are the

At a

wo thousandth year,

nt between avampire's thousandth a

ak

ave cha

physical, while at other times it is mental or

are of the chan ¢ end result is o

ever i

nce of humanity, Having truly moved
the realm of the supernamural, the
] here they may slumber

from the earthly int
Methusel.

impires. Thetr powers




e to direct their inscr f vampires are ancill
callyortelepathically

y from newly released flec

years or mare. Marked

ed thems e el

mpires who might vight make

o uncarthly beauty th pon. Some arc

more likely, wall fall as pawns ir
Irink only ers control the

xcept Caine i

dare. The
jualifies a

srld mi neilla in )

the Earth. Elders keep a strany ) eswha

: I ‘ elders who enfc

narchs sor

have maintained

* Ancill

3 s ckals, scavenging their unliv
the lac o greater Y




their sires’ identities (and thus having no sense of lineage) or by
be
t

vz ofsuch a weak generation that no identifying clan charac-
isticsare discernible. Caitiff are almost universally regarded as

bastard children and orphans, though some rise to a deree of

prominence among the anarchs. Once there were few Caitiff,

but the post-WWII period has seen a sharp increase in their
numbers. Some clders whisper direfully of the “Time of Thin

Blood™ that significs the imminence of Gehenna

THEEMBRACE ;

Not every victim of the vampire’s Kiss riscs
Kindred he
efts

come

elf — makin,

4 new vampire requires a conscious

1, and often permission. The Embrace is
mortal intoa vampire. Whena vampire wishes to sire
eny, her hunts take on a new characteristic. No lor
the Kindred simply

e term for the

ct

does

irch for suste instead, she becomes

anc

more aware and cunning, looking for the perfect combination ¢

personal behaviors that warrant immaortalicy.

The reasons for Embracing new Kindred vary from vampire to
vampire. Some sires feel great remorse over their undying curse of
vampirism, and se

cct mortals who migh
the depraved race of Kindre
thinkers, ¢
be preserved forever. These Ki

‘wivesomething bac
A few vampires look for great artists,
alents should
ndred often suffer greatly when they

reators or just ¢ assionate souls whose

sce what their sclfishness wreaks upon those brought into the
forthe Embrace often destroysthe spark of creativity. Kindsed lack
theability 1o truly innovate — they rid

wn trends rather than
set them, and even their most inspired works are nothing more
than pale imitations of mortal work thar has gone before. It is an
irony that those Kindred who would preserve a childe
actually do more dam:

e hu

s gift forever
to their progeny's talent than simply

allowing it t
Other Kinds

rally ever would.

are vindictive and spiteful with the Em.
brace, choosing mortals whom they wish to see suffer. Some
| Malkavians delight in bringing the truly and
to their ranks, hoping to glean some new
tht from a fledy

particularly ¢

pitiably insane

ing's madness as she sinks into despair. The

hideous Nosferaru also delight in Embracing the vain or beauti-
ful into their clan,
as sh

he anguished shrieks of the childe
mes a malformed horror. Even the Toreador, in therr

njoying

neracy, sometimes select childer for the purpose of asserting

their superiority over.those who had been spoiled in life.
Most Kindred, however, Embrace our of loneliness or desire.

These vampires are invariably the worst offas, after the culmina

tion of their lust or anguish, they are left not with soulmates, but
with monsters every bit as callous and predatory as they are.
Kindred rarely Embrace capriciously — the right to create a
ilde i selddom granted. and those who observe the Traditions are
loath to squander an opportunity that they may not receiv
forathousand years. Some vampires, though, are lighty, negligent

B

or simply heedless of a prince’s right to destroy them and their
progeny. The ranks of the C
know their lineag

tiff swell with Kindred who do nor |
lly rose after being left for dead by i

accident

careless vampires, or otherwise left sires who cared little for them, |
. , |
The physical act of creating a Kindred is not complex, though {4 |
manysiresrefuse toinstruct their childer in the process, The vampire | )
Vamere: Toe Masqueran &
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first drains his victim'’s blood 1o the point of death — which is not
difficult, for once the Kiss is administered, the victim is usually too
lostin the agonizing rapture to resist her artacker. After removingall
of her prospective chikde’s mortal blood, the sire places a quantity of
her own blood in the childe’s mouth. This amount , as some
ampires literally suckle their childer at their own wrists while other
Kindred place the tiniest drop on their childer's lips and watch as the
Beast takes over thereaft mpires of the Sabbat reputedly

Embeace theis childer and then bury them, forcing the progeny
literally to dig themselves out of their own grave

aries

Whatever course is taken, the childe then dies a mortal and
spiritual death, only to rise unnaturally afterward. Most of the
time, dying 15 a period of great pain and anguish; the childe
suffers spasms and shock as her body sloughs off the mortal coil,

The instant of rebirth, by comparison, is perhaps the
st pleasure a Kindred may ever feel, and is likely the last

e
true ecstasy the vampire will ever know. As the mystical process
transforms the now-dead corpse of the childe, it evens out
imperfections and often makes the body beautiful, albeit in a
surreal mannier. Such beauty is frightening to behold, a predatary
grace like that of a shark or venomous snake. The childe's senses
also hone to an uncanny level, revealing sounds she has never
before heard or heeded, tactile stimuli never appreciated with
touch, panoplies of color imperceptible to the human eye, and
myriad individually distinguishable smells.

The vampire’s sense of taste heightens as well, though
toward a single, terrible flavor. Only one substance satisfies the
ampire: human blood. From the moment she rises, the vampire
is a slave to the passion of her Hunger, and every night from her
Embrace to etemnity she will experience a starvation that can be
sated only by preying upon members of her former species.

Afterthe Embrace, the childe is known as a fledgling, under
the protection and guidance of her sire until that sire deems her
ready to face the night alone. It is the sire’s responsibili
educate the childe in the ways of the Kindred, though such
education s rarely formal, oftenspotty, and alwaystainted by the
re's jealousies and prejudices. Many sires, desiring conspirators,
sycophants or outright dupes, poison the minds of their childer
against their enemies or intentionally leave out important bits of
information, the better to rein in the childe later

E

y to

ST NIGHTS
As the childe slowly enters the world of the Damned, she
learns about the society of the undead through her sire’s tutelage
and accumulated experience

should the sire introduce her to
other Kindred, the fledgling may gain a firsthand knowledge of
the pomp and ritual associated with the vampires' society. Most
sires, however, sequester their childer from other Kindred,
fearingthat exposure toother vampires may sway their younglings’
knowledge away from what the sires wish them to learn.
Many of these first nights are spent learning what it means
to be undead. The childe inevitably meets her Beast, and either
alls to frenzy or learns early on how tosubjugare its wild call. The
sire may offer aid and guidance in thwarting the Beast, or he may
watchas it overtakes his childe, then admonish her for weakness
afterward. It is now that the childe learns that undeath is indeed
a curse — despite the power brought by the Embrace, she is no

longer entirely herself, and must forever e wary of the H
that burns inside her

Alsoat this time, the childe le:
the emotional capacity possessed by mortals. As
childe's heart has died, |

unger

s — too late

toappreciate

vampire, the

ving her a cold corpse incapable of truly
feeling anything. Most vampires compensate by making themselves
feel, conjuring up memories of emotions long dead. Desperation is
all tha remains in the hearts of many vampires, as they realize what
they have lost as their mortal selves died.

The i
fledglings

ak revelations. Many
ope with the terrible new world of night into

t nights are a time of bl

which they have been reborn, and choose to meet the obliterat-
ing rays of the sun rather than continue their ¢:

istences.

HunTtING

The most important lesson a newly Embraced Kindred
learns is how to hunt for human prey. The sire inevitably takes
an important role in this process, either instructing the childe in
the art of feeding or leaving her to her own devices and offering
erward

criticism a

The malice in a Kindred's personality tends to come to the
fore when instructing a childe how to hunt. Many vampires offer
no “weaning period" to their childer, wherehy the vampire may
subsist on the blood of animals. In fact, many sires fail ro inform
their childer that animal blood may sustain a vampire. They tum
the childer upon humankind immediately, forcing them to prey
upon what they once were.

A childe soon learns th

 the hunt is the crux of a vampire's
existence. Of all the practices to which the sire ntroduces his
childe, feeding is the only one absolutely mandatory to the
existence of a vampire. Thus, many sires guide their childer into
savoring the hunt, stoking their passions on their prey's terror or
basking in the anticipation of a dra

ght of blood even before it
courses over their lips. The vampire's feeding, known as the Kiss,
engenders great
vampire feeds. Needless tosay, the Kindred feels physical bliss as
well, as nourishing vitae rushes in to fill the void in the vampire’s
soul.

sy in the vessel the person upon swhom the

Kindred feed in numerous manners, as best befits their
personalities. Some Kindred prefer the brutality of feeding from
whomever they choose, roughly handling their ve
them broken afterward. Others go to gr
sensuality
ing veritable harems of mortal lovers from whom they can feed.
Still other Kindred steal their vessels” vitae without their knowl-
edge, feeding from the sleeping or the oblivious. Kindred also
experience the aftereffects of drinking from vessels who have
peculiarities of blood — the vitae of an ill individual tastes poorly
and may have an adverse effect on the vampire, while a Kindred
whofeeds fromadrunken or drugged vessel will feel s if she
is drunk or high. A few Kindred enjoy this vicarious debauchery,
and select their vessels specifically for such intoxication

Intheend, ea
and preferences when feeding
pire an opportunity o find these preferences
enjoys watching his childe take the first

at lengths to increase the
he Kiss, concocting elaborate seductions and

gather-

erself

hv style

mpire cultivates her own particul

Learning to feed gives the vam

and the sire often

fumbling steps
toward becoming a true predator. Kindred must remember,
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forced 1o ing

v with their fellows
ts of the
detached Kindred entirely untouched

at some point in their
unlives; the moveme

yhad rarely leave even the most

The society of the Damned is as structured as any mortal

institution, if not more so. Numerous offices, ritles
sibilities circulate among the upper echelons of a city's Kindred
and these pasttions confer great power
panying peril, as those who would shake the foundations of a
Kindred power structure often come looking for obvious title-
holders

nd respon-

albeir with an accom

The following societal table:
of the sect known as the

ax apply primarily to Kindred
Camarilla. As the upholder of the
Masquerade and preserver of the ancient traditions of power, the
Cs illa sets the standard of vampiric interaction. Vampires
may adhere toth

Camarilla’s model or defiantly deviate fromat,

but they cannot ly ignore
Camarilla’s o

but w

THE PRINCE

Fortime out of mind, vampires

t. Kindred entirely outside the

s often follow very different customs and mores,
will speak of these thi

lowed Darwin's law: Only
the strong survive. Those who b

ad rthe mettle to se
the strength to hold it would rule
themselves as warlords and nobles, controlling whatever terri-
rory they could hold, living in uneasy truce with their mortal and
Cainite neighbors, and ever secking o expand their holdings
and herds. In the cities of the ancient world, this often proved
disastrous, as vampires battled for trade and feeding grounds,

power and
wdso it was. Vampires styled

Inn the elder nights, the stror
n claimed do

st vampire in each city or
ain over it and used whatever means neces-

regi
sary 1o ke

p his control over it. As time went on, traditions

sprang up around this claiming and controlling, and certain

responsibil

s were either racitly assumed or forcibly taken by
The C
s over the cen

the one in pow rilla set down and enforced these

m

ies following the Renaissance. In 1743, a
London anarch published
of Kindred, breakir
manner.

s pamphlet decrying the elder society

the Masqurade i 2 most fambovant

The Camarilla respanded quckly, i by covering up
the incident *A mast emevkable work of inastica fiction ™
and destroying the anarch, and then by formally acknowledg
the position of prince. The offce s sl held by many vampies
in these nights.

ic

ing

The prince is,

sput it simply, the vampire who has enough

power toholddomain overacity, codify the laws for that city and

keep the peace. Such a position is typically held by an eld
whobutan elder has the necessary persor
10 take

T, for
al charisma and power
nd hold domain in a metropolis? In some small towns,
mpires may be able to claim domain in the same w

ns are rarely respected by the coteries of the cities.

On oceasion, strange circumstances have placed younger vam-

pires in a position to rule cities, but few such upstarts manage to

hold their titles when the elders appear

The ritle “prince” is simply that — a title given to formalize
arole, whether that role is held by a man o a woman. There are
nodynastiesof vampires holding their cities forcenturies on en
edita may be called by

no hy y ascensions. Sometimes a princ

a title native to the land he rules, such as “baron.” “sultan,”
or @ less formal ttde such as “boss.”

tracing the origins of the term believe that it b
Dark Ages. in reference to the lord of the manor, becoming a
solid term of address after the publishing of Machiavelli's The

Prince.

“count” Kindred scholars

Lits routs in the

A prince does not s

s more like
gistrate than that of a monarch. He is

v over a city. His role

thar of an overseer ot n

the judge who settles dispures berween Kindred, the ultimate
authority on the Traditions as they relare ta his city, and
keeper of the peace. Above all, his concern is the Masquerad
and its preservation. Whether this means he regularly scours his
city for Sabbat or keeps a stranglehold on the wilder elements is

he

up to him. Not every prince realizes or cares that his power is
meant to be so informal; indeed, some demand that they be
treated like the kings of old, holding *
their “subjects™ within the

court” and requiring that

mainactend themas they pass royal
pronouncements. Such arrogance can rankle the populace, both
disenfranchised youth and irritared elders.

Tt

loyalty or vassalage. The

v

pire denizens of a city owe their prince no oaths of

r coward-

abedience depends on th

ice, and most princes make certain 1o have some means

reinfarcing thar cowardice. If a prince’s nule is questioned or
thwarred, he may call in force ro maintain control. However, if
there is not enough force for the problem, or he finds himself
without allies, his reign ends.

Havir

most vampires

llowed the protocol demanded by the Traditions
more their prince, or give him half an ear at best
they don’t miss anything that might 1
them. On the whole, Kindred have plenty of diversions
oceupy themselves with besides listening to their *leader.” Some
elders, Inconnu and those in a position not to care (such as

d princely announcements alternately amusing and

to make sur

Tain 1o

justicars) f

arrogant, the bl

ring of a youngster still impressed with the
iy trappings of power.

When all is said and done, however, the prince is nothing
to brush off. A prince wields vast amounts of temporal power to
achieve and maintain her position. Not only does she manage
the Kindred affairs of a city, she usually has quite a bit of sway
ver mortal business, The poli

the fire deparrment, construc

tion companies, hospitals, the mayor'soffice — all are extremely

uscful for putting down one’s enemie:

or securing one’s hold on

aparticular sphere of influen

1 the prince wishes o squash a

ang of particularly troublesome anarchs, she can have a con-

fay.

their havenin the middle of the
A Church-sponsored hunter operating out of  local cathedral
may find the mayor's office calling to inquire about his church's
tax-exemptstatus. Suchinfluences usually capture the attention
of those who might otherwise be inclined

at a prince. It is unwise 1o

to thumb their noses

nger the one who could have your

haven condemned by the zoning board or your phone line

accidentally” cur while a gas main is being dug

BECOMING PDRINCE

As was mentioned carlier, there are no dynasties or royal
families from which princes are selected (though some clans

would argue that point). Traditionally, the eldest vampsire of a
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city rules, although th ery city. It is one
thing o say that the eldest traditionally rules the city, but any
vampire may challenge in and princedom. A prince
s freely only when her claim is unchallenged. If she finds
ng off with one or more other claimants, then
things get messy

or domw

el

herse

There is a mad scramble for the crown, and

whoever is left standing will rule. *Coronation,” if it can be rruly
called that, can be anything from a bloodless, elder-hacked coup

to a violent usurpation led by a bloodthirsey corerie. Normally,

the current regime is overthrown brutally and mercilessly, serv-
the dual purpose of dealing with the old prince and providing
phic demonstration of the new prince'spower. Whoeverthe
nd however she takes the throne, though, she needs
the support of the elders if she wishes to hold the crown for more
rhan a night. Most importantly, the council of elders known as
the primogen must sanction the reign of a prince; without this
acknowledgment, the reign will be a remackably sh

wpring

hort one.

Combat for the princedom is not simply a matter of pistc

trer any kind of
Like everything about the Childr
subtlety in all things ¢

at midraght on a deserted street, or for that o

direct comb ine,

nts, and the war for the crown takes
place entirely in the shadows. The city's vampires — elders,
choose their sides as the rivals culrivate
allies and determine enemies. Many things can drive a Kindred
tochoose a particular claimant — promise of reward, loyalties to
the vampire or her clan, co nteed upon ascension,
rs — but once she has chosen, chanping
dangerous, particularly if she has
claimant when the fighting is done. Mortal
institutions under vampiric influence — banks, industry, high
— are brought to bear
e to give an added edge
wd has been tried. When the smoke clears, there is
usually one claimant left standing, and the prize is in her grasp
Rarely is a new prince generous enough to leave her rival alive;
even if she were, the primogen would never allow it to happen.
Revenge, particularly that of fallen nivals, isadish bestnot served
at all

coteries, individuals

m

cessions g

s or thre

personal bel

loyalties can be extremely

backed the wron

society, education, police, the underworld
on the rival. Anything that can be de
can, will,

Creaning House

Sometime

sup of anarchs or ancillac decides to brin,
down a prince once and for all. Coups are dangerous to atrempt
Princes rarely get their
most have broods of childer for

unless one is very seture in one's allies.

seats on charm alone.
protection. Taking on th

prince can alsa mean taking on the
primogen, who can readily crush any potential insurrection in
city's stability

the name of th
and in the
imscan have far-re A
city in turmoil means instability; coteries battle fora place in the

A coup usually results in a political vacuur
tred world, vac

ching consequences.

wnd sometimes the
turmoil atrracts the unwelcome presence of Sabbat, werewolves
or witch-hunters. The resulting thr
nally me:

new order, elders war to ensure their survival

1o the Masquerade can

oceasic
stabiliz
result in furth

n setting up any likely vampire to temporarily

the city, but such solutions are rarely effective and often

chaus.

Most elders, and indeed the majority of vampires in a city,
rince in the name of a stable city. War is never
wd, for elders concerned with theirsurvival, war means
the p.m-nu.:l for Final Death. Unless a prince has become
completely unmanageable — through msanity, supernatural
corruption or excessive tyranny — the Cainites of her city can
count on being st

Abdicat
recent nights, a number of strange, sudden abdications and
Ppe

will support
t

with her for a good while

ncan, and occasionally does, happen. Indeed, in

uncanny dis ances of ruling figures have rocked the an-

cient power structures. If one or more primogen choose to make

unlife miserable for their prince for whatever reason, she may be
driven from office. A vote of no confidence is also possible, but
rare in the extreme, owing to the potential chaos that can arise
when a prince is forced out of office or leaves under bitter

circumstance

ADVANTAGES OF PDRINCEDOM
Some vampiresbelieve that only the insane or vain seek out
the position of prince. After all, as the symbol of C

inite power

inacity, the prince isthe likeliest target for anarchs, Sabbat and
Add to this the polirica
for position within a princ

rig]

other perils I squabbling and jockeying
and perhaps the critics are
r. However, princedom must come with advantages to

the

entice eve west 1o dr d it does in spades.

* Right 1o p ny — Only the prince may freely create

eny. Other vampires who sish to sire must first obrain his

prog
permission or risk the destruction of themselves and their new
childer. The prince may deny a Kindred who has offended him
permission tosire a childe; conversely, he may sire as he chooses,
inorder to have more loyal followers. Most princes are reluctant

1o allow their subjects to sire. This stems parcly from |

anoia

partly from simple space considerations; after all, an over-

crowded city risks the Masquerad

« Protection of the elders — The primogen generally
support their prince sa lon

he maintains order, preserves the
Masquerade, and protects the city during times of trouble, such
as werewolf incursions or Sabbat attacks.

« Political power — Among the Camarilla, a prince can
expect to be heard by most elders and enjc
the ruck and run of Kindred. In almost any gathering, he is
typically accorded great respect

s greater status than

* Control over domain and those who enter — Under the
Fifth Tradition, the prince may extend his reign to those who
enter hisdomain, which is the en
arrivals, whether travelers or hopeful residents, are expected by
the same Tradition to present themselves to him. The prince
y punish Kindred who fail ro introduce themselves.

* Feedis
grounds of other vampires for any number of
among them the preservation of the Masquerade. This most
oftenaffects where Kindred may feed (e.z., “Not in the red-light
Avoid the Clermont Hotel") and from whom (e.g.,
“Clergy and children are forbidden”). Disobeying orders regard-
ing feeding can be very dangerous, as the prince may punish
violators on grounds of breaking the Masquerade.

cityor region. New vampire

ma

& — The prince may restrict or limit the feeding
easons, chief

district” or
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ne position that many princes

is meant to be a

which knife to put at her throat. A senc

1-command and wsor 1o the prince

e may be asked to step into the prince’s place if she

s or is slain. Nat 1 prince

n important position,

over the subject

famulianty

er, who can cancel or

he Masquerade

enter the area during |
Most keepers are appe

ind the

res

the borders

ancient posit

m, secking

sften destroyiny

mselves. Cai

m to the scour,

werpopulation and espionage. A few scourges are

Assamite assassins undh

contract to a prince.




THETRADITIONS

A vampire living ina prince-ruled city must accept certain
responsibilities for the privileges of security and stability. This

stability is maintained only when the Kindred sithin behave in

yper manner, one dictated by a near-universal set of rules.

These rules are known by the ne of the Six

For

the law. A vampire may be assured that wherever she travels, the
Traditions will be in force. They may be interprered d

ently,
but they remain. It is through the enforcement of these laws, and
through the laws themselves, that princes recetve much of their
power. Obviousk

hen, princes are among the most zealous of

the Traditions' e
The Six
believedroh:

rachtions that form the laws of vampire society are

been pased downsince the wars thatslew the Second
rarely written down, but they have never been
forgotten, and they are known by all Kindred in some form. Even

vampires whoscom th

Traditions know them; though their specific
wondings may vary, the intent behind them never falters.

It is a popular Camarilla conceir that a sire recite the

fitions 1o his childe before that childe is recognized as a

Some princes stage grand spectacles to honor new

er's transition from fledgling ro neonate, while orhers need
not even wirness the rele

execution. Alme

, trusting the sire with the proper
all childer learn the Traditions well before
this recitation, but the act is accorded grear symbolism and
gravity in Camarilla affairs. Staunch supporters of the Camarilla
and the Traditions n dKindred b
ks the Traditions
toher. Obviously, the Traditions are quite a serious mater, and
the sire isheld accountable for the childe until, by sp

intain thatanewly Embray
not truly become a vampire until her sire sp

iking them
to her, he makes her responsible for upholding the code herself

Some vampires believe that Caine himself created the Tradi-
tions when he sired his childer, and thar what modern vampires

follow are their prog wishes for his descendants,

Others, however, think that the Antediluvians created them w

mantain control over their childer, or that they were simply aset

of common-sense ideas thar were upheld over the millennia

hecause they worked. The Tradition of the Masquerade,
example, is thought to have existed in some form since the nights
of the First City, bur it changed in response to the Inquisition.

A number of young vampires, children of the modemn world,
he Traditions as being merely a toc

the elders to maintain

their stranglehold on Kindred society, and an antique ool at thar
The times that produced the need for the Masquerade are over and
done, ancient history. Caine, Gehenna, the Antediluvians — all
myths with about as much substance as the Flood o the Tower of
Babel, and all for the sake of controlling the young
1t's time to drop the Traditions and live in the modern a
vampires of the Sablat rabidly 4

here to this reasoning, and their
scom for the Traditions is one of the primary motivations behind
their constant

cks on the ancient power structures

Mast elders see the young as temperamental adolescents who

think they know everythin who lack the wisdom and exper

enceofage. Asmany of the rebelsare anarchs and neonates, mostly

powerless and without voice in Kindred sociery, it should come as

no great surprise that they are so wild. However, not every elder

takes such an indul
whelps who de

jgent viewpoint. Many feel thar the reckless
1 the Traditions be dropped may ger their wish
when they bring mortal sociery down on their heads. Natural

selection rakes care of a few of rthese, bur such selection has
occasionally been
tence with

Wi

Bear in mind that this is the phrasing used by elders and on formal

ssisted” by a prince ex

perated beyond pa-

articularly recalcitran

impire.

t foll most common wording of the Tradition:

s is the

oceasions. The wording may chay
of the vampire spe:
presentation

according to the clan, the

king, orsimple circumstance, During achilde
) the prince, she may be required to recite the
Truditions as proo that her sire has taught them to her

THe FIRsT TRADITION:
THE MASQUERADE

Thou shalt r thy true nature to thase not of
¢ Blood. Doiny so shall renounce thy clatms of Blood.

t e

THESECOND TRADITION:
THEDOMAIN
Thy domain is thy concern. All others owe thee
cct while in it. None may challenge thy word in thy
n.

res]

d

THE THIRD TRADITION:
THE PROGENY

Thou shalt sire another only with permission of thine
elder. If thou crearest another without thine elder's leave,
both thou and thy progeny shalr be slain.

THE FOURTH TRADITION:
THE ACCOUNTING

thou ¢

Th
progenyshall be

eate are thine own childer. Unil thy
leased, thou shalt command them n all
things. Their sins are thine o endure.

TrHe FiFtH TRADITION:
Hosprrarmy

Hor anather's domain, When the

ign city, thou shalt present thyself to thé one who

ruleth there, Without the word of acceptance, thou art

I O

COmEST 1o

a for

nothing

THESIRTH TRADITION:
DESTRUCTION

Thou art forbidden to destroy another of thy kind.
The right of destruction belongeth only to thine elder.
Only the eldest among thee shall call the blood hunt

Couarmin One: A Wontp oF Dasoess
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¥ TRADITION O Ill'M.\'ii_lU‘.“nr\Hl-

This has become the foundation of modern Kindsed sociery
and the hasis for the Masquerade that hides vampires from mortal
eyes. To reveal vampires to the mortal world would be disastr
1o both. While most people do not believe in v

mpires, there are

enough who do that revealing vampiric existence would place all
Kindred at risk. In older nights, during the Dark Ages and more
superstitious ages, this Tradition was less strictly enforced, and
vampires roxde through the nighe with few cares for the mortal eyes
ition and Burning Times chang

who saw them. The Inqus 1 this
drastically, however, as those vampires who could be se
n and ortured into revealing their secrets, While the youth
may prattle about the Inquisitic
fresh in the minds of the elders who survived it. This is one of the
greatest points of contention between the Camarilla and the
Sabbat — the Sabbat sees no need to hide itself from the feeble
kine, while the Camarilla knows the opposite to be true

A breach of the Masqu
vampire cancommit, and one of the ¢
she wishes to punish an enemy. Depending
prince upholds the Masquerade, anything from using vampiric

nowere

neient history, it is still very

as

is the most serious crime a

prince tofabricate
i how strictly the

iest for

powersin public 1o having mortal friends may constitute a breach.

To stave off their immortal boredom, many vampires skire
the Masquerade as closely as they can, taking thrill from the
forbidden rush that places their unlives in jeapardy. The world
has ack
s, clubhabitués, actorsand fashion designers who, unbeknownst

d many artists, pocts, writers, musicians, mod-

to the populace, were vampires. Of course, many of these
saw theirunlives come toabrupt ends, as other Kindred
decided that their continued existences were threats to the

Children of Cair

vampis

as a whole

The Masquerade is a dangerous balance; ironscally enough,

Iders whosupport it most strongly are sometimes the ones who
en it (albeir indirectly and without their recognition). An

wocryphal story rells of a pair of vampire-hunters — a new recruit

The patron said 1o hus

vampire in this establishment. Find him,”

wd her patron — on vigil in a nighrclub,

There is :

chary

whereupon the charge immediarely selecred the thin, pale gentle-
man in 18th-century velvet and brocade. Sure enough, that was
hboring city.

a Ventrue envoy from a ne

the vampire

TueTrapimon oF Domam

Onge,
hunting grounds, bases of power, or because they wished ra rake
care of them. This Tradition was then used w enforce the idea of
nd a vampire could be justified in killing another

vampires staked claims to specific areas 1o use as

“domain,
because her domain was violated, Over the years, as socicties
changed, this became unacceptable. For the past 200 or so years,
city or region ruled by a prince became the damain of the prince
upon his taking the throne, or at least in theory. The eruth s,
number of vampires maintain domain, many times from the sheer
weight of custom (“The sewers have always been the domain of the
Nosferat,"or* A Venrrue has ruled this bank since its founding”).

Of course

v modemn nights, with some cities hosting vampire
populationsof 30, 50, even 100 ormore, concessions must be made.
As such, many vampires hunt where they will, in the communal
hunting grounds of the city's bars, thearers and nightelubs, which
Rack” in Kindred slang,

are known collectively as

Younger vampires, and a number of older ones, often still
attempt to hold bits of territory, protecting and using them as
private feeding grounds. Some anarchs claim that these mini-
fiefdoms are granted by the prince as reward, proof that only the
lapdogs get the trears. This is incorrect — the Kindred who hold
their bits of turf 2 alating the Second Tradition, and the
prince need notstand for i, He often lets violations go, however,

= pediency; there are more important concerns
would-be anarch wha stakes out

e v

entrust certain trusted allies w wdianship of
particular areas, and grant them a few privileges for the by
of the job, but in the end, he holds domain over the city. This

for he may, by the Second Tradirion,

den

allows him to keep orde
punish interlopers with impunity

For solitary vampires or small groups staking out their

rerritory, domain holds immense value to them, even if the

rerritory is an urban wasteland. Few princes actually grant
territory, but they occasionally allow “squatters, d the
vampires there support them and uphold the kaw there. The

provid
downside ro rhis is the wrf bartles that can arise between gangs
of anarchs or coteries, These can spill over into the mortal world
en the Masquerade. Some princes have gone so far as
such conflicr, r

and thre:

wrdless of the d: + inorder to

o encoury

ange

set the troublemakers at each other's throats and distract them
from the business of the city.

If nothiny
domain, making her responsible for the
th

ach Kindred may claim her haven as
around

else

ACTIVILY In 2

va. Some vampires take anactive interest in their enviran-

ment toensure a secure haven, while others merely want a room
where they can get away from the sun and to hell with the rest

The question of what exactly constitutes domain is debaresd
nighly. Does domain mean the physical territory and its concems
(such s hunting and haven), or does a domain also grant a vampire

esstoandinfluence over the mortal spheres within? Most princes

angue that domain is strictly an issue of physical “turf” but wisely
realize that influence over martal affairs comes with the territory,
matter how they might attempt to curbit otherwise. A vampire who

keeps up domain at the docks cannot help but become involved in

o

the nightly mortal business of shipping and unions, if for no other
reason than to keep her haven secure (after all, a labor strike could
be very inconvenient, particularly if her bolth,
of the picket line). Very few vampires stake a domain encompassing
mortals they cannot affect in some way, which can be a help or a

ison the ather side

headache to their princes. A prince does, however, hecome inclined
tostep in when a particular vampire’s power within and stemming

from her domain threatens to eclipse his own,

As the nights progress and omens of Gehenna permeate
Kindred socic |
domains, holing themselves away in spite of princely prohibi-
n, do

mpires fortify individu

y more and more v

tion. Only in this manner, these paranoid creatures re

they have a chance of surviving the Jyhad

The TRADITION OF DROGENY

bt
wording
a childe ohtain their permis
pires obey more out of fear than respe

Ider” of this Tradition's

Jost princes insist thar they are the
nd, as such, require that any vampire wishing to create
n before the creation. Most vam
; after all, the unlife
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childe is at nisk. If a childe has already been created without

permission, the prince may clam the childe to be of has brood,
le ourcast and throw them out of the city, or

outright

declare sire and child

have both slai At the prince’s discretion, childer wh

ed and abandoned without being taught of their existence
‘adopted” by other vampires, who aceept full responsibility
nodifferently than ifthey had created the childer themselves. The
amarilla recognizes the prince’s right ro restrict creation, out of
concem for overpopulation. Indeed, such is the Camaril
cem for the increasingly strained vampiric population thar, at a
its leaders resurrected the institution of the
scourge. Scourges patrol princely domains, finding Kindred cre-
ated without permission and either expelling or destroying them.

a’s con-

recent congl

In the Old World, this Tradition has several corallaries.
The would-be sire’s sire must be consulted, as must the prince
who holds domain over the sire’s haven (if there is one).
European Kindred are noted for their complete lack of tolerance
for those who transgress against this Tradition. Failure to
the permission of any of these undead can result in the outright
slaying of the childe, and possibly the sire as well. Disregard and
lack of respect may be appropriate for American rabble, but they
certainly do not belong in the Old World.

gain

Tie TRADITION OF ACCOUNTIN

If & vampire creates a child
childe, no differently than a mortal parent is for her child. If the
childe cannot h:
take

e, she is responsible for the

he burdens of vampirism, the sire must
me way or another. If the childe
threatens the Masquerade, either through ignorance or malice,
the sire must prevent it.
taught the Traditions
it that the ¢l
Masqu
protecting the childe. A prince

il

care of the matter

he sire must ensure that the childe is
and see to

nd the ensuing responsibilities

hilde will not constitute a threat to herself or the

wpon her release. The sire is also responsible for

o

sunder no obligation to recog-

nize a childe, and other vampires may kil or feed from a childe
with impunity

Before siring, a wise vampire considers the marurity of the
childe-to-be. Will she be able to endure the changes o her body
and soul? Will she understand what is being asked of her whe

the Traditions are recited? No sire wishes to be responsible for a
le forever (although a long childehood is not unknown), but
eleasing a chil,

Releasing a childe typically involves the sire introducing
the childe to the prince who hol the sire and
childe live. The childe may be asked to recite the Traditions or
provide other proof that she has been taught and understands
them. If the prince, for whatever reasons, does not accept
childe, then the childe must find a new city. On occasion, a sire

chil

before she 1s ready courts destrucrion.

domain wher

must also introduce the childe to his own sire, but this is not

always r

he childe (now a neonate) is permitted to
livein the city with full rights as accorded by the prince's law and
the Tradi
much like a
responsible

ns. The release is considered a major rite of passagy

ming of age for mortals, for the neonate is

for his own actions, He will be w

ched carefully in

the coming months; his actions determine whether he will be
Jult” and treated as one.

considered an

Tue TraprioNn or HOSPITALITY

Some call this the Tradition of “politeness™ Knock hefore
entering. This was done even before princes ruled cities, and
continues to be done even if there is only one other Kindred in a
domain. Simply put, avampire traveling toa new ciry shoukd present
herselftothe prince or otherelder in charge in thatcity. Thisprocess
can be frightfully formal, with a prince demanding some form of
surety regarding the newcomer's status, politics and lineage, or as
casual as meeting at Elysium and introducing oneself politely. Some
princes require guests to announce their arrivals immediately, while
orthers accept presentations weekly or within the lunar month,
Cenain very liberal princes even permit visitors to come and go
unannounced as they please, requiring that
only if she wi

pest present herself

hes to take up permanent residence in a ciry

These who choose not 1o present themselves take dar
chances. If a city is cumrently facing Jyhad, a newcomer risks being
mustak my. A prince may invoke the Second Tradition to
punish an unintroduced vampire with impuniry. By the Fifth Tradi-
tion, a prnce’s

forane

t to question all who enter her domain is
unchallenged, even if her power to expel may be thwarted occasion-
ally. A prince also has the right to refuse entry to any who enter,
particularly in the case of newcomers whose poor reputations procede
them or who bring cumbersome baggage in the form of blood hunts,
enemies or other potential threats to the city

nd Masquernde.

Such individual denials have become quite common in the

modern nights, as princes grow paranoid and xenophobic in
light of looming Gel

a group of Kindred visitars, permit entry to certain members of

enna. Some princes, when presented with

the coterie while denying irto others, reasoning that, if the group
i o some sort of sinster errand, s porential o harm will be
lessened by dividingitsnumbers. Certain notarious Kindred may
also find themselves unwelcome in some cities, while their
companions are welcomed without reservation.

Not every

ampire chooses to present herself, V
Inconny, Methuselshs ar

mpi
suck

1 even some elders refuse on

the grounds that they do not acknowledge the prince’s ight and
t over them, even if they

independent clans (such as the Ravnos or Gios

pows are in her domain. Vampires of
nni) may prefer
not to have a prince's eye scrutinizing them. Autarkis and
anarchs simply sneer at the prince; they aren’t part of the party,
so why should they bother knocking? And vampires who were
made

then abandaned — an increasingly common phenom-

enon — may be

aware of the necessiry

THe TRADITION OF DESTRUCTION

The Tradition of Destruction is perhaps the mosr easily
abused and the most hotly contested aspect of Caime's code. Few
other laws have caused so much controversy in the halls of
power, and this Tradition is forever under reinterpretation.

Most believe that the original meaning gave a sire right of
destruction over his progeny (which is upheld by Kindred law)

However, if “clde

s interpreted to mean “prince,” the Tradi
covers its modem me and une many princes claim gladly
Only the prince may call for the destruction of another Kindred
in the city. The Camarilla has upheld this clam for the extra
security it providesa prince'sreign. It isa right which many princes
cling to, and they enforce it with brutal strength if need be

n

ning,
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are tapped out before he can touch them, etc. Disturbingly, more
wring to calling in Assamite trackers
side the domain, using them as vampiric bloodhounds

and more princes are re
I

against the hunted
lled 1
called more often in the last decade than in entire centuries of

The blood hunt is not ¢ ghily, though it has been

yore. The Camarilla reserves the right to examine the prince’s
judgment in conclave, hearing evidence for and against the
has been deterrent enough to
lared. A prince who s determined to
have called the hunt without cause rarely suffers formal punish-

accused. The threat of a conclave

keep a hunt from being

ment (unless he has made a habit of this), but he often suffers a
great loss of status, Unfortunately, even if the accused s found
to be innocent, it 1s often after the fact, and tradivion dictates
that once a blood hunt is called, it cannot be stopped.
Ahunred may artempt toflee the city and seek a new haven,
lly offe are being forced t
the
h. However, by tradition, the hunt remains in
ure. The hunted

anoption occasion by princes wh

exile someone in the name of stability or whe ftense does

not warrant deal

effect in thar city, no matter who rules in the f

should never atrempt to return unless she wishes to court Final
Dearh.
Blood hunts 5

e typically the business of the cities in which

I ey

case of truly horrendous crimes, word s
that the hunt be
ffender there as well. Kindred who have con

they orginat
spread

rother cities,

questing

the
crime that affects the Can

uilla as a whole (such as aspectacular

)

breach of the Masquerade on national televisi

re an ex-
ample of such.

Ervsium
Though most younger vampires consider the tradition of

Elysium a stufty, outdated custom, it is ane of the more honored
of the Kindre

s traditions. A prince may declare portions of
domain to be Elysium, places free from violence. It is here that
many vampires come to pass the nights, debaring, politicking
and conducting intrigues among themselves for long hours, This
nd just
abaut every vampire will have ar least one occasion to visit
Elysium, if only to speak with the prince or an elder. However,
i is certainly an elders’ playground, and the young who venture
pected to remember that,

isalsowhere the Kindred businessof the city takes place

here are

Elysium is said 1o be under the “Pax Vampirica,” meaning
that no violence of any sort is permitted to take place and that
al ground. While tempers may flare and |
words may be exchanged, rivals are expected to keep a leash on

Elysium is ne ted

their tempers. When apologies don't work, offenders are usually
shown the door and told 1o correct their behavior. If things do
get out of control on the premises, the prince may punish the
offenders through the invocation of the First Tradition.
Maost ar

wsof Elysium tend to be spots conducive to artistic

orintellectual pursuits, such as opera houses, theat

» Mmuseums,

niversity b

wlleries, Is and the like. Occasionally, nightclubs

oreven certain Kindred havens are declared Elysium. Wherever
one goes, ane isexpected to have some semblance of proper dress

and manners, if for no reason other than the Masquerade

Elysium rules are simple:

1) Noviolence is permitted on the premises. (Many princes

take thisastep further and demand that no weapons be broughe

means.)
h. (“*An"

been expanded to include the artist on occasion, making the

into Elysium, to prevent hot tempers from having read

art is to be destroyed on pain of Final De;

vampires of Clan Toreador some of the gre
Elysiu

3) Elysium is neutral ground. (With relation to Rule One;
what happens off Elysium grounds is another thir
and the upstart neonate who insults an elder durin,
best have reliable transportation back to her haven when she

test proponents of

however,

4) Remq
such matters as entering and leaving, taking a heared angument

de ar all times. (This includes

ber the Masque

outside to cool, or hunting.)

It is also considered bad manners to show up to Elysium
often the

hungry. While refreshments are sometimes provide

and hunting around E

are T

ysium grounds can draw suspi

cion, Ifa Kindred brings a guest to Elysium, she is responsible for

that guest's behavior

SEecTs

ects are groups of vampires and clans that supposedly share
They are a mod
t one. Sects as they are known in these nights first

a common ideology contrvance, but an

imports
surfaced after the Grear Anarch Revolt, a continent-wide up-
heaval which rook place in Eurape during the 15th century
Many elders accept secr membership grudgingly, deriding sects

“foolishness — the Blood 1s all thar matters.” Inr
the Grear Anarch Revoltand the Inquisition, these elders claim,

ghrs before

there were no sects at all. Other vampires argue thar this is snll

true — a vampire in a sizable city may go a decade or more

without ever seeing another Kindred, so of what use is a sect?

Regardless, most vampires belong 1o one sect or another;

others claim independence, no preferer re affili-

is arguably the largest and most prevalent, though its rival the

Lo that they
the €

ated with their clan, not a sect. The sect known ¢

Sabbar has recently made considerable inroads against it and still
opposes the Camarillaatevery tum, The secretive Inconnu, when

it may be reached for comment, maintains that it is not a sect,

although it seems 1o be onganized and manages tosteer clear of the
other sects. On the opposite side of the coin, the anarchs make

th they are the first 1o

much show of pretending to be a sect, thou
enlist Camarilla aid when the Sabhat appears at a ciry’s borders
Thus, the Camarilla considers the anarchs to be under its purview

The CAMARILL A

The largest sect of vampires in existence, the Camarilly
h the M , thereby hoping to main
tain a place for Kindred in the modern nights. The Camarilla is
anopensociety; it claimsall vampires asmembers (whether they
want to belong or not), and any vampire
regardless of lineage.

concemns itself w

wsquerad

y claim membership,

According to the often-contradictory history of the Kin
dred, the Camarilla came to be at the end of the Anarch Revol,
sometime in the 15th century. The Kindred of Clan Ventrue

Goearmr Onz A Wortp oF Dauess
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the world. In their




wampiresand possessdisturbing animalistic tendencies andfeatures.—— okd, bat in commirting some grievous crime, Caine cursed himand
Rarcly stayinyg in one place, Gangrel are nomadic wanderers, satis= s descendants with insanity, Throughout Cainite histary,
fieddonly when ranning alone under the night sky. Their founderis — Malkavians have been alternately feared for their bizarre behavior
whispered w have been a barharian, unlike the other clan progeni= —— and sought out for their even more bizarre msight. Kindred who

tors, and for this reason, Gangrel often Embrace outsiders. Distant, have regular dealings with the Malkavians report that the clan is
oot and savage, Gangrel are often tragic individuals; although — now more morbidly unstable than ever, spreading madness in its
many hate the cities’ crowds and constrictions, the presence of — wake like a contagious disease. Though the Malkavians have
hostile werewolves prevents most Gangeel from living outside their—— historically been fragmented and disorganized, recent migratory
confines. Gangrel vampires seem to support the Camarilla solely  waves and inexplicable gatherings have many elders questioning
because it intrdes upon their unlives less than the Sabbar. Some  — and fearing — the possible future of the lunatic clan.

membersof Clan Gangrelthink that independence would be berer
wever,and theclan's
entiinied mngmbenhig In the sect b ucotain The members of Clan Nosferaru suffer the mast visible curse

of all. The Embrace hideously deforms the

NosrerATU

wn theirnominal Camarilla involvement, |

. twisting them into
lireral monsters. Legends say that the Nosferatu were blighted as

MarKAvIAN
Malkavia

has suffered  purishment fortheir foundes

schilder’s wicked
ues  behavior, bur in the modern nights, Clan Nosferan
to do s to this very nighr. Every levelheadedness and ca ce of adversity. Nosferatu have

member of this clan is afflicted  reputations as mformation brokers and harvesters of secrets, as

wen for

all are slaves  theirhorridappearances have forced them ta perfect their mystical
to their debilitating lunacy. Tt ability tohide, sometimesinplainsight. At present, the clan claims
alkavian clan founder is ru. that it has distanced uself from its founder and no longer serves

mored to have beenonec him. Some Kindred whisper that the clan is on terril

the most important s progenitor, and that he actively secks tt
vampires

Toreanor

rerms with

ir destrucrion

Prodigals of the Kindred, Clan Toreador i \u|-\~\|u\u-\-\.m.

degeneracy, all while claiming to mamgain p of the arts.

agreat degre

thispatronage istrue, e it iyl
tors. On the
othorhand, the clan possessesjust s many poseurs,

artists,

musicians, writers, poets ard other gifted cre

those who

fancy themselves grear aesthetes but lack the abil-

1y to create ar all

legend, the Toreador's
support of the




arts dates back to the cln founder’s

twins pursued unlives of b

(ifthe tale istobebeliev A, protecting

rvages of plgue, famine ai

it swallowed

Further, darker amors circulate that one of o

depraved in her immortality and slew her by

mently denies this, and i
suffer the clan's wrath
I remeRt

Nocl
The inventors and

secretive Tremere have Iy knie political strue

the acquisition of power, as well as a fanatical

tically unknown toany other Kindred. Because

y that surrounds the clan, disturbin
as to the nature of their vampirism. Some Kindred ¢

rnity while studyiny

Tremere are not truly vampir

iihe

who cursed themselves
he

y-he

immortality, One o pant rumors, |

visitor totheir sein Vienna, isthatt

Tremere himself, is une 1 horrid metam

se. Clan Tremere is si

sskance upon those who would p

VenNTRUL

The nominal le

s of the Cam the V

claw

have created and supported the orga

tion of the sect since its inception. The

Twins eve

errible blood m:

nt an the matter,

the First Ciry
Y e

vd sire. Clan

ture bas

Lo that the

me to know irs secrers,

enmue
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hat its founder was slain by a member of th

Brujah

is a great blow ro its memby In any event, the

fiably has no f , andd has thereby
Nonethe
1which

Idind

ranized clan, asrumonsof dark— #

mysterics ar sometimes ship out

Ventrue

nder the

from

THE CLANSOF THE
SABBAT

wishes
provided

onsubscribes

the sect's inhuman philoso
phy. Indeed, almost cyery

Camarilla clan has an

Sabhar;

Is reject
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ENTREPRENEURIAL COTERIES
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InTFLLIGENCE COoTt
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Kindred artifacts but the secrets of Kindred history as well.
Questing coteries often form of their own volition, pursuing
their concealed knowledge out of desire rather than edict. Some
report directly to princes or patrons, while others operate inde-
pendently. Questing cateries often have Tremere, Tore
Ventrue members, though many Brujah are quick to join the

and more than one Follower of Set has been reluctantly
tted 1o ting coterie. Questing coteries are typically
eling wherever their search leads them

lor and

cause

nomadic, i

Social CoOTERIESs

Birds of afeather flock together, and this is particularly true
with social coteries. United by ties of social prominence or
simple common enthusiasms, social coteries are common in
Camarilla cities and Sabbat cities alike. S

ne social coreries

unite under gothic, club or other counrercultures, sharing simi-

lar tastes in music and fashion. High-society coreries share

common int
takes their wh

stsin influence, art, fashion andfor wharever else

while Sabbat social coteries often pursue

grotesque pastimes indeed. Mortal societies like the Fabians and

the Algonquin Round Table are examples of kine social coteries,

while the harpies are an excellent example of a Kindred social
coterie. Members of any clan may join social coteries, as they arc
very rarely dependentupon skill or productivity, inclined s they
are toward discourse and fraternity

BroonCurts
A recent resurgence triggered by the coming of Gehenna,

blood cults are almost universally despised by princes and formally

condemned as violations of the Masquerade, Blood ciilts ar

groups
of Kindred whoentice mortals to partake in “religious” rituals, then
feed blood to or enslave the “worshippers.” Combining the mast
heinous aspects of ghouldom and cult membership, blood cults

prey upon desperate mortals who are searching for something to

Obviously, these cults are breaches of the
the vampire openly reveals her supernatural (if not
ire to her coven, and risks exposing all of Kindre,
sociery to the wrath of outraged mortals,

give their lives v

Masquerade

vampiric) r

Diancerist CoTeRies

Diablerist coteries are another reaction against Gehenna's
imminence. Many young Kindred, frustrated by the elders’ un-
shakable grip on power, take the short, direct route to that power
and actually hunt the elders, killing them and drinking their
essences. In addition wo the thrill of parricide and the rush of
mystical power, diablerie provides these coreries with & weapon
destruction. Although not every corerie

against their foes xists
for this purpuse, packs of diablerists represent one of the reasons
elders truly fear younger Kindred and the coteries they form. Most

rerrifyi il are the Assamite falagi, or war cells, who stalk and

hring down elders in the manner of wolves dragging down game.

SABBAT DACKS

Exclusive to the Sabbat, the pack is the basic social unit of the
Black Hand. Cy bbat vampires, packs ensure
their members' loyaley through a requirement that each vampire
tlarly drink a mixture of all the other members' blood. Thus
mystically bound, Sabbar packs are among the tightest and most

mposed of several

CHARACTER COTERIES

Playersshould pay particularattention to their cote

focus, and select a unifying cause that satisfies all of their

characters’ cancepts. As undying creatures, Kindred don't

just band together for the hell of it. Characters stuck in
coteries toward which they have cither apathy
nism don'twork very wellinthe long term. During character
ation, players should take the opportunity to make sure
their ch: fi
a game of horror

T antago-

acters have some reason o fraternize. Vampire is

secrets and manipulation, and the mood
bundance of perry bickering

is casily ruined by an ove
Be responsible. Play a character who won't ruin the
game for everyone else.

vicious groups of vampires inexistence. Each pack isunique, with
its own name, membership requirements, customs, style of dress
and rites

o cks have

packs have existed for centuries; these |

“illustrious™ (or depr

d) histories, legendsof departed members,
with other packs.

and hitter rivalries

Tt
haveany number of reasons to band rogether, though their cause
sugh to keep them unified despite their narures
Coteries are like the cliques of the undead, and very rarely fira
stereotype completely. Afier all,
joining a particular coterie are as unique as he is. As such,

s list of coteries is by no means exhaustive

vampires

should be e

sch vampire's reasons for

coteries are seldom unified fronts, more often being vehacles for

individual vampires to advance their own agend:

WitcH-HUNTERS
AND OTHER MORTALS

Kindred prey on the kine: this is the way of things. As the
vaswell
Vampires must step lightly and be ever mindful of the Masquer-

eldersare painfully aware, though, they may be preyed ¢

ade; were the human race as a whole ever to wum its attention to
the Kindred, the Children of Caine would be quickly wiped out

Superstirion is the vampires' best weapon, By enforcing mortals’
disbelief, by cultivating a smug belief in reason, by dismissing

presence as the fancies of children and lunanics, the
allow the mass of kine to do the work of shielding them
ortalswho do know the

vampire
Kindred

from the few n

vampires walk the night
i by the

And there are, indeed, a few. lgnored or scoffed
bulk of their fellows, these mortals choose to delve into the
Kindred's hidden world. Some do it out of curiosity, or for a
forbidden thnll; others fear the Kindred and seck to exterminate
them outright, The Children of Caine take no chances; their

elders re

mber the Inquisition of old, when the race of vam-

pires was nearly extinguished in a tide of fire and blood. Thus, all

mortals “in the know™ are commonly referred to as witch-hunters,
the term Kindred gave 1o their pious tormentors

no official

The Inquisition itself still exists today, thou
Church recards speak of it. The Inquisition of the modern world
is known as the Sociery of Leopold. Many of its members are

researchers and occultists, but some are fanatic vampire-hunters

who, in true Torquemada-esque fashion, mercilessly oot out
and destroy the “spawn of Satan."
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reason behind thing is unknown, but a v

mpire
caught by a werewolf is assuredly in dire penl. Wise Kindred
know to keep to the cities, and that to leave their protection
is to invite disaster in the form of a cloud of fur and fangs. On
nights when the full moon is high and white, Kindred can
hear the howls of the Lupines and smell their ferocity on the
wind,

Recent years have see
the Lupines. For

\agreater aggressiveness on the part of

ely reluctant o leave their wilderness doma

werewolf packs have in the last few years begun pursuing Kindred
intothe cities, or even raiding the
domains ourright. The vampires of
of the Lupines' ways than any other Kindred, fear thar a grear war
may be at hand, and that the first stroke of the Jyhad ame will
be made not by a vampire, but by a werewolf

ampires' formerly impregnable
Jan Gangrel, who know more

end

Mades
Practicioners of arcane
en more than Kindred d

the mages resemble humanity
sct, the Tremere maintain that
though ones who know the

mages are humans themselve:
secretsc

ncient magic. Though notovertly hostile tovampires,
n to prefer solitude and will not hesitate to elimin
a bothersome Kindred. Few vampires know much abour this
group’s powers, but strange events tend to happen in the pres-
ence of mages zes may evoke truly fantastic
effects, but they evidently maintain a practice similar to the
Masquerade, one which likewise prorects them from a fi

mages se

Itis rumored that m:

rul

populace

Grosts

It would seem that some spirits linger on after death, either
to haunt the living or to resolve things they could not accom-
plish in life. As ghosts apparently exist on the “other side,” very
few vampires have any dealings with them, though Giovanni
ampires are known to
ghosts claim to be the souls of victims killed by vampires, and
return to plague those vampires' nights with wailing and tor-
ment

be able to converse with them. Some

Farries

ew vampires know anything about the facries, and it would
seem that the “Good Folk™ either fear vampires or atherwise
id them Whatever the reason, faeries are by
turns autributed with fanciful, wondrous powers or the ability to
inflict terrible curses. Those who have opinions on the marter
maintain that the “wild ones” are not to be trifled with.

a s anathe

Grours

Kindred in need of powerful servitors often cultivate ghouls.
Created by giving
without first dr:

mortal or animal a sip of vampiric vitae
ing their blood, ghouls most commonly serve
as minions of their vampiric masters, known as domitors. Al-
though not so powerful as Kindred, ghouls may use the ingested
vitae to become preternaturally strong

nd resilient

Most ghouls are fanatically loyal to their m
vt just i suseeprible

ters, for ghouls
the blood bond (p. 218) as Kindred are
As the ghoul requires the blood of her domitor to maintain her
status, she often has cause to drink repeate

Vi

Iy from the same

mpire.

Coiarrea One: A

Frightening rumors abound, however, of ghouls gone rogu
rebelling against their Kindred masters, killing them, and seck-
ingout the precious vitae from other vampires, These marauding
ghoulsdo not serve new masters; raher, they strike at unwary

Ired and rake the hlood by force, often destroying the
hapless vampire in the process. Many Kindred scoff at these
rumors, but others know all too well the power of ghouls and keep

the

TueC

The Children of Caine have spread throughout the world,
but they find themselves thwarted m the Far East by the
mysterious Cathayans, non-Kindred vampires native to the Ori-
ent. The Cathayans, or “Kindred” of the East, seem to hs
little in common with their Western brethren
den

s on their own entoura,

THAYANS

very
Rumors of

onic powers surround these Asian visitors, and their eni
many Western Kindred
ill ar ease. Making matters worse are the increasingly frequent

matic behaviorand foreign mindset leave

reports of the *Hooded Mandarin,” a formidable Carhayan

vampire, and his presence at disastrous Kindred events.

ENiGMAas

Asifthese disturhing reports weren't enough, some Kindred
claim to have dealt with even stranger creatures of the night.
Meetings with demons, immortal mummies, zombiclike walking
dead, mystical spirits, shapeshifting animals, sentient gargoyles,
n claimed and some-
times documented. The only certainty to emerge from these
is that the
15 it is cosmopolitan.

angels and less definable entities have bey

ments, howev World of Darkness is as terrify-

GENERATIONS AND
CAINITE MYTHOLOGY

According to the most widely accepted histary of the
Kindred, the race of vampires issued from the progenitor vam-
pire, Caine. Banished into the land of Nod after killing his
brother Abel, Caine was cursed by God and thereby became the
first vampire. Thereafter, Caine sired three childer, wha intum

sired their own childer, and on and on

Anoft-referenced collection of Kindred lore known as The
Book of Nod contains numerous illustrations of the Kindred's
creation myth. Unforrunately for those who wish to know icall,

the hook engenders more questions than it answers, and even
forms the basis for one of the other theories of Kindred origin, the
Lilith Cycle {which is d
amarilla)

ccried and suppressed as heresy by the

In the end, there are no immediately forthcoming answers.

Ind

ed, there may be no answer to the mystery at all

Cane

Reputedly the e myth

ther of all vampires,” Caine is 1
than reality in the modem nights, Some of the Fourth Genera-

tion, as well as certainmembers of the Sabbar, ¢

sim to have mer
abeing who referred to himself as Caine, but the story has filtered
through so many individuals and layers of the Jyhad thar no one

can precisely tell where truth ends and fabricarion b

ns.

Wost of Daresess
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ANCIENT L ORE

The verbal histary of the Kindred — though some insist that it is more legendry than history occupiesa position of great reverenice
in vampire society. The most popular and widely accepted myth s that of Caine, the First Vampice and slayer of his brother. An elus
text known as The Book of Nod chronicles Caine's exile and his subsequent journeys eastward. Much of what is "known” about Caine

originates in various passages of The Book of Nod, though little exists to corroborate the book or its validity,

id his brother and his brother's children had creas

As Caine retumed o the Hann of Seth (the name tha
th morals. Some Kinds
cynical Cainites say that o npires inflicred themselves upon the Childh
as Caine's childer sired childer of their own, Bréaks in the namative suggest that there may have been more
enertion, or more than three members of the Second Generation. Cainite cults dedlicated 1o e progenicor's
myth clum that there may have been as many as 100 members of the Third Generation, but no evidence is forthcoming.

Though he became ruler of a mighty nation, he was sill alone,

For nane was as he. His sorrow grew once again,

Then he committed another great sin, for he begat progens,

{Of whom there were anly three. ]

But from. them came nore progeny, Caine's ﬂtm[UuMa

And then Caine said, “An end 10 th I shall be na more

And as Caine's word was th ~ed him

npires came to call the kine), many believe that he went abour the
historians speak of this pericd asan idyllic time of harmony,
nof Seth like a plague Itis beleved that the 13 clans

constiuction ofa g

though i

than 13 members of the Thind

=city’s nights were numbered, the tales continue, and God sen the Great Flood to erase the wickedness Caine’s childer brought
to the world. Mortal Biblical accounts place this event as the one in which Noah built his ark cape the fate humaniey had brought
upon itself. The va nnpm-uh.- survived became known as the Antediluvians, for they had received the Embrace before the Flood
Bur then came the De luge, a Gireat Flood that washed over the wurld
The city was ¢
And its people
Again Caine

Becoming

They came
To help them
H
Saying the Flood had been sent as punishment

of life

would not come with

etumed (o the worle

And subuerting the true law

nd warring among themselves, Murder and avarice hecame
their First City, the resulting Second Ciry w

Without their father Cai
the rule for Kind
treachery, bloodlust and diablerie.

Sa they venemed al
ol annotnced that they were the new rulers
h created a brood
der to claim the glory of Caine,

, the vampires fell 10 perry bicke

i though they tried 1o re-creare the glor

what mortals w,
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Yet they did not have his wisdom or restraint
s against thetr chidren,
And the children slew their pare

It was these kinslayer vampires who gave rise to what are commonly referred to as clans, siring the Fourth and lesser generations
Their lack of wisdom, however, prevented them from seeing that theic childer would rise against them as they Had against their sires.

As this bec A pred the great game, their war of supremacy, the Jyhad, and went into hiding todirect their
movements from secret havens.
Inevitably, this terrible war resulted in the collapse of the Second Ciry, and the Kindred and the Children of Seth scattered
mrh. ends of the Earth, where they could exist relatively free from the monstrous influence of the Antediluvians. This belief was
Iy, however, as the power and influence of the Third Generation know no bounds. Thus, the stories say that to this very night
lln Jyhad continue e, with all Kindred but pawns in the cannibalistic war of the elders.

evs et for themselves
was created, it was huniced down and killed,

h chis ciy was as great as Caine’s, eventually i grew old.

ing things, it slowly began to die
at first did not see d
And when they last looked about them it was (0 late

Their city was destroyed and therr power extinguished

And they were forced 1o flee, their progeny alomg with them
But many were Killed in the flight, for they had grown weak.
With their authority gone, all were free to ¢
And soam there were many new Cainites,
Who ruled ac

their own broads

s the face of the Earth

I um citles
Killed ién ave of war,

that there are none of that generatic

themselues any langer

tal flesh were sent across continents
and bum the cities of the Cainites,
they were fighung their oun wars,

 spilt their blood

ight

For the Jyhad continues sull
 Several Kindred histovians believe this line 1o have been mistranslared through the millennic e First City ¢
modern nights. The notes of early vampire historians indicate this line has been mterpreted as “Of whom there were o

twen

few a

{ans known in existence, bir at least ome of the
wich reference Third Generation. This
 "clans,” if indéed they have passed into extinction at

that there ance may have been as mar
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Skeptical Kindred have noted a lapse in the myth of Caine:
aine’sfivst chalder are of the Second Generation, and thereby
twasteps removed from Caine, whar, if anything, was the First
neration. Certainly, Caine himself is not “First Generation,
as he canhardly be onestep removed from himself. The question
will likely go forever unresalvi

Seconn GENERATION

According toKindred texts af unknown authenticity, Caine
sired) three childer. Created to case Caine’s sorrow, Caine's
childer (some‘accounts agree on the names Zillah, Irad and
Enosch, though the last isfrequently referred ro as Enki) carried
out their unlives in the First City of Enoch

Lirtleis known of the Sccond Generation — presumahly
they sred the Third Generation but nothing is known of them
after their childer rose upagainst them in the nights of the First
City. Likely, the Second Generarion perished in the Grear Flood
or at the hands of their childer.

T GENERATION

The Third Gi 1o, vampires known as Antediluvtans {for
they predate the Great Flood), supposedly gave rise towhat drecalled
lans in the modern idiom. Recently, tales of active Anredilivians
have become ant, and new accountsof their movements, while
dubious, arise nightly. Although the Camarilla scoffs at the nétion
of suviving Antediluvians, four Antediluvians have beeniobserved
with varying degrees of credibility. Lucian and Mekher, obviously
pseudonyms forclan founders wishing to remain anonymous, are the
only widely known names of active Third Generation vampires
Clan Giovanni and its founder reportedly confer regularly, while an
inhuman creature some say is the founder of the Tremere has been
seenrecently

MexicoCity. Certain Antediluviansare saidrohave
been destroyed, but none can corroborate these statements.

The Antediluvians are the true players of the Jyhad, an
ancient and terrible game predicated upon the thwarting of the
other members of the Third Generation. The tumns of the Jyhad
are inscrutable, but the Antediluvians have pawns in évery
corner of the Earth, carrying our the directives of theiréleeping
masters. The rules are as unknowable as the players themselves
wl everything from outright war to centuries-long games of
e seems to be de rigueur.

Whetheror not the game
and countel

always been one of movement
ack is likewise unknown — are these the rules,or
ring? Some vam-
lso wonder if there are
other factors at play. It is possible that some of the Kindred
involved in the Jyhad have arrained the fabled peace of Golconda,
and may be trying to aid — or hinder — others in attiining thar
state of transce:

has the Jyhad degenerated into petty hamstrir
gin of the word Jvhad,

pires, notingche or

lence. Certainly, they are counteracted as well
by foes who do not

h this o come to pass.

Antediluvians are almost divine in their scope of ability,
and possess powers unimaginable by those not of their caliber.
Jyhad scholars have hypoth
the last vampires to have
may be de

ed that the Third Generation are
ue mastery over life and death, and
royed only if they so choose o if one of equal power
bests them. These same Kindred wonder if perhaps the Jyhad is
s contest, with the last Antediluvian left withour suffering the
Final Death named as winner.

FourTtHAND FIFTH GENERATIONS

These powerful vampires are known as Methuselahs. They
aremillennia old, exceedingly rare, and almost as powerful as the
Third Generation. Few of these generations remain active
participants in the Jyhad, as their potent blood is craved by
Kindred younger than they. Many Methuselahs rake refuge in
hidden torpor, where they may avoid attempts ar diablerie by
lesser Kindred and control their own forces in the Jyhad. In
recent years, anumber of powerful Methuselahs are whispered to
have risen in far comers of the Earth, and the most influential
members of the Camarilla’s Inner Circle and the Sabbat's regent
and prisci are rumored to be Merl

clahs.

SIHTH, SEVENTH AND FIGHTH GENERATIONS

Most of the powerful, visible masters of the Jyhad are
members of generations six th
ageshave concentrate
cantquantities of power (enough to make them prime pawns
in the yhad, though these vampires find it inconceivable
thai they themselves may be manipulared). Princes, power-
ful primogen and justicars tend to hail from these generations,
though®it should be noted that European holders of these
titles tend ro be of lower generation and greater power than
cheir American counterparts.

ugh eight. Kindred of these
reas of influence and wield signifi-

Members of these generations are coamonly referred o as
elders TheEighth Generarion is certainlythe lowest generation
at which one may be considered an cldér, though this scems
largely arbitrary. Most members of the Eighth Generation and
below were sired long before the modem nights, and are thus
accustomed to power and high stations

NINTHAND TenTH GENFRATIONS

Kindred of the ninth and tenth generations play a danger-
ous game. Often too old and experiencedito be associated with
the lesser neonates and ancillae, bur (90 raw and weak ro hold
theirown among the elders, the Ninth and Tenth Generations
find themselves left totheirowndewices: Fheydonotrequire the
governance that the wilder, younger Kindred do, and o they
meet the night on their own terms. Much like mortal adoles-
<cents, the Ninth and Tenth Generations are getting a taste for
the power and influence they may soon come to possess,

HTH, 1270 AND 13TH GENERATIONS

Neonates and young ancillae, members of these genera-
tionsarc relatively new to the curse of vampinism. Although they
arepowerful creatures in mJul[im.mh s, at least compared to
the mortals upon whom they prey, their ngwfound powers are
fotliing compared 1o Kindred ]mm{lul-« Of yars their elders.
Most Vampire players' characters will baofghese genrations,

I4THAND 15TH GENEFRATIONS

A woeful modern development, these thin-blooded Kin
dred have appeared in recentyears, The bloodofCaine is so weak
in them that some are rumored ro be able rabear the light of the
sun and partake of mortal food. Many Kindred scholars look
upon the influx of these vampires, with iy, remembering
passages in The Book of Nod that make refereicgto the " Time of
ThinBlood.” This time is said to presagethe comingof Gehenna

¢
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THEMODERNINIGHTS st mescnce, b his 1 tre oy becans an o o
Much has come to pass recently in the W Darkness, ko




Thus, the World of Darkness decays and crumbles more
cach night. With less and less to be sure of, and many more
ominous portents becoming plainly visible, many Kindred won

Jiate furure aditseems that immortality

derwhat the imm
the world is mgh.

chif thy

may not mean m

GEHENNA

yth is 1

deaof Gehenna, The Kindred
wcalypse bears down ever more each

Cenral ro Kin
believe thar thisapproachir

night upon the wor wna arrives, the

shall anse and make a w:
and mortal alike in the culmination of their

Although few Camarilla Kindred wou
vampires see the world on a downward plummet and believe thar
haps even within the next few
from whatever

endous Jyh

Gehenna will occur
years. Frantically piecing

her the

wey can compile

Cainite histories and mythological fragmen
the Kindred seck to leam
vampires know, however

w true nature of Gie
he impla

possibly avert it. Eld
cable wills of the Antediluvians. Should they sowill it, Gehenna

and vampire in a tide of blood and fire

erwhelm the world, destroying every mortal

1e an.

Propurciesor Doom
“The Chror

Book of Nod, speaks of the imminent Gehen
1, but many

tions are cryptic and couched m mystic
Kindred believe that the world of tonight reflects the signs

portended in the Chy w Kindred believe

vampires




Even s

he Kindred attempt to forl or asd the Jyhad as the
see their roles coming to critical culmination. The millennaal
tension that plagues the planet is certainly
and the Final Nigl

I exiconN

The Kindred have their own dialect of specialized words and
5. Vampires have a tremendous capacity for double-talk;
what they say ofter

pirscursor to: the

coming apocalypse tsare upon us, Unless

phra

ans something other than its literal inter-

preation, or something in addition to its simple meaning. Certain
words have evolved new connotarions among the Damned, while
o vampires and their sociery. The Kindre
in theirways as they are, are loath to adopt new manners of speech
ar slang, and one can often determine a rough estimation of a
vampire's age by listen

wthers are unique

1o the mdividual words she chooses.

ComMonN DARLANCE

These w

rds are in common use among all echelons

Kindred societ

Anarch: A Kindred rebel who opposes the tyranny of
elders. Anarchs wish to redistribute the wealth and resources of

1 city equitably among the vampires therein. Natrally, the
elders appose this, having cultivated their influence for centu-

ries

Barrens, The

weyards,

The areas of a city unfit for Life, includ
bandoned buildings, industrial wastelands and ar

15 of ir ban blight.

Becomi
fledgling
her sire deems her ready and gains the prince’s approval

Book of Nod, The: A loose collection of Kindred legendry
and history. The Book of Nod chronicles the origin of the
Kindred, th it has never heen published in its entirety
Fragments of tt

2 The: The moment one passes from being a

into “full” vampire status. One may not Become until

document and its many partial transeriptions
ng certain strata of Kindred society
he: The inche

mpire inio

circulate am
Beast, ]

umavy

e drives and urges that threaten to
mindless, ravening monster.

e that which makes a vampire

Blood: A vampire's herit
a vampire. Usage: | dowbt her claims to such esteemed Blood

Blood Bond: A mystical poser overanother individual er
dered by partaking

a particular vampire's blood thrice; accepting
Blood from
Caitiff

Cairiff are typically of high generation, where Caine’s blood

vampirg is an acknowledgment of her mastery

A vampire of unknown clan, or of no clan at all.

dilures

o greatly to pass any consistent characteristics
Camarilla, The: A sect of vampires devored primarily w0
maintaining the Traditions, parcicularly thar of the Masquerade
Childe: A vampire created through the Embrace — the
childe is the progeny of her sire. This term is ofren used deroga-
hld
Clan: A groupofvampireswhoshare common characreristics
wissed on by the Blood. There are 13 known clans, all of which
were reputesly fourncded by members of the Third

tonly, indicating inexperience. Plural ¢

eneration.

A small

Coterie

of Kindred, united by the
need for support and sometimes common intere

oup or “pack

ts.

nother Kindred'sblood, to
nal Death. V
their generation through this practice; particularly
old Kindred have such

NSUMPHON o
the victim's Fi

mpires of high genera-

tionm
refied tastes that mortal blood no longer
nd they umpire blood.

ns them,

it consume

Domain: Anareaof aparticular vampire's influence. Princes
claim entire cities as their domains, sometimes allowing lesser
vampires to claim domain within.

Elder: A vampire who has experienced three or more

centuries of unli
Jyhad
Elysium
withour fear of harm. Elysium is commonly established in opera
houses, theaters, museums and other loc

Elders are the most active participants in the

placewhere vampires may gather and discourse

ions of culture

Embrace, The: The act of rransforming a mortal into &
vampire. The Embrace requires the vampire to drain her victim
and then replace that victim's blood with a bit of her own,

Fledglin,

protection,

newly created vampire, still under her sire’s

Generation: The number of “steps” hetween a vampire and
the mythical Caine: how far descended from the First Vampire
1 given vampire is.

Gehenna: The imminent Armageddon when the
Antediluvians will rise from their torpor and de
Kindred and the world.

ur the race of

Ghoul: A minion created by giving a bit of vampiric vitae

i mortal without draining her of blood first (which would

create
H:
from the sun.

a vampire instead)

where she fir

s sancruary

A vampire’s

Hunger, The: The urge tofeed, as with any living cr
 however, the Hunger replaces all otherdrives with
its own powerful call.

arure

Forvampire

nnu: A sect of vampires who have removed them-
dre ns and, largely, the Jyhad. Many
Methuselahs are rumored to exist among the Inconnu.

coneer

The secret, self-destructive war waged be-

tween the generations. Elder vampires manipulate their lessers,
using them as pawns ina terrible game whose rules defy compre
hension

Kindred: The race of vampires as a whole, or a single
vampire. According to rumor, this term came about in the 15th
or 16th century, after the Gi

1 Anarch Revolt. Sabbat vampires
scorn the rerm.

Kiss, The: To drink blood, especially from a mortal. The
Kiss causes feelings of ecstasy in those who receive it

Lupine: /
vampire race

A werewolf, the natural and mortal enemy of the
Lush: A vampire who typically feeds from drugged or drunk
mortals in order 1o experience their inebriation,
Life, The: A cuphemism for mortal blood. Many Kindred
regard this term as affected and effete

Man, The: The mote of humanity that a vampire main-
tains; the spark of mortality that distinguishes ham from the

Beast

Charrew One: A Wor of Dasoness




Masquerade, The: The habit (or Tradirion) of hiding the

existence of v

mpires from humanity. Designed to protect the

Kindred from destruction ar the hands of mankind, the Masquer-
ade was adopted after the Inquisition claimed many Kindred
unlives

A v

ain as her own, p

Prince:

umed a given expanse of
and supports that claim

gainst all others. The term can refer to a Kindred of either sex.

mpire who has ¢

dor ticularly a city,

Roguet A vampire who feeds upon the vitae of other
Kindred, out of necessity or depravity.
bbat, The:

embracing their monstrous natures, The Sabbat is besti

A sect of vampires that rejects humanity,

]

2 1o Jord over mortals rather than hide from

violent, preferr
them

ect

A group of Kindred arguably united under a common
philasophy. The three most widely known sects currently popu-
latiryg the night are the Camarilla, the Incannu and the Sabbar
Si
v

rily mortal.

OrnForm

The elders typically use these turns of phrase, which have
existed since long before the modern nights. One is adv
use these words carefully
seen as humorously anachronistic, while in the company of
anarchs, for example, they may be misconstrued as the elders'

propaganda

A vampire's “parent”; the Kindred who created her.

A s

of vitae for sustenance or pleasure, prima-

ed to

in some company, their use may be

Amara
{q.v. Diablerie)

The act of consuming another Kindred's blood

Ancillaz A “proven” vampire, between the elders and the
neonates.

luvian: A member of the dreaded Third Genera-

ion, one of the eldest Kindred in existence.

Ante

Archon: A vampire inthe retinue of a justicar, Archons are
ally nomadic in nature, frequently pursuing Kindred who
Thave fled to avoid persecution at the hands of the Camanilla

Autarkis:

pire society of a

enet

A Kindred who remains outside the larger vam-
ity and often refuses to acknowledge the

claim of a prince.
Blood Oath: The blood hond (vide).
Cainites A vampire; a member of the race of C

aine.

Canaille: The bovine masses of humanity, especially the
uncultured and unsavory. The Canaille are viewed primarily as

a source of sustenanc

Cauchemar: A vampire who feeds exclusively on sle

eping
victims,

Consangy
with reference to lineage. Usage: That vampire is consanguineous
of Hardestadt the Elder, his childe.

Cunctator: A vampire who avoids killing when delivering
{ ne who takes so little blood as to avoid bri

neous: Literally, “of the same

Jood, " especially

ging ahout
her prey

Domitors A ghoul's master; one who feeds her blood and
issues her commands,

Footpad: One who feeds from derelicts and other ch
sociery. Footpads

e frequently debased and «

ot maintain
permanent havens.

Gentry: A Kindred who preys at nightclubs, bars and other
establishments of the

red-light district,"” where mortals engage
in reverie

Golconda: A fabled state of vampiric transcendence; the
true mastery of the Beast and balance of opposing urges and
principles. Rumored to be similar to mortal Nirvana, Golconda
atly touted but rarely achicy

is gre

Humanitas: The extent 1o which a Kindred still maintans
her humanity
Kines A term for mortals, largely contempruous. The

phrase Kindred and kine refers to the world at large: everything.

Leech: A human who drinks vampire blood, yet acknowl
edges no master.
Lextalionis: The code of the Kindred and the system for

punishing transgression. It suggests Hammurabian or Biblical
justice -

an eye for an eye, and punishment in keeping with the
A vampire's bloodline; the Kindred's sire, sire’s

Methuselah: A vampire who has existed for a millennium

nelder whono longer exists among the greater whole

of Kindred society. Methuselahs are rumore
Fourth and Fifth Generations,

d to hail from the

Neonate: A young Kindred, recently Embraced.

Osiris: A vampire whobuilds a mortal cult around himself,
in the interests of gaining sustenance. As the millennium ap-
sses, Oksiris cults become increasingly common

proaches and ps

Papillon: The red-light district; the area of town punctu-
ated by drinking establishments, brathels, gambling houses and
other locales of ill repute. The prime hunting grounds of a ciry,
where the disappearance of mortals goes hand in hand with the

general seediness.

are

Progeny: Allofagiven vampire’schilder, collectively. Less
formal, and less flarering, is Ger.
Pras

domain. Thistermalsorefersto the prince

is: The right of princes to govern; the prince’s claim to

matters of policy and

individual edicts and motions.

Primogen: The leaders in a given city; its ruling body of
elders, typically composed of one member from each clanpresent
mnacity

gmant: A Kindred who holdsa blood bond over another

Retainer: A human who serves a vampiric master. This
term is almost archaic, referring to a time when vampires kept

vast enton servants as part of their estates.

ren: A vampire who seduces morrals in arder to drink
from them, and then only takes a small quantity of blood, so as
to avoid killing them

Suspires The rumored epiphany experienced just prior
the attainment of Golconda

Third Mortal: Caine, wh
First Vampire.

was cast out and became the

Vaweme: Tie Masquesane




Thrall

nk another Kindred's blood thrice.

ablood bond, having

A vampire under the effects,

Blood.

Vitae:
Whelp: A derog

ive reference to one's own progeny.

ry term for a young Kindred, originally

used with excle

Wight: Human; man; a mortal.
Witch-hunter: A mortal who searches out and destroys
vampires.

Whig: A contemptuous term for a vampire who possesses
an interest in mortal trends and fashions.

Vul GAR ARGOT

These terms are slang, the modern equivalents of older
tums of phrase which have fallen out of favor due to their
association with the elder ranks. These words carry great conno-
tation, as they are associated with the younger Kindred, whoseck
to establish their own vampiric cultures.

Alleyeats A vampire who keeps no permanent haven, but
sleeps in a different location each night. This term also refers to

aKindred whofeeds exclusively from the homeless, vagrants and
other elements of low society

Ba
banks and hos

bload from blood

King: The practice of “withdrawing”

al reserves. This blood has lirtle taste, though it
Jer Kindred eschew this bas

and el

will sustain a va
A Kindred who engages in this practice is known as

vire.

indul;

Black Hand:

Sabbat.

Another name for the sect known as the

Blister: A vampire “Typhoid Mary” who contracts amortal

disease and spreads it 1o each vessel upon whom he feeds.

A vampire’s heritage (q.v. Lineage)

Blood Doll
vampire. Most blood dolls gain a perv
Kiss, and actively seck out vampires who will take their vitae

: A mortal who freely gives her blood to a
e satisfaction from the

Butterfly: One who mingles among the mortal high-soci-
ety clement and feeds exclusively from the famous and wealthy

Casanova: A vampire who seduces mortals to rake their
blood, but does not kill them. Casanovas typically erase the

memory of their presence from their vessels' minds (q.v
Cauchemar).

Change, The: The moment an individual ceases to be a
mortal and becomes one of the Kindred.

Damned, The:

Donor: A sarcastic term for a vessel, typically human

e race of Kindred; all vampires.

armer: A term of mockery for vampires wha refuse to feed
on human blood, instead taking sustenance from animals,

ief: A sarcastic term for a vampire's domain or claim
thereof, most commonly used in reference to a prince

Head: A Kindred who feeds upon those who have imbibed
alcohol or drugs, so as to vicariously experience the same
sensations. Those Kindred who prefer individual drugs have
“poison” prefixed to the term head crackhead
ckhe:

Headhunte
Kindred (q.v. Re

Juiceb:

thar their sole use is fc

leg,

the

ad,

dopel

A vampire who hunts and feeds from other

e ).

A contemptuous term for mortals, indicaring

sustenance, Even more irreverent is the

rerm Bag.

A vampire; one of the race of Kindre
Rack, Th
nightelubs, drug
locales, where mortals go missing all the time (q.v. Papillon).
Rake:

interests of feeding (g.v. Genory).

The hunting ground of choice, including bars,
ens, whorehouses and other bacchana

A habitual visitor to the Rack, especially in the

Sandman: A vampire who feeds upon sleeping victims only

Slumming: The practice of feeding from derelicts, the
homeless and other dregs of society; one who does this regularly
is known as a Shanmer.

Stalke:
(quv. Wicch-hunrer).

A mortal who hunts down and destroys Kindred

term for a female Casanov

Tease:
Turf:

it may also refer to the area under a given gang’s influence.

modern affectation used in reference 1o a domain;

Vegetary: A term of contempt for one who drinks exclu-

sively from animals {q.v. Farmer)

Ceiarmer One: A WostD of Dagiess

61




Luncita:

VLl the trail is hot again. A vatole coent out-of-oAy Again— i some tvays it tvasa
relief, hecansehie sevearshe Ansto fast for atveek feforetrying it, and that means feever
Bodiests Aisposeof — and thistime e claims hies ot a Lead.

Supprsedly—and J'm just transcribing cvhat A natole said svhen he came sut of it
nnd firiished eating, so Apn'tkidl the messensger, stveetheart—Ael found coherethe
Setiteshave set up shop. Theres acvarehionse Avevn along THanayunk that’s serving
A8 A temple. He claimsto Ave seen at least three Snakes, icluding ovie evith A guote-
mongnote ‘ausgelic anra,”and agout eighe honls. J st of the ghonls seems to hve feen
created imaceordance tvith the nsual Getite philosophy of giving vitaeto Aumbmuscle
for protection. They're (oaded for bear but Aooked onthe blovd, ot the Sergents’
phitosephy.

Oh, anid A natole alse claims that the templels centerpieceis a severed head pna stick
that spenk sintongues and gives prophecies.

Stop fnug’éhrﬂ‘, Lppman, its fetter than Wrything yonor J have come np cvith inthe
pastyenr. Besides, that Aescrigption might match oneof the Vleddite rtifacts Jve een
chasing after for a fecv hundred years—— anitem called A varki,

Tnanycnse, ] think thisiscvorth checking out. J'm qoivag to give A natotea conoleof
HIZALS t0 vest it and eat progerty, then ve're going to case thevva rehounse.’You canmeet
usinCamdenon Thursday at the nsnal place——entry routes Aaresafer Acrossthe river.

LA ntil then, cvateh out for Zf)ft.{fly.

Beckett




In the first nights, so sires tell their childer, the 13
ndchilder of Caine who survived the strife of the First City

begot prog

eny in their own image

passing on their mystic arts

and magical curses. Thus were founded the 13 great clans of

Kindeed that haunt the world to this very n
Century followed century, and each clan developed itsown
re. As the Jyhad raged and the

history, traditions and

Antediluvians retreated into the wastelands, the ¢

clans assumed lordship of the night for themselves

Certainly, all has not been peaceful through the
clans of the Sabbs

e whispered to have slain their founders in
vile actsof patricide. Over the course of history, some clans, such

as the Giovanni, have undergone considerable internecine

turmoil, and one clan — the reclusive Salubri — was destroye

outrighr, its mystic gi start mortals

ts usurped by up

ent from

This chapter presents the 13 clans, each ¢
amythical Antediluvian, thar comprise the majority the Children of
Caine. Because the clansali

themselves by sect, we

under the descriptions of the sects 1o which they adhere. First is
covered the Camarilla, keeper of rradi e clans
el, Malkavian, Nosferan Ventrue)
Ne rilla’s

bbat, along with its Lasombra and

n, along with the

(Brujah, Gar ‘oreador, Treme:

wheo pay it real or fatwous hom

t is presented the Ci

archenemy, the monstrous S;

Tzimisce founders. Finally the four independent clans — Assamite,

Followers of Set, €

wnni and Ravnos — stand revealed

Players may select their characrers' clans from of these

13 templates, or may choose to be Clanless (Caitiff). Each clan

has certain distinguishing powers and weaknesses, which a

member of that clan automatically adopts.

Broont ines

strious sires often display peculiar

seended from p:
» and a few v

characteristic pires have deviated from their clan

64

in notewarthy fashion. Most such things can besimulated through
simple roleplayir
example, while the chikder of the mighty Hardestadt might all

or through Merits and Flaws (p. 295); for

display the same feeding restriction or obsessively focus on control

rhey do not differ significantly from Ventrue as a wh In a few

cases, bloodlines actually manifest different Disciplines or weak-
sses; these are noted in the “Bloodlines” entry under each clan

Cransann CHARACTERS

Storytellers are certamly free to limir players' selections
rilla city, for example, the vast majoriry of
ne of the seven founding clans, While an
amite or Tzimisce can be worked into such a chronicle

of clan. Ina Cam
Kindred hail from

thisrequires some extra effort on the Storyteller's pare, and we

enc Storytellers o be as open or restrictive with clan

selection as they feel they need to be

it
exceptions, clans are simply groupings of Kindred linkexd by

common blood— noless,and cerainly nomore. One may speak

of a certain mannerism or ideal as “so very Beujah” or “typically
Ventrue,” but clan members are vampires first and foremost. To
assume that “he's Toreador, so he must love art
Assamite, soshe must |
nsabou

e acold-hearted killer” is as dar

mak

g asUmpL

peoplein the real world based on their
ethnicity or religion. Nor do mst clans have unwavering “party

lines” or all-encompassiny ndas to which all members must

dutifully adhere — one does not experience the agony of the

Embrace and the ravages of the Beast only to spend etemity asa

nubureaucrat for “the onganization.” For every “typi

clan member, there are many others who defy conventional
wisdom about the clan. Most vampires follow the clan's teach.-

ings exactly as far as it suits them, and no farther. Pls

avampire,

aunique character, not a “clan clo

wike: The Masquerane




THe CAMARILI A

rilla came about in an attemptto bold vampire
gether against the power of the Inquisition.in the 15¢h
century. Under its iron guidance, the Tradition ofthe Masquer-
ade grew from a cautious suggestion to the guiding principle of
Kindred unlife. Even today, the Camarilla concerns ftself with
the enforcement of the Masquerade, maintaining harmony
between Kindred and kine, and battling the Sabbar, which it
views as irs direct opponent.

The C touts itself as the sociery of the Kinidred, and
irispartially correct. It is the largest sect of undead onithe planct.
Almost any vampire, regardless of lineage, may€lnim membégs
ship in the Camarilla. In truth, the Camarilla asserts that all
vampires are already under its aegis, regardless of the wishes of
the vampires in question.

aril

Over the years, the sect has attempred d its inflie
er other arcas of vampire life, and each rime has had jts
hands roundly slapped for its insolence. Princes brook no inter=
ference intheaffairsof their cities, while the ancient Methuselahs
scoff at the temerity of the younglings who think they can play
at Jyhad. In the end, the Camarilla’s influence begins and ends
with protecting the Masquerade and ensuring Kindred-kine
coexistence.

The Ca

ested vampires, reg

Xre

ence

m cla

s 1o allow membership to any inter-
less of bloodline, but the vast majority
represent the seven founding clans. It was their membewho

founded the sect, and only these clans regulacly make op the
Camanilla’s governing Inner Circle. Other vampires of different
bloodlines may artend conclaves and meetings, but their voices

frequently go unheard.

Afterthe Anarch Revolr, the Camarilla placed irselfsqy
against the Sabbat, sceing itselfas the only means ¢
cks at bay. The Camarilla alone upheld the Masquera
protected its own, while the Sabbat would as soon throw away
the Traditions and everything sacred to sustain its paranoid
dreams of Gehenna. Dissent is a luxury that cannot be afforded
during times of war, and the Camarilla believes quite firmly thar
are not with the sect must be against it. However, for
the frightened elders who make up the higher echelons, the
Camarilla has qui

rely
hold the war
nd

p

those whe

few enemies.

In these modern nights, the Camarilla is hardly the mono-
lith that its proponents advertise it to be. Elders cling o their
juish them ro those who have reached
the age of consideration. Younger vampires feel left out of an
organization they are expected to uphold, but which offers little
tono reward for their efforts save the threat of punishment if they

positions, refusing tore

fail. Ancillae are trapped in the middle, unable to turn o either
the younger or older vampires; taking up with the neonates

means relegation to the lower strata of power, while attempting
o foll in withiBhe clders risks the appearance of overstepping
boundaries and being crushed for insolence.

Many elders in the Camarill
selvesin the position of relics. A good many are unwilling or
upable 1o pick up the new technology that the young ones have
mastered — cel
phorus grenades, sun lamps, Dragonshreath rounds — and in the
madern world, being
leaves these elders ot a distinct disadvantage. Should they
relinquish their positions and find themselves outside the halls
of power, they become tai
marilla behind ir, A few ¢
diablericon theirmindsand the latest rechnology in their hands,
and an eld

's upper echelons find them:

lar phones, laptop computers, Kevlar, phos-

rely able to use a telephone or rad

s as their personal might lessens

without the C: ngs of ancillae with

might well find himself becoming obsolete in mare
ways than one. Therefore, in preemptive strikes of paranoia run
rampant, the elders kill the best and brightest who could some
night posc a threat. The result is an organization that is canni-
balizing itself, and one night it might re

THE JUSTICARS
These seven mighty vampires are the judges appointed by
the Inner Circle 1o be the Camarilla's eyes, hands and, if
necesary, fists, usticars have the only true authority across the
Camarilla and all Kindred, with the exception of the Inner
Circle. They
matters reg
above them in this. It is justicars who

ret the mistake.

lone have the ultimare power to adjudicate

ed 1o be
de the punishment for
red the Traditions on a widespread level;

aditions. No one is considers

those who have vio
the one being judg

may not expect mercy. Justicars arc
supposed tocall for a conclave when they wish to pass judgment,
but over the years this lapsed

as they grew in power. Justicars

have the authority to call a conclave at any time, either

Tue View FROM WITHOUT
The Sabbar
Camarilla? The velic of frightened elders who prey upon
their chiller and cling to dreams of glory that ave long gone

of New York

— Polonia, Archbish

The Independents
Tl whelming ideal of “for the good of Kindred
yow along with th
to go, then you must be the enemy. Th
prefer to stay on our oun side of the stre

&iT O leads

them to swee if you don'e want

r plans, an
!

s a veasan why we

Ambrogino Giovanni

Cotarris Two: CLans Ao Secrs
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confirm a ruling or 1o make certain decisions that one justicar
alone does not wish to burden himself with.

A justicar serves for 13 years, and her actions may be

challenged only by another justicar. If things grow heated, a
conclave may be called by the combatants or by another justicar

e. When riva

to resolve the disp justicars decide to start

battling it out

few Kindred are safe from being used and abused

in the ensuing stru;

Many vampires, elders and younglings alike, resent the
power the justicars wicld, and certainly none care for the abuses
that can come with it. However, very few would dream of openly
taking them on, due to their immense
shocking exceprion occurred in 1997, as the mighty Nosferatu
justicar Petrodan was murdered by parties unknown. What
movement of the Jvhad lay behind this assassination, orwhether
her strikes 2

and resourc

it 18 a precursor of fu
known

inst the justicars, is un-

THe ArcHoNg
Cach justicar selects a number of minions, known as ar-
chons, o me as suits his purposes. If the justicars are
the hands of the Inner Circle, then the archons are the fir
on those hands. No justicar can be everywhere he might need

tinhis

gers

ot wish, to be,

darchons can often make certain his presence
is felt if not seen. Archons, although they are parr of the
Camarilla hierarchy of power, are not so far removed from
typical Kindred unlife that they cannot abserve it or gain the
trust of other Kindred outside the hierarchy; this makes them

ideal watchers. Some Kindred attempt to gain favorable atren-

tion from an archon, in the hope that she wil
her master. Such attempts often backfire, as continued effores to
curry favor are more likely to encourage suspicion

Archons are typically chosen from the upper ranks of
ancillac and occasionally elders of lesser station. Such a presti-
grous appointment can make or break a Kindred
hallsof power. Justicars occasionally choose archons tocarry out

career in the

specific missions, and sometimes prefer political savvy, insight

and skill over recogmizability.

An archon's position typically lasts for as long as a justicar

wishesto retainher, or the length of the justicar's renure. It is not
unheard of for anew justicar to retainan archon who served with
his predecessor, provided the archon understands to whom she
now owes allegiance. Most times, though, prefers to
st one left under

justic

select an entirely new stafl, particularly if the

strange or bitter circumstances.

CONCI AVES

Conclaves are the greatest events in C

amarilla politics —

at least the greatest events to which every vampire can be privy
One American Kindred described conclave to his childe as “a
House Committee session, the Supreme Court and a tent revival
all rolled up into one." A concls
Camarilla Kindred, a legislative session for considering and
decidhing future Camarilla policy
Camarilla as the guiding principle behind the Masque
Kindred-kine relations.

es as the highest court of

e ser

nd a reaftirmation of the

rade and

Any and all Kindred who hear the call o conclave «

welcome to attend. These events can last anywhere from a few

hours w several weeks. A city hosting a conclave may never be
wware of what 1s occurring, excepr that many hotels are suddenly
booke
many vampires (many of them potent-blooded elders) ina single
location presents a tempting target for Sabbat or diablerists.
Many

up. Naturally, conclaves are perilous underrakings; s

tnot know where the conclave will be held

its before the event itself

Only justicars may call conclaves, and only when needed,
cal concerns. The conclave is usually held in the
geographic region most concemed with the issue at hand, or

due to loy

mare centrally if the problem is widespread. The vampires who

attend the conclave are referred toas the assembly, and any may
speak, provided they are supparted by at least two other mem-
bers. E

the issue.

ch memberofthe assembly receivesasingle vore regarding

Conclaves are typically called with regard to powerful
individuals, such as princes, or serious breaches of the Tradi
tions, Any Kindred may bring a grievance to the conclave and

expect to have it addressed. A prince may request more leeway
rding the Traditions to ¢
have o destructive quarrel between two powerful ekders medi

e | with Sabbat or anarchs, or to

ated. The conclave may call blood hunts agamst mdividuals,
including princes, or have particularly powerful princes removed

from office. The right to depase princes is one the Camarilla

keeps a right leash on, and while a justicar may not remoy
prince, she may call a conclave for the sole purpose

prince’s abdicarion,

forcr

Any actions that would result in a serious breach of the

litions must he discussed and agreed upon by the conclave to

vid punishment in the future. The conclave interprets the Six

Traditions and may add amendmenis or enact precedents. Many
ne to demand that certain powers, which could
given them in dealing with unruly

princes have cc

be breaches of Tradition, be
Kindred
A Kindrec

by requesting an orde

a conclave may challenge the ruling
ly

m trial

These ordeals can be quire liter:

almost any exacting task or quest, with a time limit for comple-
tion. If the ordeal is not completed to satisfacrion, the justicar
may impose any penaley. Should the crime be considered too

accused an ordeal, she may be challenged
al,

both opponents

heinous to allow t
to ritual combar by one of her accusers. As with the ord

almast anything can happen: ritual weapon:
blindfolded, forbiddance of Disciplir

ctc

After a conclave, princes often reward those who voted in
their favor and punish those wha did nor. Some vampires, in

anticipation of a prince's anger, settle their affairs and seck out

new living arrangements at the conclave, Others take the
opportunity to curry as much favor as possible, hoping that their
“loyalty” will be rewarded

Not every conclave called is an emengency meeting. Some
justicars arrange for annual conclaves allowing all Kindred who
choose toattend an opportunity to meet and talk over the year's

business. For the past decade, the Toreador justicar has called a

Vawsree: The Masquenace
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y Brujah, but others favor tasteful ward-
e others to take them seriously. In the end, a
Brujah's appearance often suggests his attitudes: A
is likely an open rebel or

indeed found among o
robes that encou

skinhead bravo
archist, while a bespecracled peda
a tweed suit is probably a reformationist or liberal. It should be
noted, however, that given the Brujah penchant for nonconfor-

mity, any assumption of ideals based o appearance could be

potentially dangerous. Brujalt look how they want

Haven: Wherev
tell them to leave!

hey damn well please. Are you going to

More so than any other clan, the Brujah keep the company
d one haven might house
Brujah Kindred also keep multiple saichouses and boltholes, as
their conflict-driven existences often make single locations
inhospitable. Some Brujah neonates even carry.of the urban
practice of the home invasion, Dominatirg of killing a home’s
occup: and taking over. Like other pursuits, however, home
invasions rarely sustain the Rabble's interest, and the vampires
often move on once they grow bored with the locale
Background: Brujah prefer those who espouse change inone
formor another, and often recruit fromcollege campuses, political
groups or oppressed minorities: Young Brujah may hail from any
background and often have apetcause or issueofburning personal
ortance. All types of dissidents find the rway into the ranks of
the Brujah, from I\mﬂ -thtowing biker anarchists to vociferous
fascists to nihilistic radicals. Thisis, of course, partofthe refison the
clan is so disorganized — hatred between Brujah is often miore
butter than hatred for those whom they mutally oppose.
Character Creation: Brujah dfien have violent, criminal

of other vampires n entire brood

as Brujah weartheiremetions on their ~lw\<§ (when they have
sleeves. . ) Physically predisposed characters are predominant
among the clan, but some favor Mental Artribures! Likewise,
Skills are favored, with Knowledgesmunning a close second. Any
Backgrounds may be appropriate 1o @ Brujah character, though
many in the clan cultivate Contages, Allies and Herd. Very few

“elerity, Porerice, Presence

: Fiery passion is at once the Brujah's blessing
Though they are quick to adopr a cause, they are
equally as quick to fall to frenzy. OF course, the Brujah rabidly
deny this penchant for excitement, and become quite hostile
when the issue is y (p.
228) are two higher than normal for members of Clan Brujab.

Orga tan Beujsh i fat too fractious and toraly
internecine conflict to have true organization, and
never meets formally. Two conventions the clan does support
universally are the Rant and the Rave
informal meeting:
kine)

and curse.

ised. Thedifficulties of rolls to resist fres

on:

the clan

Rants are just that

Brujah (and other insurgents, Kindred and
at which anyone who can scream loudly enough can have
Raves, named after the all-night techno
nd, wherings in the
tertainment events. One usually
leads toanother, and cluesto the locations of the events are often

her opinions he;

d

Engl are SoCia

dance parties sta

hidden in the media of the gathering in progress. These meetings

STERFOTYDES
Assamite: They fell 1o far from the tree to have a
place in our world.
Followers of S
they're hiding if what they don’t mind showing you is so

2 Oily bastards, L have towonder what

heino

ingrel: They fight well, and they're willing 1o go'to
the wall for what they believe in. Maybe we'll join them if

they leave the Camarilla. Or maybe we'll leave first..

ovanni: I'm not sure what their angle is, bur if it
involves dealing wirh the dead, it can't be good.

Lasombra: Swing first and ask questions later when
dealingwich these Kindred, or they'll talk yowinto slitting
your own throat.

Malkavian: They're completely batshit, but at least
they don'timmediately hate you based on who you are.

Nosferatu: Geh! Sull, they hit as hard as we do, and
they know everything, soit’s probably best just to be civil
with them. After all; the poor bastards need all the friends
they can get.

Ravnos: Touch/my shit and Pl xip out your fucking
heart, Eurotrash

Toreador: Have any of these Kindred everactually
dome anything?Or do they just snipe at each other every
might!?

Tremere: It'slike someone Embraced abunch of DED
geeks and told them their spells were real.

Tzimisces Take‘em or leave ‘em. The one [ met
scemed more trustworthy than most of my Camarnlla “Kin-
dred,” but I'ean't help bur think it's because she wanted
something.

WVentrues These fascist assholes are complete hypo.
critgs, just like anyone elsewith a bivof power o throw
around. My sire says they fucked ug' over a while back.
Paybacks are hell, motherfuckers.

Gini{f: | have agdupleoffiiends among the Clanless
We are the only clan that trears these unfortunates as
equals.

Camarillas The lesser of wo evils
better orgartized than th

Sabbat: Then again, there's something to be said for
decisive action

ar least they're

almost invariably de further eroding

cnerate into riots,
organizational base of the clan
ally,

and

Bloodlines: Brujah antitribic of the Sabbat are, ironic
almost bast stability
destruction, the Brujah are the most dependable of the monsters
whao populal
rehels and more as brutal shock troops. Sabbat Brujah tend 1o be
lessintelli

15 In a sect devoted to chaos

the Sabbat. They are viewed less as impassioned

rilla brothers and
by the wayside ar the promise of new

ntand discerning than their Cs

sisters. Their causes fall
havoc to wreak

Quote: Think for yourself, or you're
way, T'm satisfied

tter off dead. Either
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fabled prohibition, and Gangrel and Ravnos harbor an ages-old
hatred for cach other.

Nickname: Outlanders

Sectt Clan Gangrel is nominally in the Camarilla, though
hat €

and numblin,

fair number of Sal rel existas well. Most Gangrel care

lirtle for sect of out t secession from the

arilla have made the rour

it recent Gangrel Gathers

arsh unlifestyle and lack of inter
n make them seem n

Appearance: Gangrel's
est in fashion «
this with the

nimal features \\'l““‘l‘H among the clang and
Gangrel sometimesapy

and Kindred find # cenamn .«m\.u.-u

thiscan lead toa dangerousmispudgment of the ¢

: Gangrel often make no permanent haycns, sleep-
ing wherever they can find shelter from the sun. Gangrel

sufficient mastery of the Pratean Discipline sleep in the ve
carth, lairing in parks and other spots of natural terrain. Al-
though many Gangrel prefer to lair in the wild or travel from
as vulnerable o attack by werewolves as
1 s they are often forced to remain in the

place to place, they

other Kindre

city's confine

Background: GangrelEmbrace for a varlecy of reasons, as
do mast Kindred, bugd por pass on the Cuirse lightly or
commonly. If a generalization must be made, itcould he said char
Gang » Embrace loners, those who have the physical
and ¢ 1wy to survive the shack of the Change.
The si what little there t, tends to be gruff and
Tarsh; most Gangrel must discover the vagaries of unlife largely
on their own.

| prefer
tional resil

s training,

Character Creati Gangrel often have similar Natures
and Demeanors, s theyrarely rely on subterfuge toget theirway.
I'Ium il Antributes and Talents or Skills are common among:

They often have Allies (Gypsi r Mentor as Back-
ground, burrarely have high levels of Influence or Resources.

Clan Disciplines: Animalism, Forriude, Prorean

Weaknesses: € Lare very close to the Beast Wit
they succumbs ta it, it leaves its mark on their hodies. Fvery time
aGangrel frenzie sains an animalistic fearure, This feanure
is determined by the player and Storyteller; it might he rofted
ears, apelt

tail, catlike eyes, asnarling voice, tusks, even scales
ery five such feature
duce one of the G

Organization: Gangrel have no true organization 10 speak
of. Vampires of

or feathers. acquired permanently re-

Social Auributes by one

ngrel's

eat deeds are typically shown

respect, though the young are by no means subservient. Out

Canrren Two:

STEREOTYDES

Assamite: Jackals playing ar being lions

Brujah: So much fury for so little
They stink of d
n, we're all corpses.

n
Followers of Se

worse than

Who cares! What do they have to do with

wtards. Competent bastards.

Malkavian:

Esther they know th
they've played us
distance

Nosferatu: Wise observers and useful allies. Suill, 1
wouldn't choose 1ol ina

Ravnos: That these honorless birches dare 1o claim
kinship with us is an insult

Torcador: Pointless waste

Tremere: They are not vampires, try though they
might. The reckoning has merely been postponed.

Tzimisce: Pointless waste.

Il for fools. Whichever, 1 keep my

st-h

Ventrue: Their foolish power-games keep the others
precceupied, and so we tolerate them for now.

Caitiff: Webear the blame for many of these w
Ultimately, though, they must make of unlife wha they

ches

can.

Camarilla: A blood-windharbinges the coming hurri
cane; perhaps 1t's time to leave the shack before it crashes
down around

Sabbats Westay and go, spare and kill as we choase, O
Black Han

landers accasionally meet in groups known o«
festivals, vampices dance, feast and rell stories of their trav
Disputes between Gangrel are often set
bar to first blood o submission; while savay
resultin the loser's Final Death. Gangrel commonly hunt alone,
though aceasionally rwo or more Gangrel unite in a coterie of
sarts (a “pride” or “pack")

Bloodlines: Two bloodlines exist among the Sabbat: the
Country Gangrel (similarin most ways to the main branch of the
clan) and City Gun
cate and Protean). Both types are found only among the Sabbar

h, the

these fights rarely

rel (whaose Disciplines are Celerity, Obfus-

Quote: You provided worthy sport, monal. Now, tho
e is ended

Cans axp Secrs
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\ Malkavians. The
clan has pollute

\ .

wy to tell a Malk

esare immediately ¢

dest Cainites can remember, the Malkavi

city. Chaos nips

ell-meaning Malkavian often find their lives«

5 them from fear of pain or Fi

murderous urge




neighbor, the borderline-suicidal musician. These vampire
ble of
than the

cay at subtlety, and rarely show anyone a face other

ne they want people to see
The Lunatics by and large take whatever shelter
h more than a few find aging hospitals and
poorly funded asylums to their tasres. Many seem to enjoy the
company of desperate mortals, and prefer slums and institutions
to more secluded havens.

Background: Malkavians take their childer from all walks
of life and for all number of reasons. Anyone can be chosen ro
further a sire’s twisted purposes, although most Lunatics prefer

Embracing those already close to (or subject to) madness. Most
other vampires helieve that the Malkavians Embrace theit
childer on a whim; however, virtually all Lunatics discover
“pur-
," the full extentof which none —not even their sires—can
properly fathom.

Character Creation: Malkavians come in all shapes dhd
flavors, but many have primary Mental Artributes, befituing the
clan's reputation for wisdom and insight. Apart from that, it's
anyone's guess just what Traits a Malkavian may, manifest —
and backgrounds, these mad
vampires could be anyone. Anywhere.

Clan Disciplines: Auspex, Dementarion, Obfuscare

Weaknesses: Every last vampire of Malkav's blood is irre-
bly insane in some formoranother. Some atrribute chis o
acurse of the blood, while other Lunagies actually call ira special
blessing, a gift of insight. When a Malkavian character is
created, the player must chooseatleastone derangement (see p.
222) for that character at the rime of the Embrace; this derange-
v be temporarily fought with Willpower, but can never
be permanently overcome

themselves subtly championing some barely perceptible

with the diversity of their concepr:

dee

ment ¢

Organization: The hierarchy of the Malkivians, if it
exists at all, defies description. Most are usually content to
let one herdo as they like from night to night, But now
and n times of grear need, Malkavians demonstrate

wny ability to act in_unison, even without. any
apparent leadership — and sometimes even without any
apparent communication. As one, they arise from their
one, theéy fall on the problem ar hand
And when it is a problen no longer, they drift back ro their
usual routines. [f.dhie Malkavians indulge in any form
machinations asaclaby, theyare incomprehensible to outsid-
ers — which may be a blessing

Bloodlines: Before the Dementation Discipline spre
contagiously, rhroughout the clan (in 1997 or so), a great
number ofMalkavians expressed their mind-warping talents
the use of the Dominate Discipline. A few
ws weren't caught in the redoubled tide of insanity

desolate haunis;

that swept the clan, and still possess that power in lieu of

SIEREOTYPES

Assamite: So. That's done, then.
Brujah: | want to like v ¢ Brujah, but his
skull's just so damned thick that he can't erack ir open and
get at the good stuff he doesn't even know he's ot in there.

Ir avera,

So forget him

Followers of Set: [ can'tunderstand them. Aren't they
mad ver! Don't they understand what they've seen?

Goddamn. Goddamn.

Gangrel: They aren’t animals, no matter what people
say. Look undgrehie skin of the corpse, then look under the
layer of beast-thoughr, and whatdoyou find’ A secret worse
than man, corpse of animal? Yes? Yes!

Giovanniz What price did these idiots pay for their
inside gossip? It's yesterday's news, anybody can find it if
they listen, and the Giovanni have sold their souls for it so
they can call it their “big secret.” Feh.

Lasombra: (an explosion of helpless, hysterical gig-
gling, swelling up into full-throated laughter)

Nosfe They've just ak denough of their
‘own flesh to biase through the wall of delusion from the other
side of perception. They're onto something, but who knows
if there'll be anything left of them when they get there!

Ravnos: Callusdeluded! Golookata Ravnos forawhile.

Toreador: Puppets who pull their own stnngs, or offer
them to anybody who wants to make them dance

Tremere: They. Are on. To us.

Tzimisce: Penguins. They decided they like the water
so much, they traded in their wings for flippers. And they
were sa clase....

Ventrue: They will neveraccept it, no marter who tries
1o hand it to ‘em. Well, don’s say we didn't warn you

Caitiff: From their number will the Herald emerge

Camarilla; It's like The Haunang of Hill Howse, but you
can't wait for the ending, where they wake up
what they are!

Sabbat: It's more fun when you don’t try s

vd realize

Dementation. The rest of the clan pays these offshoots no
particular norice; ind
Malkavians dan't diff
the clan proper at all

Quote: Lawgh if you like. Doesn't matier. Assume that
so much smarter than the poor, broken lunatic. Doesn't
er. But think about this: You're a dead thing, same as me
You died and were veborn...as this. What makes you and me
dffevent? Simple — I remember what I saw when | was full and
d. You'd be mad, too.

with only a few exceptions,

entiate between this bloodline 4

truly d
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Nosferatu. An existence
hat most Nosteratu smell

afew possible deformitie

in sewers and crypis ter

about as good as they look
Haven: Their distigurement f

havens far from the eyes of mortals, i

rces most Nosteratu to take

graveyards, abandoned

warchousesand cellars. In large cinies, entire broods of Nosteratu

lair in sewers and subway systems. These “kingdoms,” particu

larly the older ones, are ch more extensive than morrals
or Kindred are aware — subterranear
into the darknessand guarded b
treat warily with the N,

Backg;

byrinths strerchi

uls. Even princes

ugenyirom soc
pelessly antisocial.
» Embrace a
e Curse takes

Occasionally

beautiful, vain mortal, then watch
hold
Character Creation: Nosferatu ¢

n have any concept, but
v stock. Physical or

often come from loner, ou

Mental Attributes are ofter | are rarely anything
od among the clan,
while Survival allows a Sewer Rat to find shelter inthe blighted
nes Nosferatu favor. Nos lly have rerainers in
or even a human allyGr twoy bus
dominant among the clan.

imary {Soc

ather than tertiary!). Stealth is highly p

the form of ghoul

Bac

inds are

Cl
Weaknesses: As mentioned, Nosferatu are absolutely loath-
1 to ook at. All Nosferaua have Appearanice ratings of zero
cross the automanic dot right off the character sheer. Nor m:
\rove Appearance with experience points. Most Social
based on first impressions, except intimidation and the
like, fail automatically

O zation: While Nosferatu do not have the rigid
protocols that mark <lans such as the Tremere and Ventrue,
createsanexceptional clan unity. Shunned
her creatures, Nosferaru stick together
ity and loneliness

n Disciplines: Animalism, Obfuscare, Potence

theirshared det

and reviled by «

it of

Al parts nece

Bloodlines: Like manyotherclans, Nosteratu hasan antitri

s not differ greatly
. Descendants

analog in the Sabbat, though this branch

runof the clansave in idec
nes bear “signarure” deformiries, but few
nificant fashion.

liede boy, howsabour a kiss? [phlegmy,
a matter? Big bad gangbanger’s scared now?
vavictim, heh? Well, get used toit, ‘et i

m the ruck ar

certain sires somet
differ in any

STEREOTYPES
is is bad. Ths is straghe-up, fucked

Assamite: T
bad. Roll 4

U ¢; maybe they won't wanna bite
you.
Brujah: They talk a lot about equality and ¢ an-
ism her bullshit, but they flinch like the

Followers of Set: What have they got that we need!
Fancy clothes! Hah. A comfortable apart
"2 Haht!! Can't corrupt what's already

fah. Love:

lerstand — more than the ¢

hers

oaks

lon't ralk much, and the silence sy

hat comes off my

Giovanni: You know that od

after a g svanni | mer had thar ¢

from the inside Hled it coming out of her mouth

she s

cked up to me about “pannership.”
Lasombra: Mea
shadows when you're around ‘em. They won't ¢
or casy, Ill tell ya that now.
Malkavian: There'sa nastysmellon the wind, and it's
t us. Watch ‘em, observe what they do. When you can't
see ‘em anymore, run or hide.

wtarcls, Can't even trust the

lown first

Ravnos: Easily dismissed. Way, way oo casily dis
missed. i beginningto think we may have made a bad, bad
mistake here

Toreadors These pushags sure make themselves easy
o hate, don't they!

Tremere: You

ally thoughr abracadabras and eye of
Hdiars,

newr would lecyoudive in the deep end of the Jyha
Have fun in Hell.

Tzimisce: In theory, | can appreciate their conceit of
being monsters
way. In practi

ough and o

wigh. Unpretentious, in

they're fucked-up bitches, and | hate ‘em.

WVentrue: Little Lord Fauntleroy satona throne, Little

Lord Fauntleroy died there alone.
Caitiff: Kick or be kicked, Lickboy. Lknow which one

Camarilla downhere
un, Mr. Prince. Yeah, didn't think

Sabbat: [

ome

» they reall

Crnrea Two: CLans axo Stcrs




TOREADOR

The Te

“hedonists” be

urs” and

rare called many rhings — “degenerares,” “arristes,”
but a few, But any.such lompen car
idual

ation does the clan a

and hesymond, Toreador are

Depen

r ony'the
elegantand flamboyant, brilliant and u

dusservic ernately

ted. Perhaps the
ic zeal. W

is, she is with passion

only truism that can be applied to the clan

tever

Toread

wored. Many

s with passion. Whateve

wdor were artist

¢ spent frustrating ¢

produc

s as cultivators ¢

casionally, a parti

v the clan, t

ent for eternity. In this manner.

w has ind niry's

dor, it is

precisely what
Ofallclans, Tor

connected to the n

other vam

mple sustenance,

savors rare delicac

nost likely ro fall in love

es with the best, most

ple that the

Toreador

s in favor

succumbs to enr

of po he

nal whims a
vices

wre committed to the Camarilla and share the Ventrue's
b tety, the not for them the tedi

that’s what func ries are for, after :

pire — through their witty speect

wple, scintillating existence
Nickname: Degenerates

Sect: M
promotes"cul
he Sabb

Toreador are in the Ca

ows the Torea, reals tf avor. Those

"artistic” pastimes, nd blood-painging, of aie

lenr und
Toreador Er
Toreadorare

ce out of passion as much as any other re

accordingly

eauty. Of all Kindred, Tore

are the vy

v : centuries-old Degenerates are

chances are that arleast one

Tie Masqus
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Haven: Toreador take care to ensure that their havens are

nfortable, convenient for socializing and — above all
nform to their aesthetic tastes. Vampires of a more artistic
bent might maintain spacious lofts to display their works, while

counterparts love opulent suites perfect for host-

ing parties.

Background: Toreador range across o spectn
cepts, from lonely, tortured artists to debauched jetsetrers. Some
Toreador a

personal sty

¢ Embraced for no reason other than their beaury or

1 passionate sire decides that they simply must

he “preserve

Cl Anributes and Abilities are
prized among the clan, though Toreador are typically concerned
less with outright control than with making a good impre:
Perception is also favored, b

for eterniry.

racter Creation: Socia

ion.

h for crea

ion and for enitiquing,
Artistes favor Abilities such as Expression and Performancey
often enjoying very high levels in these aesthetic Traits;
poseur brethren must make dowith Abilities like Subterfu
Eniquette. Tor

heir
geand

wlor are very social creatures, and love adoration

from both Kindred and kine; as such, Backgrounds like Allies,
Contacts, Fame, Herd, Resources and Status are common
Clan Disciplines:

Weaknesses: Toreador are preternaturally attuned to e

Celerity, Presence

Auspe

aesthetic and be:
When a Toreador views, hears or even smells something thar is
tiful — a person, a painting, a song, a particularly

he must make a S ntrol roll (difficulty 6)
ranced by the sensation. The Torcador will stand
in for a scene or until the beautiful thing

stiful, but this sensitivity can prove d:

truly be.

lovely sunrise

or become

in rapt fascim
withdraws.

Enraptured Toreador may not even defend them-
lows them to make

selves if ar
another S

Org: Toreador have little practical organizagion,
though their cliquishness and social networksare legendagfiihe
clan meets frequently, but more as an excuse to hast lavish
partiesand showings than toaccomplish anything. Statusamon;
the Toreador is a tempestuous whirlwind inéhich one subtle
smile or catty critiquercan lead to fortune or disaster;a prodigy
may be adored one night, commira harely perceprible faux pas,
and beostracized the next

Bloodlines: Toreador pur a fair
a vampire fon

ree of stock in lineage;

e enough to descend from a favored sire is

lavished with adoration (1o her face, anyway), while childer of
a sire *on the outs” suffer social humiliation. Few of these lines
deviate from the main clan in any significant way. The Tore
antitribu of the Sabbat ar a notable exception, for they take
equal aesthetic delight in grea beauty or great ugliness.
Quot ,isn'e she exqu
I'm her musse, the sweet liale e

oh, Thomas? Why, I could hardly say

for

oh, ye:

site? Yes, she's my newest find
. Imagine! And what of —
after all, he haul his 15

FREOTYDES
There is beauty in what they do, make no

Assamite

mistake, but it is a beaury best observed from a distance.

Brujah: On the first night, their passion terrifics. On
the second night, their passion fascinates. On the third
nighr, their passion inflames. After that...frankly, their
passion begins to bore.

Followers of Set: It is inevitable, of course, that
persons of epicurean refinement will in the course of eter-
nity engage in dealings with those of
Record well any transactions made,
promply

Gangrel: As charmingly untamed asa tiger; as worthy
of consideration as ahousecar

Giovanni: They dress splendidly and are charmingly
mannered. Why, then, do they frighten me so!

Lasombra: Their Miltonian conceit is dreadfully pro-
vocative, arprovocatively deeadful, bur they take it all so
scriously.

Malkavian: The fractured kaleidoscope of their
thoughus is enchanting o first ghmpse. Gazeat 1 1o oy,
though, and one grows prone to werible headaches

Nosferatuz Odious beasts! And ro think that they are
allowed in the halls of culture! Oh, how gauche.....

Ravnos: The subjects of many delightful stories — well
delightful o long as one does notalso feature in the tale

Tremere: One dealswith the butcher and the bureau-
crat because they provide useful conve One
graciouslyacknowledgesservicesefficiently performed. One
does not, though, invite the hired help o the soiree, nor
1ake kindly to party-crashers.

Tzimisce: Toexperience this clan’s alien fruits would be
almost worth the price. Remember well thar “almost,” dear.

Ventrue: Every masterwork must have its frame; every

bust must have irs pillar, This the Ventrue unders
they perform their functions admirably.
Caitiff: Really
Camarilla: Through itsauspices may Kindredand kine
harmoniously coexist, cach benefiti

ind, and

Who let them in?

g from the other's

presence
Sabbat: Why would L wish tospend eternity wallowing

in gore!

minutes,” as th butitjust wasn't going o last, and it all became
s0 1 had to say adiew. Suicide? Really? Silly boy — he
Ud thank me, then, that | didn’t give him the Embrace

ngs so difficude, after all

so very ted

Tt would
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Haven: While Warlocks may maintain their own indi-

vidual havens (often complere with extensive libraries), the clan

maintains a chantry in every city that harbors a strong Tremere

ny of Tremere’s bloodline and
lothers. The Warlocks are infamous for
wrded havens; almost
wild find difficulr r

presence. A ¢
absolutely forbidden ¢
their well-g

ntry is open

| wards that

even other Tremere w

circumvent

dinocculrorother schol-

kground: Many Tremere
arly pursuits m lfe. Howeve
hardly enough o draw a W,

tion with the unknown is
s attention; clan members seek
tures and clear thinking,

a fasc

rlock

ressive T

apprentices” with ag nd care
little for mudkdle-he
rists, Clan Tremere |

of its clde

Jed New A,
an unspok

ers or befucdd

conspiracy theo-

1 radioon of sexism, and most

e male. Tremere ancillae have become mther more
open-ninded of late, though, and dras ample numbers of suitably
ambitious and persistent

Character Cre
Artributes and

olytes from both sexes,

Tremere typically have strong Mental
1 high Willpower to_mateh; dilettantes and
t the grueling demands of sorcery. Many have
s as their primary Abilities, although Skills are also
highly in demand. Althou ew Tremere specialize in one
particular area of excellence, many nore prefer & more well-
rounded approach 1o personal aprirudes; after all, a Warlock can
typically rely on no one other than himself.

churls cannor m
Knowle

we Tremere must drink the
1 they are created. All Tremere
are at least one step toward being blood bound to their elders, and
therefore usually act with grear clan loyalty — in order to avoid
having such loyalty forced on them. What's more, this armangement
means that Tremere are hard-pressed o resist the will of their elders;
thedifficulty of any Dominateattempt froma clansuperiorisone less.

Org, on: No tighter inrernal structure exists among
the clans. No clan binds its neonares so strictly. And no clan acts
with such unity of purpose as the Tremere. Although younger
clan members ally are free to do more or less as they wish,
oceasionally they receive instructions from their elders that they
may not ignore. Paranaia keeps the clan well-oiled and unified
ndividual achievement
methedofensiringtheclan's

OF course, the Tremere do encours
amongthegroup, seeingitasaDanwini
strenyth. With such ambitious, powerfil young vampires cooper
with such commendable clan unity, 'sowonder the Warlocks have

plenty of envious and spfiteful enemies among the Kindred.

The Tremer al ranks,
cach divided into seven mystical “circles” that an aspirant must
master if he desires toadvance in rank (and nearly every Tremere
desires that very thing). The lowest rank,
weonates. Above th
ter of a chantry:

pyramidal hicrarchy contains seve

hat of apprentice,
capprentices are the regents, each
then the lords, whose domains
include several chantries each. Forty-nine Tremere

belongst

one the m;

hold the
ach bearing great responsibilities. And at the
d sits the

Inner Council of Seven, some the
masters of entire continents, and all whispered to be in constant

mental communica h the others.

n wil

Bloodlines: The stric inization of the T

their insistence on obeying one's elders, offers few freedoms. No

variantsof the Tremere bloodline have beenallowed to survive tothe

SIEREOTYPES
e: What is there to sa
henwe have no choic

! i they have thwarted

it toerase them from
f the planet as quickly as we can
others to do it for us.

Brujah: Time has been cruel. When first we met, the
Brujah were the scholars of our kind. Now they have

oF convince

crumbled and we have taken up the flame of

o asorry stat
knowledge i

but it somehow

1 their stead. It s only fitting,
seems wasteful. No matter

Faollowers of Set: Damn them! ]
whack intothe

Jitted forked tongues,
darkest comers, smiling the whole time! What do they know?
Gangrels These beasts feign loyalty, but arc all oo willing

wo hand us over to the Tzimisce if an excuse presents itself. We
must be certain always to remain stronger than these hyenas
whao blame us for their old, poorly healed wi

Giovanniz They have made some rather
inroads inta the arts, in a narrow-minded, limite
way. Stillyirwould seem that necrophilia is as unhealthy for
the undead mind as it is for the living.
ea: For all their pretense of sophistication,
their willingness o lie down with the Tzimisce clearly
reveals their true savagery.

Malkavian: Their prattle of “insights” unknown 1o us
grows tiresome very quickly, But howéver poor dinner
guests they may be, they are seers of exceprional clarity
There'sa trick to such perceptual shortcuts, and we can yet
discover it.

Nosferatu: Some tasks are too noisome even for us,
and the Nosferaru make appropriare lackeys to these ends

Ravnos: Theymayfancy themselves magic
fashion, but give me 10minutes with one of th
and we shall seé whose art has the rue power

Toreador: They are Aesop’s g
They think ro justify their immortality with thei
parties, but the cold rimes are coming

s

pressive

sort of

ns after a

charlatans

are theant
rtand their
soner than they think

rasshopper; w

isce: One of the first le Il learn is that
these Old World monsters still want nothing more than to
rend our flesh from our bones. I that 1s the tune they prefer,
weshallsee how they dance when th
burning down around them

ons we

rrotting mansions are
Ventrue: These creatures obsess aver control but have
no sensibility for the finer points of power

Caitiffs The other clans scom our lineage, yet look
how many of these bastard childer they create

sth ina tower, no matter how

Fools.

We are the next step
s if the

e than 1
jill direct th
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1 of Tremere rebels once made its home
1t, but recent events have seen to that group'sdestruction

allow us to do so,
or we vl stand alone if we muest. But we will survive







il, the V

werue that provided the

t, aristocratic and n fentrue are the
marilla. It was Clan V
corerstone of the Camarilla, and it is Clan Ventrue that dirccts
and coaxes the Camarilla in ies darkese hours.
madern age, the majority of princes descend from Clan Ventiru
The Ventrue would, of course, have things no other way
Appearance: V cultvate classical, traditional appear-
ances. Setin their ways, Ventrue vampires often affect the styles of
their breathing days, and one may frequently guess a Ventrue's:
by determining from which period of history her clothing dares.
Young members of the clan tend toward fashions ranging from
“preppy” stylest

lords of the C

en in th

n

nipresent suit-and-tie wardrobes, Ventrue are
rarely on the curting edge of couture or
haberdashery trends. After all, one must stand our, not stick out
Only rthe best will do. Ventrue commonly make
:h--\rh.nun\m mansions or valuable estates. Ventrue vampires
from wealthy families,
ancestral homes. An old Ventrue tradition holds that any
member of the clan may take sanceuary with any other member
of the clan, and cannot be refused. This tradition is rarely
invoked, for the vampire sceking refuge subsequently owes a
greatdebt to the vampire whoprovidedsuccor, Nonetheless, the
custom has saved the unlife of more than one Blue Blood.

Background: Ventrue traditionally hail from professional
gh-society stock, though in modern nights the ¢
claim any noteworthy person.
great parts in Ventrue Embraces, and a Blue Blood never Eg»

clegant and stylish,

Hav

nd their havens may even be

or b

may
Age, wisdom and experience play

braces capriciously, Some V

entrue create neonares exclusively

along family lines, in a rwisted progression of gentrification
Other Kindred joke that the Ventrue are inbred, wwhi
Ventrue themselves maintain that only the cream of the crop is
suitable for membership in their clan

Character Cre
ally important
bothaspecrs. Skills

ation: Social and Mental Astribures
nd illustrious membersof the
nd Knowledges sharesimilar importance, as
great emphasis gafBing well-roimded and
e Kindred grearly prize Backgrounds, and high
Mentor, Resources, Retainers
i 2 Blue Blood's precedence

, Influenc ind
us go far tow st
Clan Disciplines: Dominate, Fortitude, Presence
Weaknessess Ventrue taste is rarefied o the
exclusivity, and each Blue Blood may partake of only a cerrain
type of mortal blooads This type is chosen at character creation.
For example, a p e exclusively from
virgins, blond men, naked children or clergy. The characrer will

ard

point of

lar V mighr feed

teed on

sther type of blood, even if starving or under durcss.
may feed on vampire blood normally.
Organization: The V

though their convocations resemble salons or deb: m\.uk!uml

fentrue in a given re

to result in mare talk than action. Of course, this ponderous
is the only I" way to resolve g
or rash Kindred often chafe under the clan’s rigidity
Younger, impatient Ventrué have been known to mount direct
challeng old boy's™ holdings and position, which is
considered the height of treachery and rudeness -
course, the

discours viliz

and

1 issue
impulsiv

unless, of

pstart wins.

STERUOTYPES

Assamites Nobility ance belonged to this clan, but
they have cast aside their honor in pursuit of wanton
diablerie

Brujahs Old wounds scar the Rabble. These hotheads
cultivate buried harreds berrer than the harpies do. S
must be rolerant
difficult ro bear.

ill, we
centuries of failure must surcly be

Followers of Set: Their association with serpents is
more than appropriate; fortheir posoninfects all whom they
taint with their presence. Do not allow them in your domain,

Gangrel: Theyare as nuistworthyand uscful as well-bred
jops. We send them forth whenit is tme for hunting, then
call them back to thekennel when more subile rasks beckon
In this way docs everyone fulfill theicappointed role

G There are none so base as those who would
ze the pillar of stability to further their own twisted
interests.

Lasombea: Forfime our of mind have we ducled with
thesé selfestyled Keepers. It is a small comfort o see they
cannot achieve for their Sabbar whar we have ga
the Camarilla. All the capering and blood-sports i the
world cannor disguise inadequacy.

Malkavian: The price they
enlightenment far exc
them what you may.

Nosferatus Thes
med by theirsires
ult of their own.

nered for

pay for their supposed
Is its benefice. Still, learn from

: pitiful creatures still pay the debt
somany nightsago, though through no

Ravnos: Exercise the wisdom of the ancient kings

when dealing with these vulgar deceivers

Toreador: Truly, their great passion must be a curse,
for Kindred lack the ability to create what they may only
impotently abserve

Tremere: [tisgood that they favor stability, othenwise
their depredations might ourweigh their utility

Tzimisc

re there any left? How quaint!

ff: One can choose neither one’s parents n

one's sire, so bear them no ill will unless they ¢
Camarilla: This is both our honor and ¢
Sabbat: Infantile and unruly, the Sabbat abandons
any hope of redemption.

m it

r penance.

Bloodlines: Heritage is prized among the clan, and the
childer and grandchilder of luminaries ar
envy) by the rest of the clan. On a darker note,
antitvibu of the Sabbat have no foes so hated as the Kindred of
their parent clan. rk knights of that sect,
sworn to atone for their line's failings by upholdin
the Sabhat. They are most commonly found amo
mplars and pa

Id in esteem (or
the Ventrue

hhat Ventru

the tenets of
the

Sabbat's

wdins.

Quote: The guidance of the Damned is my burden 10 bear, not
yours. You would ¢
wnlife is ane of benefit to the Children of Caine,, or a detriment. | have
ready made my fudgment

well, however, 1o ask yourself whether your

Cruarren Two: Cuass a0 Secrs




THE SABBAT

The Camanlla'sarchenemy is the monstrous sect known as the

Sabbat. Perceived as mindless savages and bloodrhirsty fiends by the

Camanllaand independent clns alike, the Sabbar is vilified any

ancl for good reason, They're just not the:

the “Kindred

the society of the Damned,
reasons other Kindred claim. Whil

of the Camarilla

e concealing themselves among mortals and maintaining the
red vestiges of their Humanity, the Sabbat favors a different
cower likel
to act as pawns in the schemes of their elders,

espon

uen dogs from humans, nor
ibbat vampires

philosophy. Notcontentt

Instead prefer to revel in their undead nature

Asthe Sabbat reasons, vampires are acut above mortals, wha
are merely food o diversion. lsn't Kindred vitae more powerful
than morral blood? Don't vampires have unnatural powers with
which to assert themselves over the bovine masses? Who needs
perty mortal morality when one is a blood-drinking, immortal
monster! The Sabbar, the
blanche 1w beh: abominably asene chooses. Sabbat vampires
itly alien, and their behavior reflects this.

invalvesfar more than o simple carze

inher

Sabbat vampires wish no place among humansor those who
pretend to be humans. They loathe humankind excepr as suste-
nance, and they lack the ability to relate to vampireswho cannor
accept their natures. They even rebel against their own solitary
unlives, rraveling in wild nomadic packs instead of eking out
secretive, isolaved existences. For this reason, rensions run high
in the Sabbar, and the sect’s surroundings often suffer for ir.
Cities held by the sect are some of the most violent places in
existence, challenged for this dubious honor only where Sabbat
and Camarilla vie for supremacy. Mexico City, Detroit, Miami
and Monrreal are all under the purview of the Sabbat. Cities in
contention include New York; Washington, DC; Buffalos and
Atlanta. A cityunder Sabbar control or conquest isan explosive,

volatil murders occur nightly, and rape and robbery are
n. In the World of Darkness, these

own toward the a

plac
1o be exg
citieshave themselv

cted at gvery oy

enand away from the

human, abandoned as they are to the depredations of the
monsters who prowl their alleyways.

Thus, the Sabt
like a cancer into communities thar remain oblivious until the
war packs tear the city down around them. Though it is arguably

{ threatens every city it touches, creepir

no more “evil” than the degenerate elders of the Camarilla, the

Sabbat is almost universally more blata 1 the kine

| terror
ilace with insidious games and premeditated destruction.
N
on the ropes. Many Camarilla neonates, frustrated by

mw more than ever before, the Sabbat has the Camarilla

lders, have

tanable power and stagnant ineffectiveness of
joined the Sahl Numerous cities that were
once bastions of Camarilla strength now exist in stalemate

in open protest

contention. Camarilla princes fear the swelling of the
Sabbat, and with Their unlives and those of the
Kindred in their cities are on the line Sabbar
members ina Camarilla city can expect no quarter if exposed, as
princes and prim
insurrectionist sect. Many neonates, st

oo cause:
Accordingly,

en ruthlessly quash agents of the inferr

please their
illa, aid their

ill wishir

N

sires and build a place for themselves in the €
elders in Sabbat persecution. It would scem they prefer the evil
they know to the one they 've heard so many horrorstonies about.

PrACTICES AND ORGANIZATION

Sabbat culture revalyes heavily around the twin princip d
loyalty and freedom. Vampices, as superior beings, are free todoas
they plese; but they mustals rermain truc to the Sabhat, lest their
freedom be jeapardized by the machinarions of the elders. Above
all, the Sabbar refises to be placed under the yoke of the
Antediluvians: many of the sect's schemes involve means of
frustrating; orat least surviving, Gehenna. The sect's two foundi
clans, the Lasombra and Tzimisce, are said to have diable
destroyed their progenitors, and the other Sabbat vampires follow
theit lead, hoping that they may one night do the same

zed and

Internal rivalries, power plays and ancient vendeteas rend
the sect from within, however, and the Sabbat often takes two
forevery three it takes forward. The sect ha
it is a hydr:
s in membership and influence

no true,
ck to hite

steps b

doubling

all-encompassing guidance
ise f and its foes even as it

Sabbar vampires themselves, with the excepti
Lasombra and Tzimisce shepherds of the seet, mockingly claim
robe “anti-clans,” orantitribi, of their parent clans. Some Sabbat
vampires openly involve themselves in Satanism, pag

anism or

other deviant faiths to spite the propriety of those who stand

nd bruralityare the Sabbat's tools, and

wrainst them. Perversi

sect uses them with merci
Tl
loose confederation

roal. Sabbar packs may be nomadic, traveling from ciey to

h ning

ack,” a
of vampires nominally unired roward a

nucleus of the Sabbat's organization s th

single
city leaving death and fire in their wakes, or they may setele in

one locaty sis. Because vampires are prima-

1ona permanent b

rily solitory predators, forcing themselves into each other's

company for prolonged periods of time certainly takes its toll on

the individual Kindred wha make up the packs

Rrtuars

abbat vampires, upon

heir Embrace, are unceremoni-

toclaw

ously buried in the und. The subsequent rite of havin,

wl carth after having her head dashed

herway out of the cold, bl

1 Sabbat neonate's

apen with a shovel strips away much «
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s consummate manipulators them-
mit to the antiquated whims of the
i the Jyhad proudly, bu unlike many
Kindred, they firmly believe they can win

The typical Lasombra passesses a gift for manipulation, as

well as keen leadership skills. Lasombra are the most common

aders vational and Machiavellis

rchestra

as their me

n
tures
Unfortunately ad i hand with this dark
nobility, and very few Lasombra acknowledge other vampires as
equal, let alone superior

for ing the movements of the

sect pride goes

S ]

the ruling clan of the Sabbar, &
A few
ar Inconnu

Nickname: Keepers (as in “my brother's
Seet: The Lasombra
much as any clan can be said rc

a hold n

thar chaotic body
embership in the Camarill

rule

elder Lasomt

but such cn

wres lead lonely and perilous existences.
Appearance: Many Lasombra of elder gencrations hail
from Spanish or Iralian stock, and some still show their Moarish
or Berber heritage. Lasombra neonates and ancillae, however,
run the gamut of cultures and ethnicities. Almost all Lasombra
bly attractive, withwell-bred
e rare, and one hardly sees the callused
noses of theworking clzssamony: the Keepars,
Haven: Many young Lasombra disdain private havens,
steeping with the pack and mainaining communal ais for the
good of the sect.” Old habits dic hard among the Kccpers,
scertain ekders maintain ancestral manses or other osten-
tatious havens,
Background: Lasombra may come from any background,
<. politically inclined or well edu-
Lasombra tend 1o be aggressive, both physically and
ly; the clan has lirle inferest in weaklings and does not
hesitate to cull unworthy vampires from its ranks. Lasombra are
universally skilled at social discourse and pulling the strings of
others— wnersare viewed poorly, for the Lasombr:

smbra

hands or br

e typically professional

coars

refined monsters.

Character Cr
anor (the better to hide her true Nature
favor Socis

ion Lasombra may have any De-
). Most Lasombra
Autributes, though Mental Artributes are prized
ly. Many Keepers cultivate extensive Influ-
\l atus {Sabbat) or Resources, and favor Backgrounds
more than additional Disciplines or Abilities. Lasombra
founded the Path of Night,

and this Path has a number of
followers in the Keepers' clan (though many chaose tc
hs of Enlighrenment,
of Humaniry)

follow other Pa and some Lasombra

keep
Clan Disciplines

vestig

Dominate, Obtenchration, Porence

Weaknesse
cannot be s

asombra vampires cast no reflections. They
1 in mirrors, bodies of ware
polished metal:

tive windows,
s, photographs and security cameras, etc. This
aly even extends to the clothes they wear and
objects they carry. Many Kindred believe that the Lasombra
have been cursed in this manner for their vanity. Additionally,
due to their penchant for darkness, Lasombra take an extra level
of d trom suni

refl

curious and

STERFOTYPES
Assamite: Useful rools, thoughabitroo
of late.

independent

Brujah: T

1 wonderful means through which to use them roward

heir fiery passion, once harvested, makes

your own ends.
Followers of Se
Gangrel: Easily excited; terrible, monstrous focs. Agi-

rare them and tum them loase o

fmm.... Howhest tokeepthemin Egype!

YOUF enemics.

: The tree that does not branch hides ror within.

Iness sometimes offers insight,

those who would glean its benefit

Nosferatu: Useful as flies on the wall when you ne
them, bur Nosferatu tend to draw too many flies themselves.

Ravnos: Rather than deal with them directly, it's best
o goad them somewhere else and let whoever dwells there
address the problem.

Toreador: They possess the most tortured of unlives,
and devious minds often lurk under their flighty fagades.

Tremere: Inelegant, yet effective in their own wa
Their continued existence cerainly keeps the F
tentions construetively channeled.
misce: Valor
eausly.

WVentrue: Their porential is dissipated by their weak-
ness. They squander their curse by lurking among mortals
Caitiffz 1find it unimaginable thar any of these survive
past the initial disappointment of learning what they are

Camarilla: Acceptable, if you're talking about o kine
institution. If you're a blood-sucking devil of the nigh,
though, why hide from those upsm whom you prey”

Sabbat: Ifitwould merely listen a lirtle betrer, it would
almost be worth the effort.we invest in it

iend

is allies and venomous nivals, often

simul

Orga
nd open. Respect and homage are afforded o the elder
warriors who helped found the Sabbat, bur younger members
e with almost no guidance from the clan as an entity
Quarterly meetings, known as conventicles, serve to keep the
Lasombra informed

ation: Clan Lasombra's structure is simultaneously

form

opes

toeachother's status, and blood-d

nituals are |‘\r|-ml|\-l at these m ¢ no Lasombra is

‘may notdathar” (at least not publicly), almostall

profound respect for tradition. A secret Lasombra

coterie known as Les Amies Notr is rumored to hand down “death
sentences” on those Keepers who bring undue shame,
or ignominy to the clan or its members

Bloodline:

supporters of the C:

ittention

mibu are amony the staunchest

a, though the sect largely distrusts them.
Some of the eldest members of Clan Lasombra hold the Sabbat
Lasombra in contempt. Naturally, the S. reatly
these powerful Kindred who oppose them, and nothing rallies
| Lasombra like the rumor of an anteibu in their midse

Que Hah! 1 wield Darkness itself, not mere
shadows! Tel shadow do this?

hhat Lasomby

Shadows?
I me

conl
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Tzimusce are in the Camarilla; even those Fiends unsympathetic

tothe find the Camarilla’s skulking among the masses ro

be distasteful.

Appearances As masters of the Vicissitude Discipline,
whether serikingly
y groresque depends on the whim of the
Fiend in question. Younger Trimisce, seeking ro explore their
inhuman natures,
thems,

Tzimisce often have striking appearances
beautiful or strikin

erform all manner of body modifications on

ves. Their elders, though, often affect flawless, sym-

useful machine, after

metrical forms; the body is merely a passi

all. Tzinusce faces often resemble masks of blank pe

tion, and
the Frends typically laugh litele, though some have been known

to chuckle during particularly elaborate experiments

Haven: Tzimisce are exceedingly privi ngs, placing
n the sancuity of the haven, In fact, the clan has an
e protocols based around hospitality.
Guests invited intoa Fiend's haven are protecred with the host's
unlife; trespassers are pursued to the _ends i ithe. Earth and
punished in gruesome and lingering fashion. Surprisingly,
Tzimisce havens, or “manses, " aré notnecessarily comfortable or
well-kept in the manner of Viéntrue or Toreador dwellings, The
amenities of mortals marrer little to the Fiends.

great value

ennire series of elabor:

Background: Tzimssce rarcly Embrace capriciously; choice
of childer reflects on thesire, and thus F
mortals who they feel have the capacity t improve the clan as
Brilliance” and*insight"are particularly
brilliance and insight manifest in scientific theory or
sertal murder is a trifling distinction.

Character Creations Mental Attributes are most prized
Although descended from a background of
nobility, the typical Sabbar Fiend is unconcered with perty
socialinterplay; thus, Sockal Atributes (with the notable excep
ance) argrarely primary. Knowledges are favoredy
likely tofollow  Path of Enlightenment (see
p. 286) as they are to retain Himanity. Tzimisce often have
Status (in the Sabbat), Resources and Retainers (ghouls).

Clan Disciplines: Animalism, Auspex, Vicissitude

Wi imisce arc very territorial creatures, main-
taminga particular havenand guardingitferociously: Whenever
a’ ps, she must surround herself with at least two
handfuls of earth from a place important 1o her as a mortal —
perhaps the earth of her birthplace or the graveyard where she
underwent her creation rites, Failure to meet this requirement
halves the Tzimisce's dice pools every 24 hours, until all her

ends chuose only those

awhol
achilde

edi whether

wmong the clan,

tionof Appe

and Tzimisce ar

aknesses:

alty remains until she rests for

actions use only one die. This pe

a full day amid her earth once more

Organization: Despite the Tzimisce’s pride in their heritage
on exists among the clan. Sires and

childer remain closer than most Sabbat vampires do, but in

and customs, lirtle organi:

general each Fiend makes her own way in the world. One among
the Fiends' number bears the ancestral title of Vo

; the
Vaivode is nominally the clan leader, though in practice he acts
rite leader than a temporal ruler

more as a “priest

Many Tzimisce are descended from specialized

who have long served the clan as minions.

STEREOTYDES
Assamite: Once again the Turks howl outside the
gates. The Final Nights must surely be nigh.

Brujah: Like ourselves, they have beenunjustly oppled
Unlike ourselves, they have not adapted well acall

Followers of Set: A worm, some say, canbe cut intwo,

et each piece will wondrously grow whole
es do likewise, | wonder!

oreven mince
once more. Can the S

Gangrel: Already the hunting hound paces its kennel
Soon it shall come

tof its old master

nd lick the fe
nit Why do they obsess over states of heing

Is, we need not deign o trouble ourselves

with?
Lasombras | hey are shadows in trurh
ultimacely ephemeal. Still, ofttimes it is casier to accom-

menacing but

plish tasks under cover of ¢

Malkavian: The aphorism that genius and madness lie
closear hand was assuredly coined by a Lunatic wretch who
wished to concoct an excuse for his infirmity.

Nosferatu: No matter how onc twists, they always
return to their original state. Fascinating.

R No one ferits fiercer punishment than the
uninvited guest

waking darkness

nos

Toreador: Salovely, sa pliable, like dolls! Their most
charming gift, though, i in the screaminy:.

Tremere: They wished for immortality; now they
have it. Realize, upstarts, that agony proper
can make an instant seem like an eterniry, and that an
ies is a long rime in which ro suffer,

Iministered

eterniry of eterni

Ventrue: Ifone chooses improperly, one can at least
uphold one’s errorwith dignity. The Ventruc cmbody much
that is nobleabout the Damned, and so, when the time to
destroy them comes, wewillallow them ro die the long way,
wich'honor.

C

any use

ff: Mostwere ereated rashly; as such, few are of
¢ as objects of study

Camarilla: The cauldron in which the Ancients hope
tweookabloadystew. When it is tipped over, the otherswill
see, and thank us.

Sabbat: Flawed, but our greatest — and only — hope

nonetheless.

Trimisce descended from the ghoul family Bratovirch replace
Auspex with the Clan Discipline of Potence, but suffer +1
difficuley onany roll toavoid frenzy. Certan Tzimasce are koldun,
o Vicis-
situde with Thaumaturgy, but suffer + 1 difficulties to resist magic

orsorcerers. These Kindred replace the clan Disciplin

15 well
Quote: Welcom
I puc aside the Jshad's foolish vivalries for ani
f—ch? Y

meemn yo

athousand welcomes! | am honored that we

he, that you might
Ahh — that

sweet guest!

nder my caves

A trifle! Nothi

1 the spinit
g that need ¢

we start!
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THE INDEPDENDENTS

Since the close of the Middle Ages, the dangerous pavanite
danced by Camarilla and Sabbat has shaped the face of Kiidred

sociery. The bloody conflict has br,

enmillions of human lives
and shaped the secret history of cities across the world:

Of course, there are some clans that watch borh sects leap
at ane another's throats in the name ofthe Jyhad — and prefer
thank you very much. Although they
certainly have the pedigree of true clans (as oppased to the

ve none of that,

mongrel bloodlines that occasionally surface

, the four indepens
dent clans share a powerful disinlination to “take sides” in the:
Jyhad. Of course, some of the younger members of each clan can
be found in borh Camarilla and S:
the inde

abbat. However, the elders of
ndent clans plot toward their own inscrutabl

purs.

ayed by such nonsense as sect

poses, purposes that would be
alleg

nce.

It would be foolish to assume that the average member of an
unaligned clan is somehow possessed of an absolute allegiance 1o
her clan’s ideal. Like all other Kindred, the independents are

vampires first and clan members sccond. Most of these

“ainites
I with their personal goals first and fore
whether or not they cc

are concern

nosty

ncide with (or serve) those of their clang,

This fact serves only 1o

wgravate outside ohservers further; an

independent vampire is often a true wild card, with neither seet
politics nor clan law as a guideline for predicting her behavior,
And yer

pendent
er numbers than those of any other
bloadline. One clan has thrown off an ancient spell that ke
in check, presumably due to the direct intervention of its
Another, the yo
enjoyed the unceasing patronage of its founder since the Renais-
I merciless Methuselahs of a third are said
10 be throwing off the earth of the ages and summoning their
childer to them. And the fourth.

And yet, rumor has it that the elders of the ind

clans are awake in gre:

ot it

redly has

torehears ngest of the clans, alle

sance, The terrible a

But despite such talk, th

hilder of each independent clan
continue their activities as ifall is well, offering as much loyalty
s they did before. If th indeed pawns of their

nsites, they are apparently ignorant of the fact — or

totheirclans
Antediluvi

ar

warse, fully cognizant, and quite acquiescent

ITne UnarioNen CLANS

The four independent clans have little in common, save
their disdain for sects. Each pursues its own goals, and each
defines its role in the Jyhad differently. Diffident even to each
other, they keep their own laws amid the Camarilla’s Traditions

wnd the Sabbat's cha

® The Assamites are a predarory clan of vampires based in
the Middle East. For ages, they have servec
contractor: sins for hire to any who provided them with
blood: Now; with an ancient cursc lifred ¢
themselves encmics of all cls
borromless thirst for Cainite vir

as independent

ass

ain, they are proving
s as they seek to slake their

Of all the independents, the Assamites are most feared by

it of mercen

the others, Their role in the Jyhad, formerly tf ries
alone, has abrupely chapged. Ne
loyalty will lie in the next decade or so
practices will alter the Jyhad irself

* The

They claim to be heirs 1

ne can say where the Assamites’

or how rtheir new

Followers of Set disdain sects for different reasons.
a tradition far older than both
Camarilla and Sabbat, and scom the idea of setting aside their
hereditary tasks for a passing fad of mere centuries or so. The
tenets of the clan's shadowy faith allegedly date back to the first

Rightsof civilization, and thisancient pedigree takes precedence

over matters of mere politics.

"Setites,” as they also call themselves, aren’t above

rly mercenary rol tween the two sects. The clan

ded knowledge and sinister favors to any vampire

ther clans look askance on the
that with every de

ce. Many elders of
Setites’ bartering; it se
struck, th

ms all too possibl

he Clan of the Serpent takes another step to whatever

goal irs Antediluvian founder has set for it
clan; the
majority of their neonates are Embraced from clan members

* The Giovanni are as much a family us they

tmortal descendants. The insular Necromancers avidly pursuc

two goals: accumulating material wealth and power, and leam-
ing the seerets of Death itself
The Giovanni, frankly, see no need for sects, They effec

tively police their own ranks, and man, to survive the

Inquisition quietly, without requiring the help of other Kindred
They haveall theallies they need in the form of their fami

Land

canstemly enforce such aid when necessary. All they require is

tobe left alone w achieve their own ends — and the prospecr of

their success is frightening indeed

® Finally, th
for larceny and deception, as well as a powerful wanderlust
These masters of illusion, primarily of Indian and Gypsy stock,

he Ravnos are driven by a clanwide compulsion

ind to no

owe allegiance to themselves first, their clan second

one else at all. Certainly the most loosely organized of the

unaligned clans, the nomadic Ravnos are scattered across the

world. They travel freely between Camarilla and Sabb:

terri
tory, for mast princes have learned that it is more trouble to
attempt to keep a Ravnos from one's city than to wait for the
wastrel vampire to become bored and move on

Vamnme: Te Masquenase




The Ravnos are flatly indifferent to sect politics,
T

vampires have dismissed them

incapable of
role in the Jyhad. They seem too chaoric and unc

of any use even to Methuselahs

sowithout responsibility or duty, and sees no re
However, the near future may see the Ravnos v
common purpose after all

layir

and the Ravr
reputation. The clan has happily lasted the past 1

s, and most

Jiscipline

njoy that

nnium or

1o change

orking toward a

Tue View rrom WitHout
The Camarilla

th sides agai

t one another

— Cicatriz, Bish

f Tijuana

As if we didn’t have enough to warry about, these vi

g when the earth cracks open and the sun
ntee
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clan stron

: Most clan elders make their homes at Alamut, the

hold, which islocated high atop
1o be somewhere in modern Turkey. Ne

wountain thought

wates and operatives

abroad typically select remote, inaccessible locations to ensure

that they receive no unexpeered

sts.
Background: Many Assamite fila’t (newly Eml
tices) hail from Asi

Jappren
Minorornorthem Africa. Most members of the
clan have been involved with assasination, wer work or terrorist

activitiesforsome portionof theirmortal lives, though thisis less true

am he Assamite vizier bloodline. Recently, the clan has Em-

braced many neonates from the Westem stock among which it

maves, particulary solds
Chara ysical Attributes,

with Mental Arrributes a close second. The Assassins favor

s, criminals and street gangsters.

r Creation: Assamire:

vor [l

Skills and Talents equally. Assamires rypically have similar

Natures and Demeany subrerfuge isn't their style, b

trarely
re they the exact same. Popular Backgrounds include Mentor,

Contacts and, of course, Generation

Clan Disciplines: Celeriry, Obfuscare, Quictis

Weaknesses: In Light of their recent circumvention of the

Tremere blood-curse, the Assamites have

eipuired their appre-
vitae, particularly that of other Kindred. Having
rely on alchemical blood potions for muchiof its
maodern history, the clan easily addicted to the blood of ether
vampires. Anyifne anAssaire drinks oreven tastes the blaodof
another Kindred, she must nuake 2 Self-Control roll (difficulry
equal to'the number of bload points ingested + 3). If this roll is
failedd, sheisaddicred,and she must make another Self-Conol el
the next rime she comes in contaet with Kindred vitae. Failing this
il sends the vampieginto a sanguinary frenzy, in which she will
do anything physically possiblestosparmake.af as much blood o
possible. When (not ifdthe characrer's addicrion manifests, the
consumingneed for blood should be roleplayed — Clan Assamite
no longer seesthe need 1o hide its vampiric nature.
Organization: Elders of the
sins’ movements from the Eagle’s Nest at Alamur, but more and
more Assamites have been dispatched throughour the waorld,

ciable taste f

been forced ©

1still orchestrare the Assas-

Killing Kindred with or without sanction or contracts. Many of
the clan’s former “rules of engay

cment” — such as the prohibi-

tion against hunti

an opponent who'd already bested another

Assamite — have been discarded. To those outside the clan, it

appears as if th
As

ks; these bands are known as falagi. A fa

Assamites are running rampant

nites organizg themselves into units similar to Sabbat

pac i typically consists
of two or three Kindred who infiltrate a city and gain a foothold

there. Assamites in a ciry inacti

o ies common to many
Kindred (establishing power bases, cultivating herds), but also
weaken rival Ki tions, for they

do not see the Sixth Tradition as applying to them.

Ired through selective assassi

Bloodlines: The Assamite vizier bloodline spec
study of Thaumaturgy and Middle Easten m,
never leave the confines of Alamur, and cert
assassination actvities. They instead refine their

wic. Viziers almost
inly never er

and accond-
ingly, the clan’s

Knowledge of blood magic. Asamite viziers
forsake Celerity, instead learning Thaumaturzy s aclan Discipline,
but must spend an extra blood point on all Ti

antitibu of the S

wurgical invoca-

i

tions. Assar bat differ very little from their

InNiGHTS PAST
Storytellers who wish toset their games in nighs prior
10 1998 should make a few adjustments to Clan Assamire as
presented. As they have only recently shaken off the blood
curse, pre-1998 Assamites bear a different clan weakness
Assamites must tithe 1

percent of the blood they parner in
wents to their sires. Additionally, they may
itac of Kindred. Should an Assamite mgest
h point so taken inflicts one automatic

contract p

ibibe t

not
vampire blood,
health level of lethal damage to the Assamite

STERFOTYDES
Brujah: Whatever gods we shared in the past, we have
nothi

mon Now

Followbrs ofiSet: To sup with snkes is to invite their
poison to your table
Gangrel

wnimals, butmy need is grear

I would

Imaost forsake the tainted blood of

Giovanni: Ler themaraffic with their dead, b never
giffer them o stain yorir domain with their debased presences
Lasombraz Untrustworthy and vl
nonetheless some of our best employers.

rar— |

t they are

Malkavians: Their blood brings madness when it
stains our lips. Avoid them, lest you be tainted wath their
derangement

Nosferatus Their hideousncss hides & semblanee of
hanor and, thus, they are foals.

Raynost] find the sounds of their exsanguination
more musical than their ugly Gypsy songs.

Toreador: A pursuit of beauty is luxury and, therefore,
wasteful

ain bear the indignity of

Tremere: We shall never

their sorcery. The only g remere is the one you kill on

the road hack to Hagim's bosom,

Tzimisce: Lam surprised that our mutual hatred for the
W

however, as these relics mean nothing o the modemn n

arlocks doesn't make us better bediellows. I isirrelevant,
ht
Though they give us leave to practice ourrites
incities they control, it was nevertheless the Blue Bloods who
contrived to place us under Clan Tremere's curse

Ventrug

Caitiff: Worthless chaff, fit only to be separated from
the wheat. They are though their weak blood

does us lintle long-term
Camari e numbered, and we shall
never f the shackles they placed upon us.

» callous and classless, and so dead-set

g their elders’ advice that they remind one of

adolescent children

independent counterparts, their only variance being their nominal
allegiance 1o the sect. Assamites and their antitibu relate very well,
particularly since the parent clan's breaking of the Tremere curse.

Quote: Save your breath, weak one — no one will hear your
screams. Now aid my

1 my journey b

to Hagim's grace.
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Followers of Set

g to their claims,

redates even the

ture almest

the Cainite power str
inevitably erode e re

+hunter withe

ase, Set's rule went ungue

Ty abeing named Osiris —whom some callav

outof F

seX, money, power

m. Cainite h

1l past the time

wat, some worry, might date back ro the f

ve even hinted thar Set wown into tf

1 theory that

are rare in
many other ar
t Sal

ble for the Followers




L 3

Appearance: Most elder Setites are of Egyprian, North Afri
can or Middle Eastern blood. However, the Snakes have adopred
amore egalitarian approach in recent years, and have Embraced
menand women ofall ethnicirics. Red hair is considered a mark of

Set's favor, and some neonates are not above hennaing their hair
ve their devotion. Setites usually have

impeceable
laccessories, and have an inviting, command-
: Although many younger Setites aren't above snatche
ing the most practical crashspaces possible, the elders of the clan
treat haven-building as o reverential process. Many use ancient
1o consecrate their havens, be they remples,
or simple cryprs. Most rrain cadres of ghouls for the
guarding the master's haven, and some are fond of
roam the interior of their lairs. Their havens
are often decorated in ancient Egyptian fashion, but the Followers.
of Set have become quite multicultural in recent years. An indis
vidual Setite mayadom hishavenwith Ghanansculpture, Morocean
rugs or Hopi kachinas

alchemical n

hidden lib

“sacred duty
lerring various s

whatever suits his tastes or background.

Background: Many Setires served as retainers to other Follow-
ersof Se
chase only those of

1or to receiving the Embrace. In former nights, the clang
stian descent, but pragmatism has led them:
to include those from all ethnicities of late. The Serpents tend o
select chider who prove themselves manipulative and mentally
restlient — the former to better sway mortals into thy

STEREOTYPUS
It seems that our brothers have forgotten all

Andwhat

Assai
their teachings at the merest

aste of a drop of vitae.
implicarions this has

Brujah: They have fo

leameal. Once worth # touch of respect, now.

potten maore lesons than they've

nothing, really
way, but lackingeven
e norhing we neuire

v in control

Gangrel: Cunning in a

e valuable cnlyasanabject less
Giovannis Dangerous rivals, although they halance such
craslymaeral prionitiesalongwith their search forenligt
Lasombraz Childrenofthe void, thoughstill fresh from the
mother's teat and new-weaned on stolen vitac. Only the eldest
amony: them have any idea of exactly what power they evoke
Malkavian: Dangerous. They are the keepers of truths
perhaps evenolder than we. Fortunate that the other clans are
foolish cnough o dismiss the mad ones' prophesyir
sioh and famblings were they wise ¢
might well have come before we were ready
Nosferatu:
and why it s paintless 10 play ar anything else.

ightenment

not-so-subtle reminder of what we all are,

Ravnas: Concem yoursclf not with the wandering ado
lescents of this clan; they are foolish and ignorant of their tuc
lineage. Itisthe hed of the rakshasa that bears watching, and

have openedagain:

the latter so that the childe can safely leam d\rhmlcdwlwplhv
ites chotse only the best; those who are
anything less cannot hope 1o ise above the stanus of pawn.
Character Creation: Setites tend to focus on Social and
Mental Arrribures, bur their Abilities vary with the character
concepr. The Occult Knowledge 18 common among the clan.
Their Natures can be scholarly or bestial, while their Demeanors
e whatever they find appropriate for the occasion. Many have
grear networks of Contacts, Herd (culrists), Rerainers and other
pawns willing to do theirbidding; exactly what the Serite offers for
ay vary greatly, from blackmail to simplefricndship.
C isciplines: Obfuscate, Presence, Scrpentis
Weaknesses: The Setites, as creatures of the most ancient
darkness, have a severe allergy to bright lights of*all sons, and
sunlight in paricular. Add wohealth levels o any damage inflicted
by exposure tothesun. Followersof Set also subtract one fromall dice:
poolswhile inoverly brightlight (spotlights, magnesium flares, etc.)
Organization: ladividually, Followers of Set act much like other
vampires, matntining herds, acquiring
Nor is oné Setite automatically immune to the predation of a rival —
the clan takes a Darwinian approach eve
. though, Serpents usually onganize themselves into
temples where they can exchange lore and practice their rites. Their
hicrarchy tendstoheomzanized by age, with the eldest and wisest among
them officiating. Rumor has it thar somewhere in Africa exists the
Grand Templeof Set, thedwellingplace of the clan'’s Dark Hierophant
ThisMethuselah issaid tobe the most powerful of Set's personal childer
and the fint va

the Followers. The

suchservice

n

ower and suboming rivals

among its own ranks.
Communally

mpire Embraced into the clan; if rmor is correct, his
knowledge has no equal, and his authonity over the clan is absolute.
Bloodlines: The Serpents h

of which derive from alterr

loffshoot bloodlines,

Vel ost
tions of the dark faith of Set
The Path of the Warrior is one of the most dramatic; these stalkers

Toreador: Such ardor is:.admirable. | could become
drunk on a Toreador's passion, and might drain bum dry rying
to fill myself with it.

Tremere: How like a precocious child, with specracles
perched 5o seriously on_ his nose and a heavy book i s |
Ah, but this lirtle darling might eventually prove dany
and so requires a parent’s gentle guidance....

Tzimisce: Self-titled dragons who nonetheless crawl
nightly on their bellies and feast on dust. Theyare erafty, but
not so crafty as we,

Ventrues They dislike us and spread slander against us,
for they cannot accepr thar we are elder and of greater birth
thanthey. Abide a while yet, and their rule will stop persecut
h

ing us soon

Caitiff: Like the others, save more easily led. Their thin
blood berrays the Cainites' essential weakness

Camarilla: F
canno sec through its own veils.

Sabbar:
simply makesawictim casier o spot

all irs skill ax crafting Masquerades, 1t

A frightful mask docs not a monster make. It

glorify Ser as hunter and warrior, and leam Potence in lieu of
Obfuscate. Similarly, the Path of Ecstasy glorifies the pleasures of the
flesh offered by the Serpent wself; such vampires seck 10 master
Presence above all other Disciplines, Finally, the Serpents of the Lighe
are a splinter bloodline that nests among the Sabbat. These Cainites
differ from other $
that the rest of the clan considers heresy punishable by Final Death.

esonly inoutlook, but practiceacode ofconduct

otes Please. I'd thought you above such abrysmal Judeo-Christ
fallacics. “The serpent is not o be trusted.” “Knoncladge i the sonere of
evil” Why o youethink pervenssinstll such belefs intheir chiren — or that
youe sine veared youin ik fashion? Whey sould they halk a sharing wisdonn
‘Ah. Youebegin o anderstand, Wondd yous ke torsicand speak with me novw?

Crarmn Two: CLans Ao Secrs







averting the genocide they surely would have otherwise met

sothervampires' lack of involvement with

them, the Giovanni quietly continued

nass wealth and power,

practicingtheir Discipline ofNecromancyallthe while, Fewbelieve

the clan is en
recent global r
worried, W
thing is on the horizon; it is an ill wind thar hlows our of Venice,

in cither practice for altruistic purposes, and

svements by the Giovanni have o

vy Kindred

th all thar money and all those harvested souls, some-

Members of the Giovanni clan are also members of the
Giovanni family, and rhose not Embraced often serve their
Kindred relations as ghouls. This familial tie — members of the
clan are related by blood twice— ensurescomplete
part of the Giovanni. While concentrared prin
the Giovanni have recently been expanding
market

foyalty on the
by in Europe,
o the world
e the ¢lan seems to be more prolific in recent nights.

Nickname: Necromancers

Appearance: vanni vampires typically maintain airs of
presentability and respecrability. Most Giovanni, hailing as they
do from the Italinn branch of the clan, bear European features,
including fair-to-dark complexions, dark hairand solid starures.
Giovanni rend to dress well bur not lavishly, prefernng subtle
of affluence 1o ostentatious displays.

Haven: Giio
Mansions, pa

accouterments

el
Artments suit
uncommon isthe Necromancer who
+ backup haven in 4 sewer or graveyard. Some
Grovanni involve themselves in medic:
make their havens inhospitals, where
precious blood may be taken 2

Background: Most Giovanni come from the ranks of rhe
Venetian family and have spent much of their mortal lives as
ghouls in service 1o another family member, As closely knit as
the family is, rivalry and reeachery are rampant among the clan,
ber tries o assert. his supefiority. «

annii favor havens befitiing their‘we
atial homes and well-appointed ¢
the Giovanni best, thon
doesn't kee

power structures and
plenty of cover exists and
a whim,

as cach ver others.
Amazingly versatile for having suchia finite pool fromawhich
draw new Kindred, the Giovannt may Embrace any individunl
who shows p . hur only after s

ouldom known as the Proxy Kiss.

rigular prom period®of

Character Creation: Giovanni typically have prafessional
concepts, the betrer to fund the clan's endeavors, Their Natures
and Demeanors tend toward the crafey and selfish, though
perversity festers in the incestiots Tammily, and many are Devi:
ants. Mental Attributes and Knowledyes are primary, and
. atly prized. Almost all Gi
comfortable level of Resources, and many claim Retainers,

Bac sundds are

ANNI POSSESs A

Contacts and Influence

Clan Disciplines: Dominate, Necromancy, Potence
Weaknesses: The Giovanni Kiss causes excruciating pain

inmortalswhareceiveit. In fact, the bite of a Giovanni vampire

often kills irs mortal victim from shock b

fore the poor soul has

a chance 1o die from blood loss. The Necromancers do twice as

much damage

ny other vampire to mortals (and only mortals)
whasuffer their Kiss. Thus, if the Giovanni in question took one

bload paint from a mortal vessel, that vessel would suffer o

health levels of damage. As such, Giov
likely to feed from already dead corpses or from resources like

hospital blood reserves.

W vampires are quite

SrenroTepes

Assamite: Their recent change in disposition makes

me nervous

Brujah: So much noise, and vet so litele signal

Although they hail from the lands of
the dead, there is little we can gl
rainting

Followers of Se
an from them without

irselves in the process.
Ultimately forg
They'll stab you in the back, but that's
they know how Kindred games are playe

Malkavian: The insight they offer is rarely worth the
excrueiating companiy they provide; | wander if the “mad
ness” s asimple sham oreduce their foes’ defenses.

Nosferatu: This blighted clan has proved dangerously
adeptat uncovering secrers, Make no enemies among them,
lest you become rhe subject of their arrentions

Ravnos: Na goad can come of a Kindred who claims
hies as his sire.

Toreador: Effete ind indolent, the Tor
fheless wicldppreciablbussers:

able; we rarely cross paths.

rnone-

the Tremere arc puilty of
ire themselves in the

Tremere: Shppery a6 cé
the same erimeas we,
politics that damn them.

et the

Tzimisce: Anarcanc, if ourdated, evil
Ventrue: Theyspend 1oo much time cultivating their
image a8 martyrs to get involved with something that truly
arters; they lack direcrion
Caitiffs Inconsequential and poorly bred; they are
more mosquito than vampire

irge, foolishand predictable

Camarill

iks

Ameri

can government.
Sabbat: Smaller, more foolish and less predicrable
Like Italian government.

Organization: Giovanni clan affars archandled in Venice, in
gz colloqually Kndwn ae'the Matlum. As is to be
expected, the clanhasa familialstructure. Incest, necrophilia, favor-
currying ancestor worship and carefully cultivated guilt nddle the
family; by the time most Giovanni Kindred aie Embraced, they've
seen. more. than coough W inuee them o the-vaganes of undead

xistence. Thecl

1y

vsnonintervention in the Jyhad allows members

t0 focus on their own vendettas and better their knowledge of
The €
reportedly still maintains direct cone er the clan, thou

outside the clan is known to have scen him in the past 400 years.

Necromancy vanni Antediluvi

1, Augistus Giovanni

Bloodlines: The Giovanni do not have antiri they are

all loyal to the family as a whole, if not individual members.

However, the clan has brought several ather families into its

fold. These include the Pisanob (Central and South American

witches), the Dunsim (Scottish bankers who practice cannibal-

ism), the Milliners (a promnent New England family dating
back to the turn of the

ith century ) and a host of minor families.

t all Giovanni are surnamed Giovanni,
Quote: Consider ak
all, worth as much

adifferent tone with me. Youare, after
to the Giovanni dead as you are undead

Charres Two: CLans an Secrs




sense of humor 1 be that clan

Camnitesare dec

storder, weaving

illusion e schemes to part
the foolish from whatever it is the Ravnos
might fancy — be it wealt

their victims' free Like Mephistopheles

w Old Scratch, the Ravnos ply their devil's

are little for

ed power strug

for their home tend

the world, wha resent the
of Hospitality. Few punish

malice of the clan as a whole

indir with the Gypsies
al kin. Perhaps

nd are lo

ate theirm

may win him ty may draw fell
Ravnos to his si

Naturally, the

ams. The R

pitin her palm
r“good name” for all it's worth — dependir
considersslar

tothe defense of aclanmate, and vi

t they consider it their privilege. Outs

wabout the Ravnesisthar as;

n Asia,

Camnites know exactl

ere i

Iy hunted

y managed this
Europe and the Americas of ekder things awakening, of ancient vampire

nd throwing the Cainite counts into disorder, These of

he carth

Ravnas — if rumor speaks comectly — have

a: Te Masqu
9%




demonstrated temifying mystical powers, including a talent for illusions

SteREOTYIES

they ¢ u...n..mw,qm aworld. Time et
ey've bec

nonly rell whar

Assamite: s
before. The only good thing about them is thar now the other clans

hate and fear them so much that you can easily get plenty of cold
The Ravnosgo where they will and deal with whomever hoies

e even worse g

ever

emon kings” will play in the Jyhad

Nickname: Deceivers

s between yourself and one of these devourers.
ol sects be damned. The elders of the clan, particularly

1 India, scoff ar the Camarilla and Sabbar as

Brujah: Goahead and ler them ratcle their cages. If they
bend the bars, we'll follow them our — and if the wokeeper
| clubs ar best, hollow instirutions where paranoid shows up, they're the first w go.
ther in numbers and reassure themselves that they Followers of Set: What is everyone so afraid of? Even a
f the food chain. The younger ones simply reject dhie deal with the Devilisn'tso bad if you read the fine
idea of giving any outsider even a fraction of authority over.chem. can't poisor
Mast Ravnos ook at the Sabbar’s promises of freedomand the everyone thos

those cente

temporany soc

vampires can g
are the apex

rint. Snakes

and I don't have a soul to lose. Th
ht the same as me, [ w

0 again, if

aldn't have “preferred

Camarilla’s offer of protection as nothing more than hioneyed bait customer” status. So let 'em cringe.

for the trap, and politely (or not so politely) decline. Gangrel: Our poor cousins, if that's possible, They dig
Appearance: Many younger Western Ravnos are of Gypsy. themselves holes in the mud and drag their matted asses

descent, usually of dark complexion, with darker hair aned eyes. the city only when the Camarilla whistles 'em up. Lapdogs

Slightly rarerare those with Asian, African or Nordic features, and BtErol, and who needs that kind of pet!

Gypsy blood Ml fae, Giovanni: A family as much as a clan, same as us. Give
psies) agall "em space. and maybe they'll do the same. If they don't, pack
m off to hell. TheyHl be b there, anyway.
They look pretiysoli, but these are so
o sure. They ain't the new kid on the block, and
they don't play kic {shrug) You gotta respect that

Malkavian: They see too damn much and don't buy inte
anvlmdy'sdelmms bu( their own. Don't like them, not one bit
1 N d just i harp for
their own good. B(‘ai'\ilmc if something. ..happened ro those
catacomb crawlers,

Toreador: Poet shirts, wine and woses, leathcr jockets, arsy
rattoos, Kill me if | ever start acting like one of those limpdicks

Tremere: Our fellow sorcerers, conjuring up solid resules

rarer still are those without even a frace
European Ravnos do not Embrace gorgio (non-
The Eastern half of the clan is mostly of Indian blood, although
members have Embraced promising men and women of other
Western cuusing, they favor colorful and
and enjoy practicing their allure on mortals.
Haven: Ravnos are nomadic by nature; even their Eastern

child \-nuhhcwnndulnstupmrhmﬁmnnmmnme Membcrs
e 1

Ppic

ethiicities. Like thei
beautiful clothir

he cl

vansorRVs,
may. These with mortal relatives, particularly Gypsies, uﬁm my
nilies for a while. But when the local Kindred start
ntorably curious, the Ravnos are on the road again.
Background: These nomadic vampires Embrace few childer,
despite the swelling herds of humanity. The youngest Ravnos, 10 0urshadows. Of course, they haven'r half the edge we do
however, are fairly indiscrimimate in siring childer, and the Intest B - i of sy couslerBhuost.fize tham the climsy
2 dethmicities. pyrotechnics of 3 Warlock
n or Gypsy bload T.

werationshaveseen Ravnos fromall cultures

These Ravnos neonates without Ind e

are some real impuritics

typically demornstrated great facility for misdirection, barter blood. 1 say Caine took a shine toa monster s ne ago, and
and mischief in life. The Devil has a sharp eye for hisown. the Tzimisce arc the resulr.
Character Creation: Ravnos typically have nomadic Ventruet Bow if you have to, scrape if you must, and slit
| concepts, and their Demeanors can ¢ their throats for the blood if you can.
the situation. They tend toward primary Social Areribures, Caitiff: Like suckers, there seems to be ane bom every minute

as well as primary Talents, Many have high Resources,
\ulmmﬂu form of ancestral treasures or as accumulated

Camarilla: Everything we need, 1 up like a Christ

mas present
hoards of ill-gotten rare goods and objects of art Bt They clifm: 6 love thelt exiitenco. &
Clan Disciplines:' Animalism, Chimerstry, Fortitude theny how much their actions smack of self-loathing.

Weaknesses: The Ravnos ha fulgedintheirparticularviees
o long thar they have become addicted w them. Each Ravnos hasa chactic clan structure has yet to see any real change, it may be
weakness for some form of trickery, deceit or mischief, whether it be only a matter of time before the Ancients” will becomes manifest

blackmail or even cleverly framed murder. through the

wnger Ravnos

mbling, lying, th

When the opportunity tindulge presents itself, a Ravnos must make Bloodlines: The Ravnos are divid wmg family lines,
a Self-Control roll (difficulty 6) or succumb to her compulsion. mimicking the family lineages of their Gypsy kin. Among their
Organization: Most Ravnos trust nobody, not even their  families are the Phuri Dae, wha often focus on Auspex rather than
ownclanmates, but work together when necessary ro bilk, robor Fortitude; the Urmen, who claim their blood is more eldritch than
topple an outsider enemy. They often make grandiose pledgesof — mostandfocusprimarilyon Chimerstry; and the Vritraand Kalderash,
family loyalty to one another, although neither party expects  Who are said to maintain black pacts with the deadly Cathayans

very much 1o come of the vows Quote

If it'd been me stealing the sun, | wouldn’t have given

The recently awakened clan elders, however, are beginnin it 1o the humans 1o keep them warm. I'd hav uned it in the oc
to contact Ravnos on all continents. Although the typically  and started buymg the kine's souls by selling them fire.
Croarrea Two: Cuans ano Secrs
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There’s blood on the windowsill. That wouldn't be too bad, if
the window in question weren't nine stories up, but as things
stand, it might be a bit of an oddity. The police are going to
look at that, notice the distinct lack of a fire escape and of a
body in the alley below, and start asking questions. Then, when
the coroner reports that the body on the sofa has been sucked
dry, more questions are going to be asked. Someone will
eventually put two and two together, and get fangs, and then my
ass is going to be ina sling because it's my childe who's
responsible for this whole mess. So I've got to be the one to
clean it up, otherwise Prince “I’ve got a stick shoved so far up
my ass it ought to paralyze me” LeClercq is going to use this as
an excuse to turn bothmy kid and me into ash. And while at this
point I could give a rat's ass about what happens to my errant
Embracee, I sure as hell don't want to get crucified because
he's a binge eater.

So first things first. I smash the place up as quietly as I
can. There's some blood left in the body, so I splash that
around as evenly as possible, taking care not to leave
bootprints. Whatever valuables I £ind in the process, I scoop
up —hopeiully some bored homicide detective will write this
off as another case of a crackhead knocking over an apartment
and finding the resident home. The fix won't hold up to intense
scrutiny, but at least it will take the cops down the wrong road
if they actually mount an investigation.

Then I take the body and toss it out the window. I wait a second
for that wet “thump” I know and love from way too many of these
cleanup jobs, then I concentrate for a second and slough off my
human shape like —well, screw the metaphor. If anynne's looking
for where the body in the alley came from, all they 're going to see
is a bat heading up into the night.

Mind you, I'm one very pissed-off bat, but it's hard to tell
that kind of thing from a distance.



Asaplayerof Vampi

acharacter

The Masquerade, you must create

» through which you interact with the

e
game world and rake your part in the story. Like a character in

nist in the

a novel or movie, this character becomes a protag

stories you tell. Racher than making up 1 new character for each
session, you richly detailed character, then
cter every time you play. As your
you watch your character grow and

assume the role of thar cha

troupe tells its storie

develop. Ulamarely, the character you create becomes as real

eat hero (or villamn) in a literary work.

and as timeless as a

This chapter describes how to create a vampire character,

beginning with a general concept and translating that concept

into the Traits and statistics that are used in the game. Though
the process is relatively simple, and players can undertake it on
their own, it is best to create characters under the Storyteller's
supervision, 5o that she can answer questions and guide the

CrEAton process.

Trarts
Much of a character's life comes from the way you describe

and roleplay him. For example, your vampire’s general disposi-
wall

tion and artitude toward feeding, as decided by you, m
contribute toward his overall role in the story. However, certs

wspects of a character — his physicul prowess, his looks and his

vampire powers, for example —are described in numerical terms

and wsed in conjunction with the systems of the game. These

features are called Traits. Traits quantify your character's par.

ticular strengths and weaknesses, which guide the characrer in
hisintes

jons withother players' charactersand the characters
the Storyreller creates. For example, your character might have

high Menrtal Traits, making

iim invaluable when brains and
|

Trauts, forcing him to rely on a friend’s characrer when violence

cunning are required. However, he might have low Physi

or brute force is called for

Traits are commonly described i numerical rerms with
ratings between 1 and 5. (Humanity/Path scares and Willpower
are exceptions t this guideline, and same |

rticularly ancient

and powerful vampires are ramored to have other Traits exceed-

ing 5....) These numbers represent the quantity and quality of

the character’s prowess with a given Trait. One dot is considered

while five dots indicate superiority. Think of Trait
and hotels

lar to the stars with which restaurant

one is dismal, while five is excellent. Tra

ratings
become important when rolling dice to perform actions (see

Chapter Five for specifics).

Vasnne; The Masquenace




CommonTransann Terms Nature: This is the “rrue” persol
Vampire characters comprise the following Traits: wha she is deep down.
Name: The character's name — this may be anything from D nor: This is the personal

to the world. More ofter

an not,

the character's birth name to a pseudonym. Some ancient
vampires are known by many names, while others are no longer different, especially given the deviou:

acter's cld

known by names at all. Clan: Your ch:

Player: Thi

the name of the player

her relationship 1o Caine, the
dictates your character's vampi

portraying the charac

ter in question.

Chronicle:
This is the serics of
linked

which the charac-

Concrpr: ity 5o

rer tes Haven
Your
will provide you

with the name of

partic
Storyreller

the  chronicle et

Dexteriry
(though he may

need your help in
deciding!)

At
tributes define your
character’s inborn ap

Mertness
Athletics

Adttributes

Firearms__ 000G

and potential T
Advantages: A Pe: 00000

carchall term for the Sevutiry 00300

numerous benefits a Surviv 00000

vampire has over “nor- i

mal” folk, Advantages ] DY ANTAS

Disciprsvs

refiers o a collection s

three other Traits, Dis- #8000

pai #0000 _——

ciplines refer to the 00000 CEelf-Conirg sese)
00000

VAMPpiric powers i ¢

xcter possessesasa result

Back-

of her Embrace.

nality of your character

ity your character presents
Nature and Demeanor are
sness of the vampire mind
an defines her lineage and
progenitor vampire, Clan
ric powers and weakness
Generation:
Closely related to

clan, yourcharacter’s

ration defines

the potency of her
blood and how many
steps seinoved she is

from Caine
Your

ersconcept is

Concep
charac

a one- or two-word

“skerch” of who your

characterwas priorto
the Emhrace
thing from Crazed
Vigilante to Porn
Star.

Abilities: Ahilirics

proficiencies

any

are thase
your charscter possesses
intuitivelyor has leamed.

Humanity/Path:
These Traits define your
character's outlook
unlife. A character has ci
ther a Humanity rating or

1 rating ina specific Path,

neverboth(thoughach

.

acter may pret
Humanity is the "default”
Trait, but Paths are pre
Appendix

¢ Although a

vampire is no longer

alive,” her corpse-body
may still suffer sufficient

reaumato incapacitate her,

grounds define the MeraPLan— —CHmpapas

character's material as N o g

sets and social netwe sesesseson |

Virtues show rthe it e : 0

character's spiritual and seseesscc000 Muel 10

moral fiber — or lack oooooooooo RN o

thereol. BLoOR [ —— xRN ———
Willpower: This dooooooooo

Trait  reflects  your § SEEEEEEEEE

character’s inner drive

and desire to succeed at tasks she undertakes the vampire anew (forcing you to c

Health Trait measures how muck

Blood Pool

fed she is, or, conversely, how h

Your character’s blood pool dictares how well

suffered

gry

r's Experience Trait represents
All characters
zero. Experience is

xperience: Your charact

how much she has leamed since her Embrace

me with an Experience Trait of

pent to purchase new Traits.

begin the

i3

Craracren an Taars
101

Crarms

1 a sufficient quanti
of &
reate a new character). The

mage can even “kill”

h injury the character has




GFETTING STAT

ITED

[HESTORYTELLER
AND CHARACTER CREATION
I the players




CHARACTER CREATION PROCESS

* Step One: Character Concept
Choose concept, clan, Nature and Demeanar.
* Step Two:

Prioritize the three categories: Physical, Soci

lect Attributes

Men-
tal (7/5/3). Your character automaically has one dot in

each Attribute
Rate Physical Traits: Strength, Dexterity, Stamina.
Rate Social Tr:
tal Traits: Perception, Inrelligenc
Select Abilities
the three categories: Talents, Skills,
es (13/9/5),

s Chanisma, Manipulation, Appeanance,

Wits.

Knowle:

Choase Talents, Skills, Knowledges.

No Ability higher than 3 ar this stage
* Step Four: Select Advantages

Choose Disciplines (3), Bac
s (7). Your cha

rounds (3) and rate
Virt stomatically has one dot in

each Virtue.

acter

« Step Five: Finishing Touches
Record Humanity (equal to Conscience + Self-Con-
trol), Willpower (equal o Courage) and Bload Pool.
Spend freebie points (15)
Sampre CONCEPTS
® Criminal — jailbird, Mafioso, drug dealer, pimp,
ker, thug, thief,

ence

# Drifter — bum, smuggler, prostitute, junkie, pil-
grim, biker, gambler

* Entert
model

musician, film star, artist, club kid,

* Intellect
e

writer, student, scientist; philoso-
pher, social ¢

* Investigator — derectiv

agent, private eye, witch-hunter

beat cop, government

* Kid — child, unaway, outcast,
* Nightlifer — clut

, substan

irchin, gang|
oer, skinhead, punk, barfly,

anger

ve abuser

o Outsider — urban primitive, refugce, minority,
conspiracy theorist
» Politician — judge, public official, councilor, a

speechwriter
® Professional — engineer, doctor, computer pro-
ammer, lawyer, industrialist

o Reporter — journalist, news reporter, papara
talk-show host, ‘zine editor

* Socialite

— diletante, host, p
prominent spouse

bay, sycophant,

Canrmi T

@ Soldier — bodyguard, enforcer, mercenary, soldier
of fortune, Green Beret
* Worker — trucker, farmer, wage eamner, manser-

vant, construction laborer
CrLans
® Assamite — (Independent) Dreaded killers and
diablerists on a rerrible quest for Kindred vitag, the
Assassins have perfected the art of the silent kill.
* Brujah — (Camarilla) The Rabble are rek
insurgents, fighting passionately for their disy
The Brujah dres
* Followers of Set — (Independent) Corrupting
anddeadly, the Sexpents are feared for theirevil, yet sought
out for their atcane knowledge and sinister gif
* Gangrel — (Camarilla) The nomadic Outland-
and wild. These solitary wanderers are the
source of much of the lore that likens vampires to
dark beasts.

n of a perfect society — for vampires.

ersarefes

* Giovanni — (Independent) Insular and incestuous,
the Necromancers ply their rrade in blood; money and the
souls of the dead.

* Lasombra -

(Sabbart) The
ers nominally lead the Sabbat. Clan Laso
first and its inner darkness second

* Malkavi (Camarilla) Dangerously deranged
and psychotic to a member, the Linarics nonetheless

ns

possess uncanny insight
* Nosferatu — (Camaril
the hideous Sewer Ratsare fore

Disfigured and

er barred from huny

but gather secrets from the darkness that hides them.

* Ravnos — (Independent) The nomadic Deceivers
are masters of
their tricks as they travel from ciry to city.

* Toreador — (Camarilla} Lovers of art and the
aesthetie; the Degenerates are trapped in the stagnancy of
undeath. The Toreador are passio
surrounding themselves in excess o stave off their en-

lusion and guile, malevolently working

nd decadent,

e

croaching malaise:
* Tremere — (Camarilla} A clan of sorcerous blood

cians, the Warlocks are widely distrusted. ..and just as
widely feared,

* Tzimisce — (Sabbat) A clan of fallen nobles from
the Old Country, the brilliant but monstrous Fiends now

serve the Sabbat. They wield the fes
flesherafring.
* Ventrue — (Camarilla

of the Kindred, the Blue Bloods atone for their damnation

rsome Discipline of

The reluctant aristocracy

by enforcing the Traditions and the Masquerade.

Chamacren anp Trans
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ARCHETYPES (NATURE AND DEME ,\Nnn)
* Architect — You build a better future.
* Autocrat — You need conrrol
* Bon Vi

* Bravo

ant — Unlife is for pleasure

Strength is all that matters.

* Caregiver — Everyone needs nurturing.
* Celebrant
* Child

* Compet

You exist for your passion.,

Won't somebody be there for you?

or — You must be the best.
* Conformist — You follow and assist.
* Conniver
* Curm
* Deviant

Others exist for your benefit.

eon — hing is worthwhile

You exist for noone’s pleasure but your own.
* Director — You oversee what must be done.
* Fanatic — The cause is all that matters,
= Gallant
* Judge

* Loner

* Martyr -

* Masochist — You test your limits ev

You're not the showstopper, you're the show!
- The truth is out there.
You make your own way,
You suffer for the greater good.

y night

* Monster su're Damned, so act like it!

* Pedagogue — You save others through knowled;

# Penitent — Unlife is a curse to atone for.
# Perfectionist — Nothing is good enough.

* Rebel — You follow no one’s rules.

* Rogue— Thosewhocan, win. Thosewhocan't, lose. Youcan.
» Survivor — Nothing can keep you down.

* Thrill-Sceker
¢ Traditionalist
* Trickster
* Visionary

The rush is all that matters.
As it has always been, so it shall be

Laughter dims the pain.
- There is something beyond all this.

DIsCIpLINES
* Animalism — Supernatural affinity with and con-

trol of ani

.A trasensory perception, awarenessand
premonitions.
* Celerity — Superatural quickness and reflexes

® Chimerstry — The Ravnos ability to create illu-
sions and hallucinations,

® Dementation — The ability to pass madness on 1o
a victim

* Dominate -
piercing g

* Fc

paine of re

Mind conrtrol pracriced through the

e

rtitude — Unearthly toughness, even to the

id sunlig

» Necromancy — The supernatural power to sum-
mon and control the dead.

® Obfuscate — The ability to remain obscure and
unseen, even in crowds.

* Obtenchration
® Potence — The Discipline of physical vigor and

Unearthly control over shadows.

* Presence — Theé ability-to attract, sway and
conrrol crowds.

® Protean — Shapechanging, from growing claws to
melding with the earth,

® Quietus — The Assamites’ arts of assassination.

* Serpen

lowers of 8

—The reptilian Discipline of the F

® Thaumaturgy — The study and practice of blood-
sarcery. ¢

* Vicissitude — The
BACHGROUNDS

¢ Allies — Human confederates, usually family or

zimisce art of flesh-shaping.

friends.

* Contacts — The number of information sources
the character possesses.,

® Fame — How well-known the character is among
mortals.

¢ Generation — How far removed from Caine the

acter is.
* Herd

free and safe access.

The vessels to which the character has

» Influence— Thecharacter'spolitical power within
mortal socie

# Mentor — The Kindred patron who advises and
supports the character.

* Resources — Wealth, belongings and monthly
income.

Follow:
® Status — The characrer’s: standing in undead

* Retainers ds and servants.

society

Freenie l')nmrq

Trait Cost

Artribute 5 perdot
Ability per dot
Discipline 7 per dot

Background 1 per dot
Virtue 2 per dot
1 per dor

1 per dot

Humaniry
Willpower




players ask questions along the way, and help them through the

process rather than letting them fend for themselves.

Adrer the players are f
them a few g
appropria
games in C;

miliar with the character sheet, give
clines as 1o what rypes of characters will be
:for the chronicle. For example, Storyrellers running
rillacheld cities might forbid Sabbar or indepen-
dent vampires outright. Sometimes a player will attempt to
portray a character wholly unacceptable to your

stline, and
this in favor of a character who

you should feel free to disallo

won't disrupt the g

me.

Storytellers are advised to spend a

n entire session simply
creating characters and nunning preludes (sce p. 108) with the
players. Exceptionally comy

tessorsecretivechronicles
for each individual player.

might even ware
Spending

entire sessio

adequate amount of time on character generat

ensures that the players create realistic characters and not vapid,

colorless laundry lists of Traits. After the mechanics of creat

n
are done, take each player aside and lead him through a prel

de.

is the player’s introduction o the
chronicle as well as the means by which the player adds final

his one-on-one storytellin

details to her character, so use it to its greatest effect

Step ONE:
CHARACTER CONCEDT
Cancept is the birthing chamber for who a chi
become. i need only be a general idea — brute; slick mobste
manic Malkavian kidnapper — but it should be enough to ignire

rer will

yourimagination. f you choose, a concept may be quite complex

— "My character is a streetwise Tremere, Embraced as a child
but with a precocious level of maturity. Being a Kindred scares

him, but he knows that the alternative is Final Death and he's

Iy for that yer.” This stage mvolves the selection of the

ter's concept, clan, Nature and Demeanor.
Concept

A characr

s concept refers to who the cha
ire. Many Kindred cling desperately «
any salvageable aspects of their for

acter w

before becoming a v

er selves — their self-imag
their occupation, how they lived, wh

was unique about them
Il

In therr new nocturnal world, echoes of their mortal lives
that stand between many Kindred and madness.

Concept is important because it helps a vampire relare 1o

the world. It's not a*numerical Trait, and it has very linle
viehe game. lts benefitis that icallows you ro
formulate a personality for your character, and it provides an

o wishes to preserve her dwindling

mechanical effect ¢

e

stichior for b vimpire-W

Humanity — or to rail against it

Some sample concepts are presented on p. 103, If sau don't
see a concept you like, make one up! Who are we to tell you who

you can or can't he

Cran

A characrer’s clan is her vampire “family,” the undead
legacy into which she was Embraced. Vampires are always of the
same clan as their sires, the vampires who Embrace them. Go
back to Chap
clan you'd like your character ro be. As previously mentioned,

Twa, look at the templates, and decide which

the Storyteller may disallow members of certain clans based on
the sect the chronicle involves. Many beginning chronicles, for
example, all

la clans.

only vampires from the seven Camari

If a player wishes, she need not choose a clan at all. Many
vampires in these modern nights have blood so diluted that they
can truly claim no clan. Unwanted and scorned, these clanless
‘Caiiff
character, simply write “Caitiff” under the Clan heading on the
character sheer.

singly common. If you wish to play such a

e incre:

NaTure AND DeMeAnoR (ARCHETYPES)

After choosing concept and clan, a player should choose
her character’s Natore and Demeanor. These behavioral Traits,
known as Archetypes, help players understand what kind of
people their cha wure and Demeanor are not
required to play Vampire: The Masquerade, but they sometimes
help players pin down their characters in their minds.

Demeanar is the way a character presents herself to the
outside world. 1t is the “mask” she wears to protect her inner self
A character’s Demeanor often differs from her Nature, though it
might not. Also, Demeanor refers to the attitude a characrer

acters are. N

idopts most often — people change Demeanors as often as they

change their minds. Demeanor has no effect on any rules

Nature is the cha

acter'’s “real” self, the person she truly is
The Archetype a player chooses reflects that ch
rooted feclings about herself, athers and the world. Narure need

acter's de

not be the onby aspect of acharacter's true personality, merely the
mast dominant. Nature i also used to derermine a character's
ability to regain Willpower points (sce p. 136).

F t of Archetypes from which to select
wure and Demeanaor, see pp. 112-115,

r a complete |

N

Step Two: SELECT ATTRIBUTES
Players must now assign numbers. The first step in deter

miningacharacter’snumeric Traitsis toprionitize his Attributes.

Auributes are the natural abilities and raw “stf” a ct

acter is
made of. How strong is a character? How attractive? How quick!
How smart! Atmbutes take all these questions and more into

nt. All Vampire characters have nine Auributes, which

acce
re divided i

Stamina), Soc

» three categories: Physical (Strength, Dexterirty,
| (Charisma, Manipulation, Appearance) and
Mental (Perception, Intelligence, Wits)

First, the player must select which group of Attributes is his
suit (primary). The player then selects the

roupin which the ¢

character's stron,

e (secondary). Finally, the
eak point

aracter is aver

remaining group is designated as the character's wi

(terriary). Is your character tough but antisocial, or gorgeous but

a complete aithead? Characrer concept and clan may su;

certain ranks for these priorities, but feel free to decide upon any
scheme you please. Nothing's worse than playing a boring
stereotype. Playing

n interesting stercorype, though.

All Vampire characters start with one dot

tribute, the basic capabilities of the mortals from
which they're drawn. (The exception is the Nosferatu, who have

zerod,

< in their Appearance Attribute.) A character's prioritics

determine how many dots the player may allocate 1o that cluster

of Artr

res. A player may distribute seven additional dots
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hischaracrer's primary group, five additional dots to the second-
ary group and three dots to the tertiary group. For example,

tough

athlenic character will likely allocate seven dots to his

Physical category, while aclever, wise characrer will place seven
dots in her Mental category

SFELECT ABILITIES
tlso divided into three categories: Talen

‘alents are intuitive Abilities that are
ned “in the field.” Skills are Abilities learned

Step THREE

Abilitics are
Skills and Know
inherent or le

es.

belearned
with careful practice, but can also be studied or learned through
hook learning” and the
like, Knowledges are typically mental pursuits or studies learned
throu

through rigore ningordetermination. They ma

training. Knowledges are just that —

schooling or books
Like At

terc

mes, Ability groups are also prioritized during

char on. Players should select primary, secondary and

up receives 13

tertiary groups for their Abilities. The primary g

do

s, the secondary group gets nine and the tertiary group

ceives five, Note that, unlike Antributes, characters ¢

y not

in the game with automatic dots in any Ability. Note further
that n
st
in
freebie points, but that comes later.

Abiliry may be purchased above three dots during this

of character creation — even among the undead, experts

el don't grow on trees. You may raise Abilities higher with

Step Four:
SELECT ADVANTAGES

Now comes the part of character generation during which
the vampire rruly becomes unique. Advantages are Traits that
make the vampire a contender in the hierarchy of the night
Advant

allocated 1o

s are not priorit a set number of dots may be
gory. Though this number is fixed, add

tional Advantage dots may be purchased with frechie points.

wch ca

DiIscipLiNes
When vampires are Embr

ed, their sires teach them cer
tain blood-based mystical powers, known as Disciplines. Each
characte

alloc.

begins with three dots of Disciplines, which may be

ed as the player chooses, For example, she may spend all

three dots on one Discipline or spend a dot each on three
Disciplines. Disciplines purchased with Advantage dots must be
from the three cl.
ription in Chapr
thatcl:
is a clanless Canriff, she may purch

v Bisciplines all clans possess. Each clan

Two lists the Disciplines practiced by

along with bloodline variations, if any. If the characrer

se whatever Disciplines she

wants, subject to Storyreller approval. (Note: Disciplines pur-

chased with freebie points need not be clan Discif

BACHGROUNDS

Abe
which may be distributed at the player's discretion. Background
el

inning character has five dots worth of Backgrounds,

Trants should fit the character concept — a destitute Gang

strect preacher isn't likely 1o have Resources, for example
thoug
take, cert

v the Storyteller may disallow, or encourage players 10

n Backgrounds for their characters.

VirTues
Virtues

re very important to Vampire characters, for they
wide the moral backbone for the characters and determine
w readily they resist the temg the Beast, A character's
responses are very closely tied to her Virtues; these
Traits define how well

emotions

the character tesists frenzy and how

keenly she feels remorse. Virtues are essential in resisting the

urg
in their Vir

A
a character's sense of right and wrony
mines how readily she maintains her composure and contains
her Hunger. € measures the character’s gumption and
abiliry to withstand the proximity of fire, sunlight and other
things thar

the Beast and the Hunger, and most vampires lose points
1es as they grow older and more

ampire character has three Virtues. €

ampires dread

Every character starts out with one dot in each Virew

the player may then distribute seven additional dots among the

Virtues as she sces fit. These Virtues pls

nstrumental roles in
determining a characger’s starting Humanity and Willpower

levels, so be careful how you spend the points

Srep Frve:Last ToucHes
At this stage, the player may spend 15 freebie points to
personalize his characrer. First, however, a bit of bookkeeping

needs to be done

Humantt
Acharacter's startir

{umanity scare equals the sum of her

Conscience + Self-Control Traits, yielding a score between 5

and 10. Players are also encouraged 10 increase their Humanity

scores with freebie points, as too low a score indicates that the

Beast lies in close proximity.
Note: Characters on Paths other than Humanity may use
different Vin

Appendix (p. 286) 1o determine which I

s todetermine their initial Path scores. Consult the

ths use which Virtues

Wi power
A character's begin

2 Willpower score equals her Courage
and thus r

rating, ges from | 105, Players are encouraged to raise

ALTERNATIVE VIRTUES?
CONVICTION AND INSTINCT

de isfundamentally about com-

pire: The Masquera
ing to grips with one’s monstrous nature and, hopefully,
strongly encourage beginning
nce and Self-Conrrol
for their characters. However, certain Kindred, particularly
the

wercoming it. As such, w

players 1o select the Virtues of Conse

vampires of the Sabbat, adhere 1o different ethical our-

looks. For these vampires, the Virwes of Conviction and
Instinct may replace tl
Control, respectively. (Allvampires have the Cours

wd Sell-
e Virtue.)

Virtues of Conscience

Conviction and Instinet are presented on p. 287, I you
decide thar your character issufficiently inhuman to warrant
these Virtues, and ifthe Storyteller permits you to take them,
you may circle the
t. Be wamed thar in raking these Virtues, you have

wppropriate Virtues on the character

effectively desymared your chamcrer as a monster.
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and helieve
out there. And
especially vampires
should be unique, fascinating, passionate and memorable.

Trie Prerune

A person's
built. Forthat

Brujah with Strength 4, Dexrerity 3, Stamina 3

us, there are a lot of such cardboard “character

that's a shame, because characters

ast is the foundation on which his personality is

on, youshould have some idea of your character's

life before the Embrace, the better 1o understand who he is. The
preludle is something of a one-on-one mini-story — just you and
the Storyieller, n
theactual start of the chronicle. This serves as astoryrelling device
that can help detail his mortal existence and personaliry up until
the point that the first story begins.

playing events from your character’s life before

You roleplay ous

y

a prelude much as you would a normal game

s of life ar

session, except th impressed intoan evening of

rapid-fire decisions. Roma

ric re

ationships, school, work, family,
all things that you might have ro
er the course of the prelude. When
the prelude is complete, you should understand your character’
and you may find that elements of his
past acrually foreshadow his existence as a vampire.

outside threats — these

Idress, for better or wors

| history in detail,

pers

Aprelude offersaframe of reference for everything else tha

happens to your character, and how he reacts to such events,

during the chronicle. Wi ter just won't be as

complete. The prelude is fairly quick and dirty, just like the page
|

hout ir, a cb

or so of personal background that a novelist would give a mujor

ter entering the story. It's essential to understanding the

character, but needn’t go on for 100 pages.

ASTORYIELLER'S GUIDE TO THE DREL U
e meet your old boyfriend for unch at the old café you used
10 vsit, The place has gone downthdl siice then

ar marybe you just
romanticized it in your memory. He's wearing a nice suit

appavently the law profession’s paying off well for him — but he looks
ragged avownd the edges. like he hasn't been getting much slecp
Halfuway through lunch, he admits 1o having problems with his wife
How do you respond

Each player undergoes the prelude alone with the Story-
teller; the one-on-one form
the prelude is very personal, the character’s past and his alone.
It's possible for two characrers to share part of a prelude, but this
should be done only if they were friends and spent a lot of time
together before the E . Don't worry oo much about
neglecting the s during the prelude
shouldcertanly toinvalve everyone when the
gane proper beg

helps concentrate the feeling that

Ithough you

very effo
little anticipation can whet the appetite

for what's to come.

It's okay 10 take a much heavier hand in controlling the
n. Give the player plenty of decisions to make, and don't
spread them out over a long period of time — make him think
action. Unless you
e evening on each character's prelude
ctailed characters), you should com-
acter gets a more concentrated feel

act

quickly, so that he goes for the mstinctive re
want ©
{which mak
press things so that the ch,

spend

e

for more

of what his life was like. It's cerrainly potent that way.

Let the player explore bath the setting and the rules during
his prelude. He probably shouldn't get involved in any combx
during the prelude; if it seems to be necessary, then simply
ny fights. ltwon'tdo tokill the ¢
before the game hegins!

“It's a November afternoon, but it's already sliding into
tuilight. You were supposed to meet your sister at the park, but it's
been half an howr and she still hasn't shown up. You hear a dog bark
somewhere inthe distance, and the sound suddenly makes you vealize
that vou're all alone — there isn’t another human being anviwhere
within view. Except one, maybe — a develict, stumbling down the
walk woward you. What do you do?

You want to let the player explore the settng as well as the
rules. H;

describe the results of haracter

ehimiry outafew rolls, Let himswap a few Trais around
if it becomes clear during the prelude that his T
rately reflect the character (although youshouldnt allow this if the

s don't accu

ble super-character).
ail. Find out why he has
hisall

player is just trying to cres
Explore the chara
the Backgrounds that he dges

v unstopy

ter'senvironment in

introduc s as characters,

or visit his job (if any) 1o reinforce how he gets rent money
It may seem odd 1o e playing through perfectly mundane
scenes in the prelude, but these actually build a sense of normaley

that can be shattered when the supernatural takes the stage. Once

you juxtapose the tedivm of mortal life wath the suddenly horrific

e and subsequent rebirth asa vampire, the dramatic
tension of becoming one of the undead is exhilarating

s you describe things, let the player interrupt with his
he events s they oceur. Reme.

ils concerning

and

urpartner in this
You canalso throw in details that provoke the player's emotions
“Your girlfriend has rears in her eyes as she tells you that she's

pregnant.” OF course, once the charcter becomes a vampire, he

can't really be there for her or their baby anym
me at heart, and the pl
o truly understand wh

“The shably man shoves you against the subway doors. Yo try

Vampire is 1

aprofound sense of loss

at it's like 1o be one of the Damned.

toseream, but there's nobody in the car to hear you. The lights flicker
overhead. The noise of the train pounds in your ears, and the terrible
reek of your attacker makes you want to faint. Then you feel his teeth
in your neck, and the world starts to fade away.”

Finally, don't forget that a character's Embrace should be
roleplayed to the hilt — this moment, more than anythir
how he will be changed by existence as a v.

can defin

mpire.
Play up the sensation of being watched, Build the tension of an
Although the
player knows what's coming, he shouldn't know exactly how
describe the artack in gre
real and frightening. C
Let the player feel the trauma of the change. Although you may

unseen pred

or stalking the unwitting characte

detail so that it secems all the more

fully play through the transformation

still want to play out some details of the character’s existence as
the chronicle opens, you w;
mg time 1o c

a vampire befo it the player 1o

remember the Embrace for a

e

Q UESTIONS AND ANSWERS
The following questions are meant to be used 4

board to fill out the character's hackgs

Even if there isn't time for

1 spring:

sund as much as possible

led prelude, you should try 1o
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write them out
n with your Storyeeller. The more
bout your character, the more real she'll seem when

answer as many of these questions as possible
if you like, or talk about t

® How ol pArEvou?
When were you bom?
1! H

¢ you Wore hatiere than you seem? Less?

How old were you when you were
? How old do you

long have you existed as a vampir

L I)Ii()Ol)?

arly years? How were ur basic
42 Where did you go ta schaol? Who
were yourimmediate family? Whatis vour clearest childhood memary?
Did you go to high school? Did you have a hometoun, o was sour
family constantly an the move? Did you go 10 college? Did you run
away from home? Did you play sparts? Did any of your childhood
riendships last to adulthood?

* WHAT WASUNIQUF ABOUT YOURCF
How did you spend your

m tions and artitudes for

® WHATKIND OF PERSON WERE O U P

Wer
popular? Did you have a family? How did you earn a living? Did you
have any real friends? What kept youe going from day to day? Will

adecent person, or were you an asshole? Were you

anyone miss you!

® WHATWASYOUR FIRST

ITH THE SUPERNATURAL
When did you realize you were being stal Did you believe
» When did you first meet a
vampire? Were you afraid? lh\h.lmm,. Angry? What frightened

Embr,

in the occult before

* How pin11e EMBRACE CHANGE YOU

How did your sive carch you? Was the Embrace painful? Did
you get a kinky pleasure out of it? Did the Hunger tear ar you? Did
it frighten you? Did it feelright? Are you grateful to your Do you
want to kill him for what he did w vou?

* WHOWASYOURSIRE,

AND HOW DID HE TREAT YOU P
What do you know of your sive? Was he abusive, arrogant.
eryptic or ofen? W e think he chose you? Did you even know
your sire at all? How long did you stay with yowr sive? Did he teach
youanythingatall? How long was your “apprenticeship”? Where did
vou stay? Where did you go? Did youmeetany other vampires during
that time! Do you judge other vampires in general by »
When did he weath you the Traditions?

S

opinion of

your sive?

.WIHE"I’(H.‘PIII:QE\ D TO THE PRINC

Did the prince welcome you? Was she P
Did she need to be bribed or threatened? Did your sive have
permission to create you? Are you an the run from the prince? What
do you think her opinion of you is?

® How DIn vou MEET

Were you b

he together by chance or design? Are you all of
! Ave you united in purpose and attitude? How long have you

in the city! Did you know any of the others before the

ne sect

been tog
Embrace! Are your sives in cooperation, or are they rivals? What
holds your coteric wgether when things get their warst?

. Wln REISYOURHAVENT

do you hide duving the day? Do you have a permanent
)\um- at all? Do you stay in the place you inhabited in your mostal
lifer Do you hide in an abandoned building?
have anyone to protect you during the day?

The sewers! Do you

® DOYOURFTAIN ANY CONNECTIONS
TOYOURMORTAL LIFE

Are you presumed dead? Do vou still watch over relatives from
afar? Do you pretend 1o be sull alive? Did you abandan youur mavtal
existence enirely?

. Wl IAT ARE YOUR HABITUAL FEEDING GRC llINn‘i!‘

Whom do you feed upon, and where! Do you have a tervitory
that you consider exclusively yours? Is your favorite hunting ground
used by others? Do you compete with others? What is your preferred
pres? Do you ever kill when you feed? Do you have a specific herd?
Do you seduce your prey? Kidnap them?
Do they come to you?

Assault them on the str

® WHATMOTIVATES YOU P
Do you

onany enemies? Do you long to retwrn to
ave ambitions in Kindred sociery? If you
¢ anything in the world, what would it be?

AFiNnaL Note

A character without motivation might as well not have
survived the Embrace. Knowing what
central tounderstas
very different from

your mortal life? Do ¥
could ach

drives your character is

lingwhoshe is. A vampires values are often

wse of a normal human; the death and

rebirthofthe Embra

ecanworkagrearchange onan individual's
personality. Think abour where your character has been and
where you'd like to see her go (or where she would like to g

Consider her Nature and Demeanor — do they sug

ultimate goal? Onee you have anidea of what it is your character
wants to achieve, you're one step closer to making her a full
fledged personaliry of her own.

ERAMDLEOF
CHARACTER CREATION

Lynn plans to participate in Justin's new Vampire: The
Masquerade chronicle. Justin tells Lynn that the chronicle
centers on the

airs of the Camarilla in Chics

few years

after a devastating werewolf attack that resulted in the Final
Deaths of many Kindred. He informs Lynn that characters in the
chronicle should be Camarilla or friendly independents (though

Justin's not opposed tohaving a Sabbat spy in decp coverasa part

of the coterie), and hands her a copy of the characier sheet.

Looking at the outline, Lynn kicks around a few ideas and

begins the process of tuming those ideas into a full-fl
character
S1ep One: CoNcepl

Lynn's first responsibility is to come up with a concept for

her character. She loves the intrigue and high-society aspect of
the Camarilla, and decides that she wants to play a female
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vampire who rubs elbows and curric
influential Kindred ar
ides that her ch

fa
1 kine. Having a flair for the

cor with Chicago's

gic, Lynn
ter is the last scion of a once-prominent

famuly that has slowly but inexorably slid into decline. Envision-
inga modern twist on the 205 flapper socialite archerype, Lynn
also decides thar her cha

acrer is quite keen ar busimess and
Ventrue is the obvious choice, but Lynn decides

finance. Cla

that her character is a Toreador, to add another twist.

Only areal crackpot would name his character after himself
(ralk about Freudian...), so Lynn decides that her characier goes
by the moniker of Veronica Abbey-Roth
's Nature and Deme

cides that her character 1s utgoing, amiable and superficial — all

Lynn considers Veronic or. She de-

of which hide the cunning deep beneath the surface. Her De-
is G:
nunlife spent langely in Camarilla salons and parties. Lynn

meanor
reflect

the face she presents 1o the world - lant, 1o

decudes that Veronica's business acumen nece
drive and take-charge manner of handling affairs; she chooses
wcter's Nature, She also sees the opportunity

itates an inner

Director for the ch

2 in choosing a headstrong Arche:
type — imagine how all those influential Kindred with whom she
hobnobs will respe

for some excellent rolepla

1 1o brash young industry queen!

ults 1o the

< & Camarilla vampire, Lynn's character de
moral code of Humanity. Lynn sees no problem with this, and
circles the Humanity Traie on her character sheet

Step TWo: ATTRIBUTES
Lynn must now prioritiz

Social Attributes m;
reasons, as much of her contact with peopl

tiribures.
e the most sense for a primary category, Lynn

and assign Veronica's

will be in diplomatic

and eivil conversation. As Veronica's secondary caregory, Lynn
g her knowledge and wisdom with mat-
This leaves Physical Artributes as tertiary, which
al
s seven dots 1o divide among Veronica's Social
Ve squite a looker, Lynn puts three
dots in Appearance for a Trait rating of 4 (remember the one
“free” point every characrer ha

chooses Menral, reflecti

ters financ

suits Veronica's concept just fine — she's ver, not a fighter,

Lynn
Attributes. Decidir

nic

nall Attributes). Veronica has
quite a gift for getting others 1o do what she wants — two dots
d her Manipulation Artribute, giving her a score of 3
alsolikable, for the mast part; Lynn puts the remain-
ing two dots into Charisma, giving her a 3 in that Trait.
Withfive
Veronica is a savvy, sl
ence and Wits gives Ve

0 tow

Veronics

lots 1o assign to Menral Artributes, Lynn de
businesswoman. Putting two dots
f3in

both these Trats. The remaining point goes into Perception,

each into Intell;

mica scores

yielding a score of 2

Determining Physical Traits is all that's left o finish

Ven Attr

lithe, so she adds nothing «

nica’s tes. Lynnsees Veronica as slim, willowy and

the characrer’s Strength, leaving it

at 1, and assigns two dots to Veronica's Dex
score of 3. Finally, Lynn pl

nity, resulting ina

es the remaining Physical dor into

Stamina, for a score

Step Turee: AR res
Like Attribute
decides that Veronie

Abilities must ako be prioritized. Lynn

s well-versed in Talents, nominally familiar

with Knowledges and the least accomplished in Skills. This reflects
Veronica's case with social situations and aptitude in the cutthroat
world of business while still leaving room to refine her graces.
With 13 dots to spend in Talents, Lynn jumps right inand
sinks three dots into Subterfuge
smooth-talking underhandedness. Three more dots go
wdership, as Veronic

Veronica's no stranger 1o

ward

s guidance keeps her family’s company

afloat. Twa dots each go into E

cpression and Empathy, signify-
nd feel for people. Lynn assigns one
ws don’t make it amid the
Darwinian society of the Kindred), Dodge (nor do those who
can't get out of the way) and Streetwise (because even

ing Veronica's cloquence

dot each 1o Alertness (the obliv

ne
should know someone who can get things done on the streets).

Lynn has nine dots 1o allocate among Veronica's
Knowledges, and assigns three dots to Finance immediately
Likewis

. Veronica receives three dots in her Politics Trair,

use one must know whose back 1o scratch. Lynn puts two

Jemics score, to represent her general

Id. The last dot Lynn places in Computer,
nica a modern edge over some older, more tradi-
tional vampires.

Only five
point, but Lynn sees no immediate need for any more (though she
may later choose toaugment these Traits with her fre

ills ar this

s may be assigmed to Veronica's S|

i points)
x Veronica to be a boor, Lynn assigns two dots o the
t — apparently, finishing school paid off. One dor
oward the Drive Skill, and the last two dots go into Firearms
man’s got to |

{a w ect herself) and Stealth (sometimes ir's

betrer not to be seen), resulting in scores of 1 each.

St1ep FOurR: ADVANTAGES
Lynin has now arrived at the part of ck
v

ter creation that

it

eruly makes her character

mpire. She must now figure out

Veronica's Advantages, the Traits that distinguish her from the
rest of the crowd

First come Veroniea's Disciplines, the mystical powers that

vampires possess through their unnan state of existence.

Lynn has three dots 1o allocate @

mong Veronica'’s Disciplines,

and, as the character is a Torcador, Lynn may distribute those

dots among Auspex, Celerity and Presence. Veronica is not a

very physic
Celeriry. Sh
those around
Disciphne. The remaining d
pretematurally heighrened senses

v

purchase, w

lly inclined character, so Lynn choases to pass on

is, however, more likely to sway the emorions of

1,0 Lynnplaces twodots in Veronica's Presence

goes toward Auspex, granting her

ronica’s Backgrounds, which she receives five dots to

uld best be spent building a power base, acconding to

Lynn's concepr. Lynn passes up Mentor entirely, as she sces a bit
of a falling out with her sire as part of Veronica's character history

(though a mentor need not be a characrer's sire). She knows that

Resources fit Veronica's concept nicely, so she allocates four dots

to that Background. Her last dot goes into Retainers: Veronica

employs a chauffeur, whom she plans to rum into a ghoul one of

th

chis, “when she gets around to i

[

As the last part of defining Veronica'’s Advantages, Lynn

must assign dots to the character’s Virtues. As Veronica's moral
eode is Humanity, she has the V

ues of Conscience, Self
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met a few of the wrong people, one of whom ook a shine 1o

Veronica and Embraced her. Though she knows many p
rthem ro be a

ple,

she hasn't yet accumulated enough influence ov

true power player like the surviving elders in Chicay
profit, but it seems th:
rejuvenate her family name are beingstifled by mysterious forces.
Precisely wha wsing the:
mystery and consternation 1o V

ALTemprs to

or what is ¢ ter of

¢ events i

onica, and she wonders if

perhaps her sire or one of his acquaintances is behind them

Veromea maintains her haven in a converted carriage house

ather family'sestate. Herparents, very advanced in age now, never
leave the house and have no knowledge of Veronica's vampiric

Her faithful chauffeur

nature or hee nocturnal comings and goir
Marcus is a skilled driv
jack with equal precision. Veronic

rand knows how to use a pistol and a rire

smoney islargely tiedup inthe

estate and the business, but if she liquidared her asers she'd be

quite well-off, Not that she's ever short on cash or credit....
Veronica wears a stylish wardrobe of designer sports- and
L and always draws looks wherever she poes. She
wsed revolver inher handbag, thouy
yet had occasion to use it. She owns a vintage German sedan,
kept in rem:

eveningwe:

1she'snever

carries asnub

kable repair, as well as a small convertible two-

er for times when she doesn't require Marcus’ escort

Veronica's nightly concerns revalve around the restoration
of her family to a position of influence. Failing that, she would
bel
new legacy over the foundation of the old. In these interests, she
; the

o to elevate herself to a posirion of influence and build a

has made numerous acquaintances amor
mortals alike of Chicago, and plans on cultivating those rela-
tionships so that they may best achieve her ends (this also leaves

vampires and

the door open to acquire allies o additional contacts in the
future...). Though emotionally strong and self-sufficient
Veronica realizes that in these nights of wmultuous Kindred
events, there issafety in numbers, and she is looking for individu-
als with whom she can form a protective coteric. Veronica's sire,

estranged by the woman's odd fiduciary (and almost un-Torea-

dor) interests, Lynn leaves in Justin's hands o detail

And that's it. Lynn could choose specialties for Veronica's
Traitswith four dots (Appearance and Finance), but she chooses
to see what shakes out of the prelude. Veranica is ready to take
on whatever the World of Darkness can throw at her,

[PERSONALTTY ARCHETYDES:
NATUREAND DEMEANOR

al, every day. Every
ality, varying from

Everyone plays a role, often seves
individual displays mulriple |

ers of pers

the contrived to the sincere. Each of these roles defines how we

teract with the people and places around s, and we ¢l

we
which parts of ourselves we wish 1o show

It is the same with Kindred. The concept of Nature and
Demeanor corresponds directly to the different masks we wear
A Vampire character's Nature is her true slf,
her innermast being — the person she ruly is, It is dangerous to
15 others know who we are and what is

hen we inte

show this, though, as 1t

important to us. Thus, characters also have Demeanors, faces
they show to the world. By choosing how we relate to the world,

weare able to choose how it relates tous as well, us we ginde the

responses others give us.
o has an effect on the
nd
v

Philosophy aside, personality ¢

mechanics of Vampire. A character may regain her drive

sense of purpose by acting in accordance with her Nature.
time a character fulfills the requirement of her Nature Arche-
type (sce below), thar characrer becomes eligible 1o regain a

136). If the Storyreller allows,

point of spent Willpower (see p
the character regains the pomt.

Archetypes allow players to build a sense of personality for
their characters, and to defin

“rick.” It is worth noting th

1 bt of what makes the charace

Archetypes are not rigid; chara
ters need not slavishly devote themselves to their N
Demeanors. Rather, the character should act as the player
reasonably or emationally believes she would act in a given
sitmation. Eventually, players and Storytellers shoul

tures and

come up
with their own Archetypes that more closely define how the
stion responds to her surroundings. After all,
d Archetypes

character in ¢

every ch: er is an individual, and customi

should be a lo

al ourgrowth of a well-rounded character.

Here are some basic cha
beginning play

cter Archetypes, suitable for

ARCHITECT

The Archirect has a sense of purpose even greater than
herself. She is truly happy only when creating somerhing of
lasting value for others. People will always need things, and the
Architeet strives to provide at least one necessity. Inventors,
pioneers, town founders, entrepreneurs and the like are all
Archi

cct Archetypes.

i a point of Willpower whenever you establish

of importance or lasting value

AUTOCRAT
The Autocrat wants to
for its own sak

in charge. He seeks prominence
st because he has an operation’s best interests

atheart ar because he has the best ideas (though he may certainly
think so). He may genuinely believe others are incompetent, but
ultimately he craves power and control. Dictators,

bullics, corporate raiders and their ilk are Autocrat Archetypes

ng leaders,

— Regain a point of Willpower when you achieve control
nization involving other individuals

OVEr i Zroup o org:

Box Vivant

The Bon Vivant knows that life — and unlife
and meaningless. As such, the Bon Vivant decides ro enjoy her
time on Earth. The Bon
Rather, she issimply predisposed to havinga good timealong the
way. Most Bon Vivants have low Self-Control scores, as they are
wes are all

is shallow

want is not necessarily irresponsible

s0 given o excess. Hedonists, sybarites and dilet

nples of the Bon Vivant Archetype.

— R«

gain a point of Willpower whenever you truly enjoy

ully expressyour exultation. At the Storyteller's

y yield multiple Will

aption, a particularly fabulous revelry ma

power points

Vasees: Tz Masouerane
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Bravo

The Bravo is a tough and a bully, and often takes perverse
pleasure in tormenting the weak. To the Bravo's mind, might
makes right; power is what matters, and only those with power
pected. Naturally, physical power is the best kind,
but any kind will do. The Bravo sees overt threats as a perfectly
reasonable means of gaining cooperation. The Bravo is not
incapable of pity or kindness, he just prefers to do things his way.
Robbers, bigots, thugs and the insecure are all Bravo Archetypes.

should be re

— Regain a point of Willpower any time you achieve your

enda through brutishness or intimidation. This need nor be

physical, as many Bravos verbally or socially cow their victims,

CAREGIVER

Everyone needs comfort, a shoulder to cry on. A Caregiver
takes her comfort in consoling others, and people often come to her
with their problems. Vampires with Caregiver Archetypes often
attempt, ask protect the mortalson whom they feed.
Nurses, doctorsand psychiatrists are examplesof potential Caregrivers.

hest the

Regain a point of Willpower whenever you successfully

protect or nurture someone else

CE1EBRANT
The Celebr:

character's passi

nt takes joy in her cause. Whether the
isbattle, rel
reading fine literature, it gives the Celebrant the strength to
withstand adves

ious fervor, foiling her rivals or

ity. Given the chance, the Celebrant will

indulge in her passion as deeply as possible. Unlike the Fanatic
(p- 114), the Cele

out of enthus

brant pursues her passion nor out of duty, but

m. Crusaders, hippies, political activists and are
lebrant Archerypes

enthusiasts are Ce

in a point of Willpower whenever you pursue your
cause or convert another character 1o the same passion. Con-
versely, lose a point of temporary Willpower whenever you
denied your passion or it is badly last to you.

CuHnn

The Child is still immature in personality and tempera-
ment. He wants what he wants now, and often prefers someone
togive it to him. Although he ¢

ypically care for himsell, he
a caretaker-type cater to his bratty desires
Some Child Archetypes are actually innocent rather than im-
mature, ignorant of the cold ways of the real world, Children,
spoiled individuals and same drug sbusers are Child Archetypes

uld rather b

— Regain a point of Willpower whenever you manage 1o
convince someone to help you with no gain to herself, or to
nurt

you

CoMpETITOR
The Compe

or takes great excitement in the pursuit of
victory. Tothe Competitor, every task isanewchallenge to meet
ntest to win. Indeed, the Competitor sees all
interactions as some sort of opportuniry for her to be the b
the best leader, the most productive, the most valuable or
whatever. Corporate raiders, professional athleres and impas-
stoned researchers are all examples of Competitor Archetypes.

nd a new

— Regain one point of Willpower whenever you suc-

ceed at atest or challenge. Especially difficult victories ma

y,

at the Storyteller's discretion, allow you to regain multiple
Willpower points

CONFORMIST

The Conformist is a follower, taking another’s lead and
findingsecurity in the decisions of others. She prefers not to take
charge, instead seeking to throw in with the rest of the group and
lend her own unique aid. The Conformist is drawn to the most
dynamic personalicy or the individual she perceives to be the
hest.” Be
group needs followers to lend stability to their caus
party voters and “the masses” are Conformist Archetypes.

aConformist is not necessarily a had thing—every

. Groupics,

— Regainapoint of Willpower whenever the groupachieves
of s goals due 10 your support

one

CONNIVER

Why work for something when you can trick somebody else
into gerting it for you! The Co
way, the fast track to success and wealth. Some people call him
a thicf, a swindler

niver always tries to find the casy

legs pleasant terms, but he knows tha

everybody in the world would do unto him if they could. He just

does it first, and berter. Criminals, con artists,

urchins and entrepreneurs might be Connivers.
— Rey

one into doing something for you

alespeaple,

jin a point of Willpower whenever you trick some-

CUBRMUDGEON
A Curmu

con is bitter and cynical, finding flaws in
little humor in life or unlife. He is often
faralistic or pessimistic, and has very little esteem for others. To
the Curmudgeon, the glass is always half-full, though it may be
damn near empty when other people
nd Gen

everything and see

ire involved. Many elder
vampires ation Xers are Curmudreons.

— Regain a point of Willpower whenever someone does
something stupid, just like you said they would. You must predict
this failure aloud (though you may simply whisper it to the
Storyteller if you wish)

DEVIANT

The Deviant is a freak, ostracized from society by unique
tastes that place her outside the mainstream. Deviants are not
they
are independent thinkers who don't quite fit in the status quo

indolent rebels or shiftless “unrecognized geniuses™; rathe

Devi

nt Archetypes often feel thar the world stands againse

d as such reject traditional morality. Some have bizarre
tastes, prefierences and ideologies. Extremists, eccentric celchri-
ties and straight-our weirdoes are Deviant Archetypes.

— Regain a point of Willpower any time you are able o
flout social mares without retribution.

DiIRECTOR

Tothe Director, nothing is worse than chaos and disorder. The
my way or the highway”
n-making. The Director is more

Director secks 1o be in charge, adopting s

attitude on matters of decis
concerned with bringing
be truly

der out of strafe, however, and need not

nd

‘in control” of a group to guide it. Coaches, teachers

many political figures exemplify the Director Archetype.
Re

in the completion of

aina point of Willpower when ye
difficult rask.

influence agroup
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Fanatic

The

existence, The F;

anatic has a purpose, and that purpose consumes his
ic pours himself into his cause; indeed, he

lertaking any objective that deviates from
TotheF

important than thase who serve it. Players who

wy feel guilty for

hishigher g naic, the end justifies the means — the

cause is 1

"
choose Fanatic Archetypes must select a cause for their charac-
lots and sincete firchrands are
natic Archetypes.

ter to further. Revolutionaries, 2

all examples of F;
— Re;
some task that directly relates to your cause.

ain a point of Willpower whenever you accomplish

Garrant

Gallants are flamboyant souls, always seeking atrention and

the chance to be the brighrest stars. €

allanes seck the company

of others, if only to earn their adoration. Attention drives the
Gallant, and the chase is often as important as fulfilling thae

pursuit. Nothing excites a

ant s0 much as a new audience ta

wou and win. Performers, only children and those with low selfs
esteem are often Gallant Archerypes

Regain a Willpower point whenever you succesfully impross
another person, Ultimately, the Storyteller s the arbiter of when you

dazzle someone, even in the case of ather players' characters.

Junae
The Jud,
takes plea

perpetually secks to improve the systenuA Judge
ire in her rational nature and abiliry to dra the right
conclusion when presented with facts. The Judge fespects jus-
tice, as it is the tent mocdel for resolving issues. Judges,
while they pursue the “streamlining” of problems, are rarely
iy, as they prefer proven models 1o insight. Engineers,
lawyers and doctors are often Judge Archetypes.

Regain a point of Willpower whenever you correctly
deduceamystery by assembling thecl d, orwhen une

visi

fasochist exists to test his limits, tosee how much pain

pses. He grains satisfaction in
¢ Mas-
acity to feel discomfort — he

e before he coll
iffering, denial and even physical pain. T
ochist defines who he is by his

humiliation,

rises each night only to greer

new pam. Certain extreme
athletes, urban rribalists and the clinically depressed exemplify

the Masochist Archetype

— Regan tw

points of Willpower whenever you experi-
ence pain in a way you never have before.
MonsIeR

The Monster knows she isa cre,

ure of darkness and acts like

it. Evil and suffering are the Monster’s tools, and she uses them
wherevershegoes. Novillainy ishelow h

inohurt gocsuninlicred
and 0o lic remains untold. The Monster does nor commit evil for
its o sake, but rather
bhecome. Many Subbat, degenerate Kindred elders and unstable
individuals display characteristics of the Monster Archetype

— Malignant deeds reinforce the Monster's sense of pur-
pose. Monstercharaeters should pick aspecific atrocity, regaining
Willpower whenever they indulge thar urge. For examy
temprer regains Willpowe: for luring someone into wickedness,
while an apastare earns baick Willpower for causing another to
doubt her faith. Pick a destiny and fulfill it.

Pepacocue

The Pedagogue knows it all, and desperately wants to inform
others: Whetlirthrough 8nse of purpose or a genuine desire to
help others, the Pedagogue makes sure his message is heard — ar
length, if necessary. Pedagogue Archetypes may range from well-
mesningmentors to verbuse blowhards wha love tohear themselves
talk. Instructors, the overeducated and “vererans of their field" are

all pl

v means to understand what she has

Pedagogue Archetypes,

of your arguments unites dissenting parties.

Loxer

Even in a crowd, the Loner/sticks our; because he-so
wsly does not belong. Others view Loners as pariahs,
the Loner prefers his own
company to that of others. For whatever reason, the Loner
simply disdains others, and this feeling is oftén reciprocated.
Criminals, ind free thinkers are all Laner Archetypes

oby

remote and isolated, but in trurt

adicals

Regain a poiat of Willpower when fou accomplish

something by yourself, yet which still benefits.the coterie in

some way. For truly impressive success, or achievement in spite
ofstrong oppasition, the Storyteller may choose to let you regain
two Willpower points

MaRr1vR

The Martyr suffers for his cause, enduring his trials our of the
belief that his discomfort will ultimately improve others' lot. Some
Martyrs simply want the attention or sympathy their ordeals
engender, while others are sincere in their cause, greeting their
opposition with unfalrering faith in their own beliefs. Many
Inquisitors, staunch idealists and outcasts are Martyr Archetypes.

ina point of Willpower when you sacrifice yourself

of your comfort for your ideals or another's immediate gain.

== Regain one point of Willpower whenever you see or
learn of someane who has benefited from the wisdom you shared
with them,

Penrrent

The Penitent exists to atone for the grave sin she commits

simply by being whoshe is. Penitents have either low self-esteem
r legitimare, rraumatic past experiences, and feel compelled 1o
“make up” for inflicting themselves upon the world. Penitent
Archerypes are not always religious in outlook; some eruly want
to scourge the world of the grief they bring to it. Repentant
sinners, persons with low self-esteem and remorseful criminals
are examples of the Penitent Archetype

Regain a point of Willpower whenever you feel that you
have achieved absolution for a giv
should be ofthe same m

n grievance. This redemption

gnitude as the rransgression — the greater

the crime, the greater the penance. The Storyteller is the ultimate
arbiter of what constitutes

P

red

nable act of reparation,

IFECTIONIST
Perfectionist Archetypes simply demand the best. A half

and she
expects the same degree of commitment and artention to detail
from athers that she demands from herself. Although the Perfec-

hearted job gives the Perfectionist no sarisfaction
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tionist may be strict and exacting, the achievement of the end

goal drives her — and often hose for whiom she is responsible,

Prima done

rtists and conceprual designers exemplify the

Perfectionist Archetype
Rey
withou

iin a point of Willpower whenever you accomplish

your goa

Renen

The Rebel is a malcontent, never satisfied with the status

ny demonstrable flaw or impediment

quoorthe systemasitis. He hates authority and does everything
in his power to challenge and undermine it. Pechaps the Rebel
truly believes in his ideals, but it is just as likely thar he bears
authority figuressomeill will overamisunderstanding or“wiong
donetohiminthe

wast. Teenagers, msurrectionists and noncon-

formusts all exemplify the Rebel Archetype.
— Re

wdversely affect your chosen opposit

ain a point of Willpower whenever your actions
it
. the Church, a vampire prince, whatever. The

may oppos

governn

player should choase whom or w

his character rebel

when he adopts this Archetype

matters to the Rogue: herself. To each his
own, and ifotherscannot protect their clains, they have noright
a thug or bully, however.

to them. The Rogue is not necessarily

She simply refuses to succumb ta the whims of others. Rogues
almost universally possess a sense of self-sufficiency. They have
nterests in mind at all times. Prostitures, capira
ists and criminals all embody the Rogue Archerype.

Regain a point of Willpower when your self.centere
disposition leads you to profit, materially or otherwise. At the
Storyteller's discretion, accumularing gain without exposing your
knesses may let you

theirown be

own we

ain two points of Willpower.

SURVIVOR
No matter what happens, no matter the odds or opposition,
the Survivor always manages to pull through. Whether alone or

with a group, the Survivor's utter refusal to accept defeat often

makes the difference between success and failure. Survivors are

frustrated by others’ acceptance of “what fate has in store” or

willingness to withstand less than whar they can achieve, Qut-
casts, street folk and id

alists may well be Survivor Archetypes
— Regain one paint of Willpower whenev

T you survive a

threatening situation through renacity, or when another persists

in spite of opposition due to your counsel

THRILL-SFFRER

The Thrill-Secker lives for the nush brought on by danger.
Unlike those of annuably smer disposition, the Thrill-Seeker actively
pursues hazardous and possibly deadly sinuations, The Thrill-Secker is
not consciously suicidal or self-destructive — he simply seeks the
stimulation of immunent disaster. Gangbangers, petry thieves and
exhibitionists are all examples of the Thrill-Secker Archetype.

— Re;
dangerous 1
Seekers are

point of Willpower any time you succeed at a
you have deliberately undertaken. Thrill.
and the St

n
k th

ot stupid, howeve

ryteller may choose

not to reward a player who heedlessly sends her character into
danger for the sole intent of harvesting Willpower.

TRADITIONALIST

Theorthodox ways satisfy the

raditionalist, who prefers o

Why vary your
course when what has worked in the past is good enough! The
Tradionalist finds the status quo acceptable, even preferable,
to a change that might yield unpredictable results. Conserva-
esandauthonty figuresare all examplesof Traditionalist
Archetypes,

accomplish her goals with rime-tesred method

tives, judlg

— Regain a point of Willpower any time the proven ways

turm out to be the best. Also, regain a point of Willpower any

time you successfully resist change for its own sake.

TRICKSTER
The Trickster finds the absurd in everything. No matter how
grim life (or unlife) may become, the Trickster always uncovers a

kemel of humor within it. Tricksters cannot abide sorrow or pain,

andsotheys round them. Son
Tricksters have even higher ides
exposing its failures in humorous ways. C
social critics are examples of Trickster Archerypes,

—Re

others spirits, espec

ive tolighten the spiritsof those

ls, challe

ring seatic dogma by

medians, satirists and

1y time you manage to lift
ur oWn pain in

na point of Willpawer
ally if you s

ble to deny y

re

the process.

VISIONARY
The Visionary is strong enough to look beyond the mun-

dane and perceive the truly wondrc
al limits, and seck what few others have the courage
imagine. The Visionary rarely takes satisfaction in what society

hastoc

5. Visionaries test accepted

s0ci

1 she prefers to encourage society to offer what it coudd

instead of what it doe

Typically, society responds pourly to
Visionaries, though it is they who are

sponsible for bringing

about progre: ntors and the

and change. Philosophers, inv
ary Archetypes,
— Regain a point of Willpower each time you are at

maost inspired artists often have Visior

e to
convince others to have faith in your dreams and follow the
course of action dictated by your vision,

ATTRIBUTES

Every Vampire character has Attributes; they represent the
busic potential of every person in the world, as well as most ather
living (and unliving) things. Most people have Artribute scores
between 1 {poor) and 3 (goodd), though exceptionally gifted
individuals may have scores of 4 (excellent) or even 5 (5

human capacity). Some vampire eldees, those of strong Bloo,
are rumored to have scores higher still
Privsicar

Physical Attributes define the condition of a characrer's
body. They indicate how strong, agile and resilient a ch

cter

is. Physical Arrributes should be taken as the primary category

for an action-oriented character,

Vampires may use ingested blood to supernaturally aug-

ment their Physical (and only their Physical) Annibutes. For

mare on this, see p. 138
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SprCIALTIES
Some characters are especially good at particul.

P
plications of their Traits. For example, a painter might be

wd at portraits, a basehall player might he
adept um[\hm»- flyballs, and a brawler might be infa
for hus low blows. To represent this, characrers with scores
of 4 or higher in Attributes or Abilities may choose special-
ties for those Traits.

A specialty i

aparticular subearegory of an Attribute or
Ability — thus, a character with a Strength 5 might choose
to be especially adept in “deadlifting.” while a character
with Investigation 4 might be a whiz at “ballistics.” When-
everaplayer makes a die roll involving an activity in which

acter has specialized, she may take any die that

" rally the success normally, then reroll thar

imulate extra successes. If the

0," she may continue to reroll

rerolled die also comes uy

for still further successes. This process continues until no
further “10s" are rolled

Example: Victoria has Performance 4 with a specialey in
singing love songs. She is performingin front of a live a
and she begins her hit song “4Ever [." To gauge the audience's
veaction, the Storyteller has Vicworia's player, Katie, roll
Victoria's Charisma (4} + Performance (4) versus difficulty 6
The dice pool is 8, and Katie scores three successes — but two
of thos “10s." Katie takes the two “10" dice and
volls them, scoring 9 and 7 — two extra successes. She may not
continu o try for further successes, but the five-success towal
indicates that the crowd absolutely loves Victoria's rendition

ence,

successes are

The Stamina Trait reflects a character's health, toughness
and resilience. Itindic haracter can exert herself
and how much punishment she can withstand before suffering
physical trauma. Stamir

es how long

lso includes a bit of psychic fortitude,
racter’s grit and renaciry not to give up

indica cf

ing

alties: Tireless, Determined, Tc

Nails, Resolure

. Poor: You bruis in  tiffwind

. are moderately healthy and can take
ses  Good: Youare in good shape and rarely fall ill
eess  Exceptional: You can un — and perhaps win — any

marathon you choose.

+++ Outstanding: Your constitution is truly Herculean.

Social

Despite their solitary predilections, vampires use human
ety like building blocks 10
Anribure

Ivance their schemes. Social
s appearance, charm and abiliry
These Traits are paramount in deter-
er's finst impressions, personal dynamics and
relations with other individuals.

eli
to interact with society.
mining a char,

ate acharacte

CHARISMA

The prince pushed the curtain aside and walked out before the
assembled council of the city's primogen. Their petty side conversa-
tions and guarded whispers stopped as the prince ook his place at the

Chuarrin et CHanacTeR axp Trams

1

head of the table, smiling a them with the look of a predator. Despite
their differences of opinion, personal vendettas and centurie
hatreds, they stll acceped the prince as their superior. None could
contest the ancient vampire's overwhelming force ur persomality

ce how they love me, even in their hate?” commented the
frrince to his childe, who stood behind the chair next to him. "L

cter's ability toentice and please others

w8 comes into question when a
rthiesor encour
not indicare necessarily a
ic or a skill with bullying. Rather, it is the simp

age others to trust her. C
silver tony

acter's charm and influence, Charisma delineates
ilityat convincing others tose

er point of view
smooth Talker, Genteel, Urbane, Witty, Elo-
+ Graceful

top pickin
Average: You
several friends.

r ne
nerally likable

are g and have

ees  Good: People trust you implicitly
esss  Exceprional: You have significant personal magnetism
eesss Ouistanding: Entire cultures could follow your lead

looked at Lucasz as if he were th
city who could help her. He alveady trusted her, the fool, and now all
she had tc was convince him that he needed to go talk to that
bastard Barzeski

“Lucasz, you're the only one who can do it. I'm on such bad
terms with them that Barz,
Pisss, if you start Leaning on them now, they'll be too intimidated 10
me after you later
e softened a bit — she had him! Now, with any luck.

cach other while they were at the table, and

she'd be id of two thorns in her side

Manipulation measures a character's ability for self-expres-
sion in the interests of getting others to share her vutlook or
follow her whims. In short, it’s getting others to do what she
wants. M

ily Kindred in the

won't even listen to me anymore.

comes into play when a character tries 1o
¥

influe

ce or subtly guide another's behavior. Manipulation is
bluff, fast-ralk and railroad other characters
Whether or not the characters in question acrually like the
manipulator is irrelevant (this is why Manipulation differs from
Charisma); a skilled motivaror can even employ the talents of
people who hate her.

used 1o trick,

ac

Manipulation is a dangerous affair, especially
Kindred (though i is their coin of the realm). Failed
manipulation often cam the ire of the would-be pat

among the

temptsat
Botching
a Manipulation roll may add a name to the character’s list of
enemies.

People are manipulated every day, and typically ig
Would you run to the store for me?") If the fact is bro
their attention, how

ht 1o

s defensive. M
nipulationcan be the most powerful tool ina Kindred's repertoi

ver, most people get ¢

but failure

be disastrous. Characters with high Manipulation
ings are often distrusted by those around them
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Perceprion
Lucasz sat on the leather divan, jacket unbuttoned, hands in his
lap, waiting for his odd host to enter the room. Above the musky scent
of the leather, Lucasy caught a whiff of . poppies? .. .and heard the
clink of glass on glass
A stooped man with a beaklike nase — probably Barzeski's ghoud
limped into the room, a fluted glass on a service in his hand
“An aperitif while the lord dresses, sweet guest!” the ghoul rasped
“Ifit’sall the ou, | prefermy vitae without laudanum, "
answered Lucasz.
The ghowl blanched
ures a character’s ability to observe his
This may involve a conscious effort, such

servant

ame

Perception me

environme

1s the character's

1, but itis more often intuitive,

e something out of the ordinary. Perception is
nd s seldom
il before)

a sensitivity to the characrer's surroundings,

present in the cynical or jaded (who have seen i

crmine whether or not a character
understandsa given situation or detectsan environmental stimulus,
It can wam a character of ambushes, help a chi
metaphor, distinguish a clue from
erloakable detail, whether physi

Perception is used 1o d

wcter identify a

pile of refuse

i Uncover any

ather hidden oo or otherwise,

Specialties: Arentive, Insightful, Careful, Discerning, Ex-
perienced

. Poor: Perhaps you are absurdly self-shsorbed, per-
haps merely an airhead; in any event, even the most

obvious Is elude you

. ¢ oblivious to the very subtle, but
ger picture
see  Good: You perceive moods, textures and minuscule

changes in your environment.

Exceptional: Almost nothing evades your notice.

QOuistanding: You instantly observe things almost

imperceptible to human senses

INTEL LIGENCE

Aisling stared at the fragile manuseript, wondering why it refised
to make sense. The symbols were all in order, the invocar
by defined, and the motions were even llustrated comectly. Why
wouldn't the damn thing work, then? It was as if whatever backward
magician had scravled this thing had left oue some basic but vital element.

Backward

Alsling laughed, alowd as she held the book before a mirror,
There were the symbols. Working through the alphabet in reverse,

m
pract;

she mranscribed the proper verses from the page, an d d
motions in opposite order. She had broken the primitive code
The Intel

facts and knowl,

nce Attribute refers 1o a cha

acter's grasp of

it governs a

Mare importantly, howeve

character's ability to reason, solve problems and evaluate situa-

tions. Inrelli as the Attribute also

almost a misnomer,
includes critical thinking and flexibility of thought

Intelligence does not include savvy, wisdom or common
sense, as those are properties of the characrer's personality, not
Traits. Even the smartest character may be too foolish ro keep

her mouth shut or too daft to assume the thugs who want her car

keys are up ta no good.

Characters with low Intelligence aren't necessarily stupid

(though they might be), they are just uneducared or simple
thinkers. Likewise, characters with high Intelligence aren't all
Einsteins; they may be better at rote mem
particularly keen judgment

Specialties: Book Knowledge, Creative, Analytical, Prob-
lem Solver, Subject Authority

zation or have

. Poor: Not the sharpest knife in the drawer (IQ 80).
e Average: Smart cnough to realize you're normal (1Q 100},
eoe nlightened than the masses (10 120).

prional: You're not just bright, you're down-
right brilliant (1 140)

Outstanding: Certified genius (1Q 160+),

caped from the divan as the first waves of hot smoke
wisped through the floovboards. First poisen, and now this!
Looking to the door, Lucasz figuved it must be braced from the
outside. The window overlooked the bay wusing that exit would
mean a fall of a few hundred feet. The ventilation ducts were far 1o
small for Kindred to crawl through.
d up. The crawlspace. The Fiend surely couddn’t
have compartmentalized the thin gap between the floors. Smply
crawl up there, burst back through above the hallway, and bolt aue
the front door

Lucasz lool

Lucasz tumed the divan on its side, climbed atop and hammered
his way through the plaster ceiling with his fists. Now it was only a
question of what remained outside.

The Wits T
her feet and re:

measures the character's ubility to think on

v quickly toa certain situation, It also reflects a
character's general clevemess. Characters with low Wits scores
arethick and mentally lethargic, or maybe gullible
ticated. By contrast, cf

ndunsophis-

wrers with high Wits Traits almost
always have a plan immediately and adapt to their surroundings
with striking expedience. Characrers with high Wits
e to keep their cool in stressful sicuations,

man-

Specialties: Getting the Jump on Others, Snappy Parter,

Changes in Strategy, Ambushes
. Poor: Pull my finger,
4 Average: You know when to bet or fold m poker.

Good: Y

Exceptional

wre seldom surprised or left speechless.

ou're one of the people who make
athersthink, "Qoh, I shouldhave said

thenextday.
wesss (O

ling: You think and respond almost more
quickly than you can act

ABILITIES

As
describe what you

ntioned before, Abilities are the Traits used o

wow and what you've learned todo, Whereas
Attributes represent your raw potential, Ahilities represent the

ways you've leamned o use thar potent
anything but brure strength to smash throt

You may not need
door — but if

you're trying to use sheer muscle power o force an engine part

into place without breaking anything, you'd better know some-

Cuarmir Thage: CHamATTER AN Tharss




thing about mechanics. When rolling dice, you'll probably have
to pair an Ability with an appropriate Artribute, in order to
properly depict the combination of potential and know-how
that's necessary for getting things done.

There are 30 Abilities: 10 Talents, 10 Skills and 10
Knowledges. Each Ability typically covers a broad range of
aptitudes. Forcertain Abilities (Expression, Crafts, Performance,
Academics, \n e}, it is best to pick a specialty (p. 117}, even
ifthe character'srating in the Ability is not yet 4 or higher. Thus,
acharacter with the Crafts Skill is generally versed in handiwork
of all sorts, but mighe be particularly adept at auto mechanics

TALENTS

Talents describe what you intuitively know, what you can
do without coachis
your Talents is th
of a very

g or instruction. The only way to improve

migh direct experience — with the exception
es (such as studying a text on Jeet Kune Do to
learn a dot or so of Brawl), these things can't be learned from a
book or mail-order course. If you try an action involvinga Talent
¥ er ess, th
Attribute dice pool; thes:
everyone has some deg

A

ur cha

sn't pos

no penalty to your basic

ially

Abilitiesare so intuitive that vi

ce of capacity in each one.

FRTNESS

Kincaid held wp a finger, and the other vampires whispering in
the davkened foyer immediatly fel sen. “Lady Annais coming,”
he murmured. He cupped one hand to his ear., then nodded
maybe two blocks away, and there's no other traffic on the street.”
He smiled a smile with razored edges. “That cuestom Rolls of hers
there's no mistaking it. Now shut up and get ready to welcome her
in, you idiots.”

This is your hasic knack for noticing things that go on
around you, even when you're not actively looking for them.
Alertness describes the attention you pay to the outside world,
whether otherwise occupied or not. This Talent is typically
paired with Perception, and is best used when sensing physical
stimuli (as opposed to moods or clues).

. Novice: You're no mindless drone.

e Practiced: Habitual cavesdropper

oo Competent: You keep a sharp eye on your surroundings.
ween

Expert: Whether from paranoia or good sense, you
are rarely caught off guard

cofawildanimal.
Possessed by: Hunters, Bodyguards, Security
Journalists, Burglars

Master: Your senses are on par with the

‘ersonnel,

Specialties: Noises, Eavesdropping, Ambushes, Hidden
Weapons, Crowds, Forests, Animals

ATHLETICS

Rannie ook a running leap and hit the chain-link fence climb-
ing. He could still hear the ing and laughter of the gang behind
him, and the sound shot more adrenaline into his aching muscles. But
he'd done this a thowsand times,, and he was over the fence in vecord
speed. As he raced further down the alley, he tried to clear his head
reassuring himself that there was no way those muscleheads could
climb as quickly as he could. He'd bought himself a little more time;
it was just a matter of pitting it o use

Then he heard the gut-wrenching sound of me:
torn apart

wire being

This Talent represents your basic athletic abiliry, as well as
any rraining you might have had in sports or other ngorous
activities. Athl

ics concerns all forms of running, jumping,
sports and the like; however, it doesn't

throwing, swi
cover hasic motor actions such as lifting weights, nor does it
governathleric feats covered by another Ability (suchasMelee).
Novic
Practiced: High-scho
Competent: Professional arhlere
: Tox
Olympic medalist
Possessed by: Athletes, i
Kids
Spe
ing, Endu

: You had an active childhood

athlete

tch in your sport

husiasts, Park Rangers, Jocks,

: Swimming, Rock Climbing, Acrobatics, Danc-
nce Running, specific sports

Brawi
Lucita neatly snapped her knuckles into the prince’s neck
one — then plunged her fin

vs precisely into his eyesockets — nwo,
Ome-two, guicker than a child could draw breath and harder than
any mortal could serike

She smiled tatly as the formerly vegal Cainite clawe
at his ruined eyes and crumpled windpipe ight, no voice — and
1o chance to invoke his otherworldly, hypnotic majesty. Now she
d do the rest at her leisure
The Brawl Talent represents how well you figl
| situations. This Talent represents skill in unarmed
combat, whether from formal martial-arts training or simply
from plenty of experience

d in panic

tin tooth:

and-

her type can make you a

dangerous adversary. Effective brawlers are coordinated, resis-
At

pain, quick, strong and mean; the willingness to do
whatever it takes to hurt your opponent wins plenty of fighs.

. wice: You were picked on as a kid

e+ Practiced: You've seen the occasional barroom tussle

eee Competent: You've fought regularly and routinely,
and generally walked away in better shape than your
opponents.

sses  Experr: You could be a serious contender on a
boxing circuit

eseee Master: You can kill three men in four seconds

Possessed by: Military, Police, Roughnecks, Thugs

Specialties: Boxing, Wrestling, Dirry Fighting, Kicks, Ka-

rate, Judo, Muay Thai, Throws, Submission Holds

Donae

Becket cursedas the bullets soruck the wall ishead, sending
hot chips of brick into his hair. He launched himself sideways, rolling
behind the dumpster just as the rounds cut into where he had been
standing. Typical, he thought. Saguryev’s minions are as subtle as
he is. He flexed his fingers and growled as the black talons ghided
of his fingertips. L

it
et's see if they're slower,

As it rned out, they were.
The first rule of self-preservation, this Talent covers your

ars. Dodge

abiliry roavoid blows, missile fire or even oncomi

Vawss: Tre Masouerane
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u. However

AL your own en

ke a skilled brawler to land a
wirtually sidestep bull

¢, Criminals, Brawlers,

it all off you

wn rocks, maybe

b Less ERPRESSION
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121




Novice: You tell the occasional lietle

whire lie
. Practiced: Vampire
ses Competent: Criminal lawyer
#s++  Expert: Deep-cover agent

#eees Master You'rethevery last

person anyone would suspect

oliticians,

Possessed b

ampires, Teer

k

Specialties: Seduction, Impeccable Lies

up Atists

SKILLS

ave lower Artrit

of whar the entails.

L 3

led worker just sn't as effective as

sbut anunderstanding

e were engrossed in their

in the shadowy

s out of the alley by the hundreds

. Nowvice: You can getadomesticated horse to let you pet it
L1 Pracriced: You can he reak
aes Competent: Yo rain a see it

ime wild beasts withour benefit of

atural powers.

Chiare Threz: CaacTer an Trams
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Possessed by: Farmers, Animal Trainers, Zookeepers,
Rangers, Pet Owners, Domitors
Ities: Doy

Spe
Animals, |

Attack Training, Big Cats, Horses, Farm

CRAFTS

Jules gestured with wnconcealed pride ar the wall hanging
“Look there. The original Bayeux Tapestry, swlen away from
Britain and replaced with a common forgery. Oh, how the mortals
would panic, if we let them discover the truth!”

“Yours is the forgery,” Carmelita said quietly, hiding all but a
hintofher smile. Jules normally ashen face paled into eggshell-white,
but she continued. “Double-check the » Jules. The threads ave
tied in several places in knots that are distinctly 1 3th-centurs, and the
dyes have been chemically fad Then she looked at his sericken
expression, and laughed. “Oh, poor dear! I'm so sorry. Here,
pretend | didn’t say anything. "

This Skill covers your ability to make or fix things with your
hands. Crafts allows you to work in fields such as carpenery,
leatherwork, weaving or even mechanical expertise such as car
repair, You can even create lasting works of art with this Skill,
depending on the numt

r of successes you achieve. You must

always choos min Crafts, even though you retain

aspecial
some skill in multiple fields

. Novice: High-school wood shop
. Practiced: You're starting to develop your own style
ees  Competent: You could make a living at your work

Expert: Your work might be featured in college-
level rextbooks for your field.

eesss Muascer: Your artistry is virtually withour peer.

Mechanics, Artisans, Artists, Designers,

Inventor he-Land Types

Potrery,

Sewing, Home Repair, Carpentry,

Appraisal, Carburerors

DRive

Karl stammed hard on the brakes, wwisting the wheel avound as
hedid so. The Thunderbird's tives squealed as the vintage car slid into
the classic bootlegger's reverse — thankfully, they didn’t blow out in
the process. The black cars hehind him weren't so lucky; as Karl
poured on the gas, he coudd hear the passengers’ threats tem into
screams, followed by the grinding percussion of crumpling metal.

So far, so good

I maybe other vehicles as well. This
Skill does nor automatically entail familiarity with complicared
vehicles such as tanks or 18-wheelers, and difficulties may vary

You can drive a i

depending on your experience with individual automobiles.
After all, he

controlli

ng a station wagon doesn't prepare you for

Lotus at 100 miles per hour

. Novice: You know how to work an automatic trans
mission.

s Practiced: You can drive a stick shift

Ll Comperent: Professional rrucker

Expert: NASCAR daredevil or tank pilat
Master: You can make

James Bond movie.

1 Yugo do ericks out of a

abhies, Truckers, Race Car Drivers, most
ury residents of affluent Western nations

Specialties: Off-road, Wheelies, Curves, Stick Shaft, S
den Stops, Heavy Traffic

Possessed by: (
20th-ce

EriQuerTe
Carmelita waited until the two men had tumed the comer ww
blacks down, then clutched at hex companion’s arm. "Thos

Hesha, ri:. ¥

o —

“Yes, dear. Assamites.” His face was expressionless basalt
wnder the street Lm.;s\ “And they have agreed 10 leave us 10 our
affairs while they serutinize Viados' chantry instead.” He affably
patted her hand. “You see, my dear? Clan matters lieele — theirs, or
mine. So much rests on mere civilicy.”

Youunderstandthe nuancesof proper behavior, in both mortal
sociery and Kindred culture. Your specialty isthe culture with which
you are most familiar. This Skill is used during haggling, seduction,
dancing, dinner etiquerre and all forms of diplomacy

. N

Lk d Practiced: You've been to a black-tie event or two.

ice: You know when to keep your mouth shut

Competent: You know your way around even ob-

scure silverware

sses  Expert: Her Majesty would consider you charming.

seees Master: If the right people came to dinner, you

ld end wars — or start them.
Possessed by: Diplomats, Travelers, High Socie
Specialti

Kindred Sociery

Formal Dinners, Business, Street Culture,

FireaRMs
Valentine hissed alow, contemptions sigh. His hand flickered ever
sa briefly — and instandly a gun appeared in his fingers, a histerless
heavy revolver. Befove the hived security could even gasp for breath, the
room shook with four thunderclaps, xie right after the other.
Valentine nearly stepped over the nearest spreading pool of
scarlet, proceeding divectly for the oak door

Executin

vmortal with a sword starts investiga
ing someone to ribbons shakes the edges of the
Canites adapt, and many have devored their energies to leaming
how tokill with guns. Skill represents famaliarivy with
of firearms, from holdout pistols to he
this Skill doesn't include heavy artillery such as mortars or tank
guns. However, someone skilled in Fircarms can clean, repair
recognize and, of course, accurately fire most forms of small arms.
This Skill is also used to unjam guns {Wits + Fircarms).

; You had a BB gun as a kid
Practiced: You while
the gun club,

=]

machine guns. Of course,

w

away the occasional hour at

ent: You've survived a firefight or two

: You could pick off people for a living.

r: You've been practicing since the debut of
the Winchester.
Possessed b

Survivalists, Hu

icemen, Military Personnel,

Specialties;
Revolvers, Shoiguns

+ Gunsmithing, Pistols, Sniping,
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L 3

gto a lfeless
15 s the skill to use it
|

properly. Melee covers you to-hand we

of all forms, fr

ns

swords esoteric martial

paraphernalia And, of course, there is

Always the utility of the wo

. Novice: You know the right way to hold a knife.

. Practiced: Youmay have beenin theoccasional street
ese  Competent: Y ild make a coll

ssee  Expert: You could keep orde

sseee Master: Your enemics would rather face a SWAT

blade
Gang Members, Martial Artists,

team than your
Possessed by:
Police, Duelists, Mec

Specialties: Kni
Disarms, Axes

“the man hasn

may be ralenred i

v, but the

mance. This Skill represents notonly rechn

ability to work an audience and enrapture them with your show:
. wrch choir

. part in a college
eee e in demand at the local clubs

are a virtuoso without peer

Possessed by: Musicians, College Studer
rinas, Mimes

alties: Dancing, Singing, Rock and |

Drunken Karaoke




SECURITY

The ordenlies burst out of the frant door, then skidded as a group
to-an unvuly halt. Just ah of them was John Doe #244, absent-
mindedby wandering the lawn, his discarded straitjacket bying crmpled
on the walk. "What?" hissed the newest among them, "How'd
he

er in a low, worried

Never mind that,” veplied the shift over
tome. “Just hope he d

This Skill ¢
for picki

n't have anything sharp with him this time "

Is famniliarity with the tools and rechniques
activating car or burg ns, hot-wiring
ccracking, as well as countless forms of

ar

Security is useful not only for theft, bue
p “the unbeatable system” or deducing whe

ca

. Novice: You can pick a simple lock

. Practiced: You can hot-wire a car.

Competent: You can bypass or disable house alarms

Expert: You can crack a safe.

Master: You could get a bomb our of — o into —
the Pent
Possessed by:
Specialtic
Pressure Pl

rs, Security Consultants, Policemen

cracking, Hot-wiring, Electrical Alarms,

adbolts, Cars

STEALTH

Lucita suddenly froze — then threw herself down and to the ~
right. There was a sudden, dull noise as the book she’d been holding
was bisected by the razored metal blade that sliced through the air

She came up in a roll, muscles bunched, and growled — or was it
“Fatima

The woman facing Lucita grinned, her teeth startingly white
against her dark skin. “Lucita. It seems [ sull give myself away to
s the silks shewore, and her hands
ippose this will be a challenge,

proy? — one wy

your ears.” Her voice was smooth
shifted their grip on the scimitar
then. As always.”

This Skill 1s the ability to avoid being deteered, whether
you're hidin,

the ume. Stealth is often tested
Perception. This Ability is, for obvious
| in stalking prey

against someone else

reasons, highly use

. Novice: You can hide in a darkencd room.

.

acticed: You can shadow someone from streetlight
to streetlight

wee Comperent: Yo have little difficulty finding prey

from eveni

o evening.
sees  Expert: You can mave quietly over dry leaves.

sssse M Nosferaru elder

Possessed by: Burglars, A

ssins, Kindred, Spies, Report-
ers, Commandos

Specialties: Hiding, Silent Movemenr, Shadowing, Crowds
SURVIVAL

‘Here, kid,” Emmett gninted, wssingareeking
ditch. The vagged Caitiff flinched ascay ar first, then gratef
accepted the noisome wad of blankets. * anna get most of the
way imto that culvert,” Emmett con “cause the

be mostly an this s

n the day. Go fetal, too, ‘cause y
to cover mare of yourself that way.”

The skinny vampire blinked back wpat Emment. *But wouldn'e
it be safer in the sewers? | mean, there's no—" He stopped short
when he saw the look on Emmert's hideous face. *Oh. | see.”

“Am’tno sunlight down the mmett scowled as he straight-
ened up and tumed away. “Don’t mean it's safe.”

vation and
exposure, the wilderness can still be dangerous toa Cainite. This
Skill allows you to find shelr
track prey and possibly even

Although vampires have little to fear from stz

€ your way to civ ion,

id werewolves (although this
last is exceedingly difficult). When you use Stealth in the
wildemess, you cannot roll more dice for your Stealth rating

rthan you have in Survival.

. Novice: You can survive a five-mile hike
.. Practiced: You “ron
aee

ghed it” on a regular basis.

wpetent: You know poisonous mushrooms from
edible anes

sess Expent: You could live for months in the wilderness
of your choice

seeee Maser: Yo

and do all right for yourself

get dropped naked into the Andes

Posscssed by: Scouts, Soldiers, Outdoors Enthusiases,
Survivalists, Hunters, Park Ra
Specialti

gers

cs: Tracking, Woodlands, Jungle, Trapping, Hunting

KNowLEDpGES

Knowledges involve the application of the mind, not the
by consequently, Knowledge Abiliries are most often paired
with Mental Traits. (It's possible to roll Charisma + Academics,
o even Stamina + Medicine, but such thing
The following

€ pretty rare.)

lescriptions speak of Knowledge levels in colle.

giate rerms, although forma
a Knowledge.

solingis just ome way toimprove

Ifyou don't have any dots in a Knowledge, vou cannor even
attempt a roll involving it unless the Storyteller, gives explicit
common trvia is concerned). If you
don't know Spanish, you can't try holding a conversation in
espariol on your wits alone.

permission (such as whe

ACADEMICS
“Liule fool,” Hesha hissed in disgust. “You babble of your
ruined

arthage,’ yet the term means no more (0 you than a
parrated lyric from one of vour shrill, oh-so-important ‘alierative
screeds. What do you know of Carthage — or of Rome, for that
matter? Did your sire tell you of the Sabines' s
Moloch? Of the screams i
blood for the Brujah's sus
naked to the block and give
ies — who yet defended the *Utopia’ when your noble ling was 100
blood-glut,
'‘Go away, whey-blooded leo
century, when your vitae is less tainte

rifices to Tanit and
- streets as infants vomited forth their
e Of women and children dragged

er to the caresses of foveign mercenar-

) stir?

ik to me agam in a

un and ignorance.”

Hesha waved a finger in dis

The anarch’s frenzy was sudden and, as the actack was a clear
violation of the Sixth Traditic
the subsequent slaying. Naru

was the simplest of matters thereufier

ereussions for
Homes
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ence between M
s: You could ge

Possessed by:
Specialties: Poststr

Imperial Rome, Americar

CoMpUTER

mpurer Languages, Intemer, Codebreaking
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He touched ome finger 10 his cheek, and his buming gaze grew
pensive. “lt seems youneed a practical lesson in how o make money
do youer bidding. 1 will apply my skills 10 bringing about the financial
ruin of a person, and you will watch me — and then demonstrate
what you've leamed.” The comer of his mouth crooked upward
“What was your ex-hushand's name again?

You know the insand outs of commerce,
ve worth to keeping up with currenc
rates. Tt luable when brokering irems,
running numbers or playing the stock market. Sufficiently high
levels in F

nevaluatingan

exchange

item'’s rela

nce allow you to rase your standards of living to a
table level

very con
. Student: You've raken a few business classes
.o College: You have w practical experience and

can keep your books fairly neat
Masters: Y

Doctorar

i'd make a fine stockbroker
Corporations foll

Scholar: You could rurn

your financial lead

sssss 0 hill into a fortune.

Posse urives, Upper Class, Stockbrokers, Ac-

Dealers, Smugglers

countants,

Specialties: Stock Marker, Laundering, Appraisal, Foreign

Currencies, Accounting, Fencing, Comporations

INVESTIGATION

Lucita and Anatole walked calmly into the darkened office
then stopped and quietly scanned the opulent surroundings. No more
than a minute had passed before Anatole spoke: “There — the right
bookend, three shelves down on the south wall.”

Lucita strode 10 the bookcase and lifted the grotesque Olmec
statue from the shelf. She nemed it over to mspect the hase, ne
then sank her fingers into the stone and pulled. The statue split apart
withacrack, and a tiny phial nambled to the floor in a shower of rock
broken hingework

dust an

amned tonotice d

You've s athers might overlook, and

dmirable detective, This Knowledg

might make
not only
and follow leads.

represents
sod eye for derail, but also an ability to do research

. Student: You've read your share of Agatha Christie

.. College: Police officer
Masters: Private detective
Doctorate: Federal agent

Scholar: Sherlock Holmes
Possessed by

Specialtie

Detectives, Mystery Buffs, Policemen, Sralkers

orensics, Shadowing, Search, Discolorations

I aw

“What did you expect me todo?! " The chained vampire's voice
rose m.a desperate shriek, almost falsetto at the very end. “My pack
was slaughtered! They tore Diego to ribbons withowr breathing
hard!™ His eyes snapped 1w one side, 10 the metal brewing vat half-
visible in the shadows. “I had to warn you!"

“The law is the law,” mtaned the robe
“Cowardice is unforgivable.” The older Cainite’s vestments nested
as he extended his palm in mock benediction. “The sentence is as it
mist be. Death by acid.”

The chained vampire screamed at that, and didn't stop scream-
ing for some

creature before him.

Withall the
can prove very useful
lawsuits or g
their own la
unlife by deftly exploitiny

awye

and liwmakersout there, thisKnowledge
Law can be useful for filing suit,
out of jail. What's more,

voiding
enthe Kindred keep

and more than one re has saved his own

¥
a loophole in one of the Traditions.

Student: You tched your share of courtroom dramas.

. ewa
*s  College: You're either studying for or just passed the
sters: Ambulance chaser

ssss Docrorate: Major public figures have your number —

Just in case
sesss Scholar: You could find the loopholes in the Devil's

contract.

Possessed by: Lawyers, Pulice, Judges, Detectives, Legislators

Specialti

LinGuistics

As Anatole raised his face to the broken vose window, his voice
lifted into song, echo the corners of the chapel.
gloriosi/Corporis mysterivm/Sanguisque pretiosi

Lucita shoak her head, artfully drawing one finger across her
wine-dark lips to dawb away an ervant drop of blood. "' Of the Blood,
all price exceeding.' How appropiate.”

Anatole finished the stanza, then slowly urned 1o face her, 'O
wondraus gift indeed! The paar and lowly may{Upon their Lord and
master feed.”™ He chuckle ping his mowth with the back of his
hand ed business. It joys me that you have

Criminal, Sui s, Contracts, Police Procedure

Pange, lingua

Communion is a
aluways understood dhis.”

You begin play with the native language of your choice for

free,
modern or ancient, Linguistics is a must. This Ability allow
tounderstand addirional lany

amor

but at high levels

cents o decipher word puzles

. Student: One extra language
.e Coll
ses  Mas

wo extra |

: Four extra langu
Docrorate: Eight extra lang
Sche
Possessed by
cient Vampires, €

16 extra languages
Diplom: Ambassadors, Travelers, An-
yptologists, Scholars

Specialties: Romance . Kanji, Idioms, Hiero-

glyphics, Writte

ANEUAL
Expression, Ciphers

MFEDICINE

“Yaroslav! Idiot!™ The horribly distorted ghoul cowered as
shrinking back against the stone wall in abject
ng its head in contempt, Vy knelt over the
¢ his wounds closed. “This one
the vampire coldly continued. 1
vening.”

rerror

bleeding man and began m
must be kept intact for a time
shall punish you tomerrow

Vykos shook s head, ignaring the now-piteous whimpering of
the ghoul in the comer. Finally, its hands stopped moving. “There,
it croomed to the unconscious man, "1 have granted you life again
Come, let us see what you are wil "

1o make

You have an understanding of how the human body, and 10 a

lesser extent the vampiric body, works. This Ability entails knowl-
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edge of medicmes, aillments, first-aid procedures,

mosis or
of disease. Medicine is of great use to those Kindred with
an INTErest in re famaging or reworking the human body.
aken a CPR course.

College: Premed or paramedic

Masters: Gt

treatmes

. Student: You'v

eral practitioner

Doctorate: You can per
Scha
comm

m transplants.

lar: You are respected by the world's medical

ity as a modern-day Aesculapius.
ed by: Med Students, Doctars, |
Paramedics, Tzimisce

2 Organ Transplants, Emergency
hologs

Possess

ifeguards, Parents,

Speci ¢, Poison

Trearments, P + Pharmaceuticals

Occurt

Of the mad ones, the wild ones, 1 say first, drink not of their

" Beckett opened his eves and sat up seraighter i his chair
That's the first part of that passage in The Book of Nod, and [ can

cite plenty of Kindred since then who've voiced maore or less the same

sentiment. The fae, if that's what you want to call them, are probably

Iy very dangerous.” He froumed. “1 hope you know

wit've doing, Anatole.”
The Malkavian only smiled.
You are knowledg:
curses, magic, folklore and pa
mast other Knowledges, Occult does nat imply a command of
hard, factual information; much of what you know may well be
rumor, myth, speculation or hearsay, However, the secets ta be
learned n this field are worth centuries of siftir
fact. High levels of Occult imply a deep unde
vampire lo

able in occult areas such as mysticism,

ticularly vampire lore. Unlike

egend from
anding of
pects of the

sod grounding inother z

occults at the very least, you can discern what is patencly false.
. Student: You've puged through the New Age sec-
tion of a Waldenbooks.
. : There seems o be some unsettling truth to
of the rumors you've heard,
e 1s: You've heard a lot and actually seen a little
for yourself

te: You can recognize blatantly false sources

and make educated guesses abour rhe rest

Scholar: You know most of the basic truths about
the hidden world
sed by: Occulrists, The Superstitious, New Agers,

Tremere
Specialties: Kindred Lore, Rituals, Infernalism, Witches
Poriies
Hesha's skin shone ke mahogany m
his head and spoke into the receiver.

e candlelight as he shook
1 think you overestimate
th in this situation. The recent embarrassment she
suffered from her childe’s actions has called the harpies' artention to
her, and she dare not risk further ther, her soldiers
what few she has defense of Lighton
Ferry. No. She won't make a me
Henodde

have my ny

Bianca's stres

ss of

atus.

are lavgely occupied in

and asmall li

ight came into his eye

e i

e if there’s anything else w

reqieire

Youare familiar with the |
the people in charge and how they gor there. This

litics of the moment, including

nowledge
can aid you in dealing with or influencing mortal politicians, or
even offer some insight into the local Cainite power structure.

o Student: Activist
.- College: Political science major
sss  Masters: Campaign manager or talk-radio host

Doctorate: Senator
Schols
United Srares.
Possessed by:
all sorts
Sp:

Camarilla

Se

You could choose the next President of the

Activists, Poliricians, Lawyers, vampires of

iy, State, Federal, Bribery, Dogma, Radical,

NCE
“Dauglas, look her
d away from the microsc

The young ghoul’s eyes shone as she

“The c

considerable, but there are some signs of repair

wlatory damage s

cloteing, even cell
regeneration as wswal.”

Dr. Netchurch stared through the microscope lenses for a full
minuie before veplying. “Yes. You're right, the deceased most
definitely made a conscious attempt to vepair the hemotoxin’s damage
—butr wail.” His smile was tavt and withow humor . “ltseems
I've succeeded beautifilly.”

You have
physical sciences, such as chemistry, biology, physics and
ogy. This Knowledge can be pur o all forms of pracical use

at least a basic understanding of most of the

. Student: You know most of the high-school basics.
. College: You're familiar with the major theories.
see Masters: You could teach high-school science.

e Doctor

e: You're fully capable of ad
knowledge in your field.

ancing rthe

*+  Scholar: Your Nobel Prize is waiting for you
Possessed by: Scientists, Students, Rescarchers, Teachers,
Engineers, Technicians, Pilots

pecialties: Chemistry, Biol
tronomy

BACKGROUNDS

These Traits describe advantages of birth (or rebirth), cir-
cumstance and opportunity: ¢ | possessions, social networks
and the like. Backgrounds are external, not internal, Traits, and

you shoul

wy, Physics,

it

ate

Iways rationalize how you came to possess them, as
i
allies support you? Where did you me

well as wha y represent. Who are your contacts? Why do your

iners’ How

T your ref

ar dots in

exacrly do you make enough money to justify your
Resources? Ifyou've putenough detail intoyourch
selecting appropriate Backgrounds should be casy

terconcept,

Although ir’s uncommon to make rolls involving Back
ground Traits, your Storyteller might have y
can obtain information,

5o tosee ifyou
vors. Far example, you mighe
have toroll Wits + Resources tokeep your stack options healthy,
or Manipulation + Contacts to wh

ods or fa

that extra favor from
your smu
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ALLIFS

“Damn.” The middle-aged man set down his fork and d Ld
athis lips with his napkin Fh dnoidea that the Nash girl was r
to you. And your family wants it kepe pretey hushed up?™ He stfl
abelch, then sipped at his wine. “Well, | dunno if I can get away
without printing updares, bur. "

His companion, who hadn't touched a bite of her linguine
raised a hand to cut him off.

ise, theve's no need 1o endanger
sour psiton. ' motasking s o demy herdisappearance, o cven
toignare it — simply run your case updar
f the paper.” Her half-smile v
grief. “Keeping the affair less

s conspicuous ared

of struggling with
mily's sake "

Allies are humans who support and help you — family,

friends oreve yousome loyalty,
axing or c

they are not always available to offer assistance; they ha

I organization that owe
Though allies aid you willingly, without c

reion,
their
much inthe name of friendship.
However, they might have some useful Background Traits of
their own, and might provide you with indirect access o their
cont

ownconcemsand can doonly s

ts, influence or resources

Allies are typically persons of influence
home city. They can be of almost any sort, pending your
Storyteller’s p ; you may have friends in the precinct
morgue, or perhaps even the mayor's ear, dependin
many dots you spend on this Trait. Your allies are
rrustworthy (although they probably don't know thar vou're a
vampire, or even that vampires exist). However, nothing
for fre

nd power in your

comes

if you w

1 up drawing favors from your friend in the
Cosa Nostra, he'll probably ask you to do him a favar in kind in
the future. This often leads to the beginning of a story...

. One ally of moderate influence and power

. Two allies, both of moderate power

. Three allies, one of whom is quite influential
eees  Fourallies, one of whom is very influential

seees Fiveallies, one of whom is extremely influential

CoNTACTS

“Hey, my friend. Nooffense meant, okay?" The dreadlocked man
spread his hands wide. *Can’t blame me for being a little curions. You
Just picked wp two crates of some very sweet AK action, and pay so
generonsly for the Dragonsbreath ammo that | know you ain't about to
vesell it to someone else. No wiay would some sucker pay so mch that
you'd tiem a profic on this suiff.” He tapped a finger under his nose
speculatively. 1 never hear tell s kind of dirty, brather
What, are you just uny day?
placed the automatic
r ey things [ don't intend

f you domg d
wing things away for a

Kincaid's smile was electric as he gent
nifle back in the crate atall. Ine

You know people all over the city. When you start making
phone calls around your network, the amount of infc
you can dig up is almosr terrifying. Contacts are las

ation

ly people
whomyoucan bribe,

wnipulate orcoerce into offering mforma-
tion, but youalso have a few major contacts — fri
=

Is whom you

can rely on to giv curate information m their fields of

expertise. Youshould describe each major contact in some detail

before the game b

ns.

In addirion to your major contacts, y
s manor con

Iso have a number
sspread throughout the cit

your may

reontact
might be in the district artorney’s office, while your minor
ntacts migl is, DMV clerks, club bouncers or

even hot-dk uneednot detail these various "passing

¢ include bear ¢

svendors.
acquaintances” before play; instead, to successfully get in touch
with a minor contact, you should roll your Contacts rating
(difficulry 7). You can rez

hone minor contact for each success;

of course, you still have to coerce them into telling you whar vou
lwoh

. One ma;

¥ contact

jor contacts

jor contacts

Four major contacts

#++ss Five major contacts

Fame

“Jesus, I'm sorvy if 'm getting in your face, but | juse had to
well, Jesus! What a show!” The
teenager's grin splic her face almost in half. “1 mean, 1 drove all the
¢ from Alabama o see sou play, and | just wanted o say it
orth i Really, mant”

Karl feigned sipping from his beer, the better 10 kee
buarsting out laughing ? That's really great of you. " He
around, then leaned forward with a conspiratorial air. *T
le bash back at my place aft
¢ vedhead

er here and say

from
oked

the show. Why don't you get dire
in the bustier over there — and drop by,

ctions from Renee

You enjoy widespread recognition in mortal society, per-

haps as an entertainer, writer or athlete. People may enjoy just
beingse

nwithyou. Thisgives youall manner of privileges when

moving in mortal society, but can also attract an unwanted
amount of arrention now that you're no longer alive. The
greatest weapon fame has to offer is the ahility to sway public
opinion — as modern medi

This Backg

certainly enjoy the privileges of your prestige

constantly proves

nd is obviously a mixed blessing. You can

getting the best
scats, being invited to events you'd atherwise miss, getting ap-

pointments withthe clite— bur you're alsaoften recognized when
you'd rather not be. Howeve

your enemies can't just make you

disappear without causing an undue stir, and you find it much
casier to hun in popular

difficulties of hunting

cas as people flock to you (reduce the
lls by one for cach dot in Fame). Addition
ally, your Storyteller might permit you to reduce difficulties of
Social rolls against particularly starstruck or impressionable people.

ar

. You're known to a select subculture of the city —
local clubgoers or the Park Avenue set, for instance

.. A majority of the populace recognizes your fac
you're a local celebrity such as a news anchor
ees  You have statewide renown; perhaps you're a state

senator or minor star of local interest
eess  Narionally famous; everybody knows somethir
about you

eesss You're an internationally famous media icon.

ee: THe Masquerape
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high Expression can phrase their opinions or beliefs in a manner
that cannor be ignored (even if their opinions are misinformed
it also be ralented actors, skilled ar

motion with every gesture. Addi-
sents your ability for poetry, creative
writing or ulhu literary art forms

. Novice: Your talent has matured past crude poetry
on notehook paper.

s+ Practiced: You could lead a college debate tcam

ses  Competent: You could be a successful writer

Expert: Your work s Pulitzer material

* Master: A visionary such as yourself comes along
only once in every generation.
Possessed by: Actors, Writers, Poets,
ists, Instructors, Rabble-Rousers

ticians, Journal-

Specialties: Acting, Poetry, Fiction, Imprompru, Conversation

INTIMIDATION
Lucita audibly drew a breath, and something seemed to gather
arovend her. Samething... palpable. Her gaze settled on ane of the black-
clad bodygmaards, then the other, but lingered for no more than a second an
each. Bothmen grew very pale; ane pried weakdy moving his hand toward
his shaudder holster, but stopped almast instantly at the sound of her voice
“1 said this conversation was private. Leave, Now."

Intimic
physical v

i takes many forms, from outright threats and
lence to mere force of persanality. You know the
1, and can be very. . persuasive:

right method for each oc

wice: Crude age bully

ed: Mugger

Comperent: Drill sergeant

Expert: Your air of authority cows casual passershy
weeee Master: You can frighten off vicious animals.

Possessed by: Bullies, Executives, Military Officers, Thugs,
Bouncers, Gangsters, Sabbat
Veiled Threats, Pulling Rank, Physical Coer-

Specialtie
cion, Blackmail

L eAnERSHID
Kincaid stumped across the makeshift stage and shook ane fist above
his head. “Are you going to go

» ane knee and offer your neck to your
butcher, just becavse he says Father Knows Best? Are vou going to pour
your heart's fire betwen the decayed lips of the ancients?" Enthusiastic,
powerful cries of shook the stage, but Kincaid went on as if he
couldn'thear them. “Who wall inherit this world, this night, this future?
Those who have already seen a millennim or two — or those who can
do somethi th their immamality? ARE YOU WILLING TO
FIGHT FOR YOUR FREEDOM?"

The answer

orus of bone-rauling shouts. Kincaid
ds into the crowd, but his

screamed more fiery rt was cold as

ice, excepe for a growing flame of gloating satisfaction — and
anticipation
You s mple o others and can inspire them ro do

what you wi dership has less to do with manipulating

people’s s with presenting yourself as the sort

of person they want o follow. This Talent is usually paired with

Charisma rather than Manipulation.

- Novice: Captain of your Lirtle League ream

Practiced: Student body president

Competent: An effective CEO

*  Expert: Presidential material

seeee Master: You could be the lord and master of a nation.
Possessed by: Politicians, Princes, Managers, Executives,

Military Officers, Police

Speci
Military,

: Oratory, Compelling, Friendly, Open, Noble,
ommands

STREFTWISE
In full dalight, the spray

glare. In d

aint would have had a distinedly neon
} reetlight's periphery, it was dull and
heavy. Nonetheless, the young man in gang colors was studying it
intently. “Yeah, Lknow that tag, " he fimally said. He shaok his head
“That's a badass marker. The Green Nails. Viemamese. The kind
1g you never hear about on the damn cop shows, but the ones
nohody in their right mind fucks with.”

The older man, his impeccable suit very out of place in the
alleyway, merely noddéd. *Yes, precisely. And very, very suitable
for our purposes.”

The streets can provide a lot of information or maney to
those who know the language. Streetwise allows you to blend in
¢ with the local scene, pick up gossip, understand
en dabble in criminal doings.

. Novice: You know who sells drugs.
*e  Practiced: You're accorded respect on the street.
see  Competent: You could head your own gang

sess  Expert:
neighborhoods.

You have little to fear in even the worst

* Master: If you t vt heard i, it hasn't been said

[‘msu“d by:

Criminals, Homeless Peaple, Reporters,

i encing, lllegal Drugs, lllegal Weapons, Ru-
mors, Gangs, l:xk\wl\mn Local Slang

Su BTERFUGE
mean — | can't promise anythi
respect for you to give you the usual BS. Who can tell wha the fi
holds" David looked up, met Linda’s icross the qu
it 15 diffevent when I'm with you. To be hones|
almost cracked with em “Idom't know if |
love, really, bus this feels like it could, well,,.."

Waordlessty, Linda slid across the couch, took David's hand in
hers, and pressed her forehead to his shoidder

Ah, the kine are

and 1 have too much

n more unchanging than we, despite
their vaunted “progress.” David — Dar-Inku in another time —
recalled other, similarly meaningless phrases, spoken in Greek, in
Ara and Chaldean, in the haths of Rome and among the p
of ruined Ninevch. A true master of the Jyhad, he mused, needs no
d-tricks to ¢

15

guile a vessel.

Youknow how ro conceal your own motives and project whar
you like. Furthermore, you can roat out ather people’s morives,
st them. This Talent defines your
mastery of Subter
fuge can make you the ultimate seducer, or a brilliant spy.

then use those motive:
talent for intri

secrets and double-dealr

Vawene: Tre Masouerant
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UENCE

Jon't think this story won't

i | disappear, either,” The
Pudgy, sweating reporter did his best to lnok smug, but fear shone in
his eyes nonctheless. “You can't just kill peaple and expect the
American justice system to sit on its ass, buddy."”

Hesha chuckled over steepled fingers. “1 believe you overestimate
your fellow montals’ integriey, Mr. Lawrent. Calls have already heen
made.” He shook his head, an expression of grave sorow in place on his
features. “I'm afraid yor autopsy will reveal a sudden bu fatal heart
attack — how tagic.” Serpentine shadows began uncoiling from the
cammers of the room, and a low hissing began cche
We are nothing if not thorough. Wouldn't you ag

ng in the chamber.

You have pull

he mortal community, whether through
wealth, prestige, political office, bl

nipulation. Kindredwith high Inl
even control, the political and social proces
Influcnce represents the sum of your poli

il or supernatural ma-

nce cansway, and inrare cases

society.

Al power in y
nd bureauc

icularly among the police

uire you to use Influence in pl
tly when attempting o sway minor bureau

lways e;

ier toinstiture sweeping changes
a worldwide scale (e.g, having an “aban-
building demolished is relatively easy, while starting a
war is a bit more difficult).

. Maoderately nfluent

afactor in city politics
es Well-connected: a force in state politics

oad persanal power;

Position of
i
Vastl

nee; a factor in regional politics

force in national politics

seene influential; a factor in global politics

MENTOR

Ramaon bounded through the we
fours in his haste. “Tibue
“Tibur!™ His nails
the evening air

I

His voice was v

dropping at times o all
sed, butny
ed the soil, sending tiny shower
“Please, sire, I need your help! Tibur, ar
At last he was answered by a voice that seemed to swell up out
of the canth, avoice with the growl of a bear and the age of wo stone
“Lam here, Ramon. What would you know? Speak quickly, for | am
hungry and would hune.”
This Trat represents an elder — or possibly even more than
who looks

yetashout.

one
while.

for you, offering guidance or aid once ina

mentor may be powerful, but his power need not be
direct. Depending on the number of dots i this Background,
your mentor might be nothing more than a vampire with a
remarkable information network, or might be a centuri
crearure with tremendous influence and supernatural power. He
may offer advice, speak o the prince (or archbishop) on
behalf, steer orh
walking into sit

r elders clear of you or warn you when you're

ons you don't understand.

Most often your mentor is your sire, b
Cainite with a

t could well be any
r well-being

passing interest in
Mentor rating could even represent a
vamy

A high

es, such as the elders of the city's Tremere chantry.
Bear in mind thar this Trait isnt

your mentor won't arrive like the cavalry whenever you're endan-
gered. What's more, she might occ:

ionally expect someth

Fenurn for hy

patronage (which
stories). A mentor typically cemainss

tion or advice out of camaraderie, but will abandon you without a

thought if you prove an unworthy or roublesome “apprentice.

. Mentor is an ancilla of little influence

. ecred; an elder, for instance

wes ror is heavily influential, such as a member of
the primogen.

seee  Mentor has a great deal of power over the city: a

princ

or archbishap, for example

Mentor is extraordinarily powerful, perhaps even a
justicar or Inconnu

Rresources

Kincaid smiled as he wned the key, enjoying the shudder of the
Porsche's engine as it tumned over flawlessly. Tt suited the others 10
take whatever they needed and discard it once they were dane. Not
him. In a half-remembered, long-gone life he'd chirsted for all the
trappings of wealth, and it amused him no end to regularly shuck hus
“champion of the Sabbat” dutics and dabble in the wpper-class circles
for all they were warth. Certainly, he couldn’t enjoy the food and
dvink, and the savor of a beawtifid woman had changed entirely
buat hexury is hexury., even to the unliving

Besides, he mused to him

If as he voared out of the garage and
into the night street, a car like this makes hunting so much easier.

This Tra
ich. A high Resources rating doesn’
your liquid assets

describes your personal financial resources

\ OF your
access to

necessarily reflect

this Background describes your standard of “liv

ine,” your possessions and your buying power. No dors in Resources
is just that: Your have no permanent haven and nc
afew clothes and passibly a weapon or pocketful of coins,

possessions save

allowance each month based on your
| exactly where this money comes from,
I, your fortune may

dividends. After

i BV TR S O e chsnib I Bspeniding or T
well you maintain it. You can also sell your less liquid resources
but this can
depending on what exactly you're trying tosell. Art buyersdon't
Just pop out of the woodwork, after all

if you need the cash, b cks or even months,

© W

. and mayt

would

a small

a
about

Small savings: apartment
motoreycle. If liquidated, you
$1,000 in cash.
L1 Middle class:
liquidated, you would have ar leasr $8,000 in cash.
Allowance of $1200 a month,

have

Allowance of $500 & month,

an apartment or condaminium. If

e Large savings: a homeowner or someone with some
equity. If liquidared, you would have ar least $50,000
in cash. Allowance of $3000 a month.

s a member of the upper class. You own a

Well-off:
I

house, or perhaps a dilapidated mansion
ated, you would have at least $500,000 in
000 a month.

a multimillionaire. Yo

haven 15

I-Mhulwwl\ affluent:
limited by little save your imagination. If houidated, you

would have ar least $5,000000 in cash. Allowance of
$30,000 a month.
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ReTAINERS

Vikos clutched the edge of its fluttering cloak with one long-
fingered hand, drawing it closer around itself. I strode quickly from
the study, and the misshapen creatures in the hallway scurried
quickly to its side as it walked. “No," Vykos hissed, glaring at the
hideously resculptured monsters. "No, na, no. | require nene of

you. Where is

“I am heve, lovd.” The voice was pure v
woman's face and form put it 1o shame. She slid from the shadowsy
archof anantechamber, dropping to ane perfect knee and hogingher
angelic head before her domitor. “What, or an whom; ‘world you.
have me perform this evening?”

nya? Bring me Anya

and et the

Not precisely allies or contacts, your resainets are servants,
our loyal and steadfast
companions. Many vampires' servants aré ghéuls (pL275) —
theirsupematural powersand blood hor£nffced loyalty make
intsof choice. Re wlso be people whom
tedly Dominated until they have nofree will left, or
enthralled with your Presenee that their loyalty
yme varpites, particulagly those
haunds™ (ghouled

assistants or other people who are

them the se

xiners m

you've ref
followers st
borders on blind fanaticism. §
with the Animalism Discipline, us
dogs) or other animal ghouls as retainers.

Y insome control over yourtetainess,whether
through a salary, ift of your vitae or thene of Pisciplines.
Re e never “blindly loyal no matter whar” -~ ifigodtreat
them too poorly without exercising strict control, they might
well turn

U must
ey, th

nnersa

n you.

Retainers may be useful, bur they should never be flawless:
A physically powerful ghoul mightberebellions, inconveniently
dull-witted or lacking in practical skills. A loyal manservant
might be physically we:
This Background isn't an excuse to craft an unstop-
patble bodyguard or pet
fully developed characters into the chronicle, as well as toreflect
the Renfieldesque followers for which the
Don't abuse it

K or possess no real persanal iniriative ar

creativity

ssassin — it's a method (o bring more

Cindredarenotorious.

. One retainer
Lid Two retainers

Three retainers

Four retainers

® Five retainers

StaTUSs
Silence greeted the newcomer as she entered the chamber. The
movement, apart from hers, was the flutter of thin cloth blown
by the ventilation currents — cloth that ouclined, shroudlike, the lears
forms of the vampires whao stood motionless in the gloom, Only therr
eves moved, and even then just 10 follow the newcomer as she strode
to stand, fists on hips, before the master of the manse. At last, it was
the prince who spoke.

Lucita.”

She bowed her head only a millimete
midnight lock fall acvoss her face. Her smile was that of a shark

, enough 1o let ome

circling its prey. I see my ve

utation precedes
You have something of a reputation and standing {earmed
or unearned) within the local community of Kindred. Starus

among Camarilla society is often derived from your sire's status
mong the $

and the respect due your particular bloodline:

status is more likely to stem from the reputation of your pack

Elders are known for having little respect for their juniors; this
Background can mitigate that somewhar
High st

U society (2

us among the Camarilla does not transfer to
1 will most likely w

ke you a not
and vice versa. Similarly, a
zero S

Sabk
tan
can be considered to hav tus, unless they have
somehow garnered so much power and attention that they
must be taken seriously. You may have oceasion to roll your
Social Trait; this reflects the

rious

get for your sect’s rivals) archs

Sratus in_conjunction with
posite.effects of your presti
Notes Caitiff cl
characterceeation. Caitiffare the lowest of the low, and any respect
they achieve must be camed during the course of the chronicle

not purchase Status during

clers ma

. Known:
Respegted: an ancilla
Influentiak: an elder

Powerfu
es. Laminan: a prince (or archbishop)

VIRTUES

The Virtue Traits define a charac
a-chara

neonate

member of the primogen (or bishop)

*s outlook on unlife

er's erhical code and describe his

= they shape
commitaient o his chosen morality. Virtues exist to help
pive a character a-sensa of being, not o force players to
portray their characters in a given way. However, Kindred
and sometimes an sict or situation

re

afe passionate crez
may force a character to consider exactly how she should
react 1o a given stimulus. Virtues come into play when a
character faces an impending fr
cally questionable (accordiny
nfronts something that ternfies or disturbs her

. does something ethi

to the character's morality),

or ¢

A vampire's Virtues are determined by his Path, the

particular code of ethics he follows. Most Camarilla Kindred

maintain their mortal values and follow the Path of Human-

d to simply as “Humanity”), but other vampires

ity (referre
fren subscribe to radically different philosophies. These
alternate Virrues and Paths are detailed in the Appendix,
while Humanity is covered helow.

CONSCIENCE
P

conduct with relation towhat is“right” and "wrong.” A character's
e with Conscienc

mscience is a Trait that allows characters to evaluate their

stems from her attiude and

moral jue
Gutlook. Conscience is w
to the Beast, by defining the Bea

Conscience factors into the difficulty of many
committing a transgression. Additionally, C
mines whether ornot a character loses Humanity by committi

prevents a vampire from succumbi

st's urges as unacceprab

s to avoid

nscience deter-

1l code (see "Degeneration,

acts that do nor uphald her
2 cterwith a high Conscience score feels remorse for

21). Ach:
transgressions, while a character with a lower Conscience may

be a bit more callous or ethically lax
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vampires replace the Conscience Virrue with the

Conviction (p. 287); unless your Storyteller rells you

¢ tordo this, assume Conscience is used.

. Uncaring
. Normal
oo Ethical
wees

eeees Remorselul

Ser E-CoNTROL

Self-Control defines a character’s discipline and mastery
over the Beast. Characters with high Self-Control rarely suc
1onal urges, and are thus able 1

‘. restrain their

hily than characters with low Self-Contrc

cumb o ¢
darker sides more

Self-Control comes into play when a characrer faces her
Self-

Beast in the form of frenzy (p. 228) “ontrol allows the

character to resist the frenzy. Note: A character may never roll

maore dice to resist or control a frenzy than she has blood pool
ir'sh

rd todeny the Beast when one’s mind clouds with hunger

As with Conscience, Self-Control can be replaced, in this
case by the Vire of Instinct {p. 287). Ay

specifically says its all right to do s0, assume Self-Control i used.

an, unless the Sroryreller

ey Temperate
++++  Hardened

ssses Total sclf

astery
Counrac

All charac
they follow. Con
in the face of fear or daunting adversity. It is bravery, mettle and

s have a Courage Trair, regardless of the Path

s the quality thar allows characters o stand

stoicismcombined. A character with high Courage meets her fears
head-on, while a character of lesser Courage may flee in terror.
Kindred use the Courage Virtue when faced with circum.

rue Faith. See

stances they endemically dread: fire, sunlight,

the section on Rotschreck (p. 229) for mect

anical systems

dealing with character fear

s Timid

Ll Normal

see Bold
Resolute

Heroic

HumAaNITY

The Trait of Humanity is integral to the underlying theme
mpire: The Masquerade. It is & moral code that allows
| to retain their mortal sensibilities in the face of their

of 'V,
Kindr

transformation into parasitic monsters, In essence, it is what

keeps a vampire from becoming a mindless animal, enslaved by
her thirst for vits

nascaleof |
to 10, as it is more complex than a 1-to-5 quantification allows
for, Also, just because a Kindred follows the Path of Humanity
doesn’t mean she is a frendly, congenial saint. Vampires are

Humarty, unlike most other Trairs, is rated

predators by nature, and Humanuty only gifts them wirh the

ability to pretend they're not. It is an inward charade thar

protects a vampire from herself, much as the Masquerade pro-
tects vampires from the mortals outside.

Unfortun,

ely, the very nature of existence as a vampire is
anarhema ro one’s Humanity. As the centuries wear on, the
Beast takes hold, and Kindred become less and less concerned
with the well-be
t

after all, they'll die even-
ly, anyway). As such, characrers are likely to lose Humanity
rse of the game

g of mortal “kine” (

over the ¢

Mortalsalsotypically follow the Path of Humanity, though this

s largely out of imorance: They don't know they ¢

i be anything

else. Assuch, this mechanical system for morality rarely comes into
play for them. Certainly, some mortals — rapists, murderees and the
like — have low Humanity scores, but they have no Beasts roiling
within them, as do the Kindred. It is passible for a vampire with a
high Hum:

ity score o be more human than some mortals are!

X Monstrous
. Horrific
il Bestial

Cold

Unfeeling

Distant

Removed
N

Caring

wmal

Compassionate

Saintly

FECTSOF HumantTy
A Kindre

cter's mortal nature remain;

Humanity score reflects how much of 2

ne. [t

lespire the curse of C.
influences how well ack

wcter may deny her vampiric state, as
y po

* Vampiressleepunnaturally deeplyand are loath torise even
if presented with danger. Vampires with higher Humanity rise

well as how closely she s for mortal.

earlier in the evening than vampires with lower Humanity scores.

Also, if a Kindred isforced toact during the day, the maximum dice
pool he may employ for any action equals his Humanity score.

* Humaniry also affects a character's Virtues. Whenevera

y not roll me
as dots in Humanity

certain Virtue is called into question, a player
for a Virtue than her character
Obviously, as the character sinks ever more deeply intothe arms
of damnation, questions of morality and self- preserv

tion mean

less and less. As Humanity depletes, the characrer creeps slowly
toward the night when she loses all self-control

* The length of time a Kindred spends in torpor (p. 216)
relates directly to his Humanity score. A vampire with low
Humanity remains in torpor for a longer time than a vampire

with a higher Humanity score
* Hul

and how easily she may pas for human among the populace

ity determines how, well, human a character appears

Vampires with low Humanity acquire unnatural and disturbing
features like sunken eyes, perpetual snarls and bestial countenances.
* If a character’s Humanity score ever drops to zero (what

kind ¢

me are you playing?), that persona is no longer sui
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Humanity 7

M

Vampires' behavior, even unde




blood to survive, and she does what needs o be done 1o get it
Though she won't necessarily go out of her way to destroy

property or end a victim’s life, she accepts that sometimes that's

what fate has in store for some folks, Not automatically horrid,
Kindred at this stage of Humanity are certainly at keast mildly
nt to be around. Their laissez-faire attitudes toward

unple
others” rights offend many more moral individuals, and some

ninor physical eeriness or malformation may show up at this

stage
Humanity 4

Hey, some people gonta die.

The vampire begins an inevi-

slide

e
indulgence. A Human-
ity of 4 indicates that
killing is acceptable to

into u;

this Kindred, o long
his victim is deserving

(which is, of course,

ite
subjective). Many vampire el
ders hover around this level of

Humanity, if they haven't adopted

some other moral code. Destruction,
theft, injury — these are all rools,
rather than taboos, fora vampire with

Humanity 4. Also, the vampire's own

selfand agenda become paramount at
this point, and devil ke whoever
gets in the way. Physical changes be-
lentat thisstage; while
the

me quiteey

not hideous in the sense of
Nosf

pire acquires a

1Gangrel, the vam-

tuorce

pallid, corpselike and

noticeably unwholesome aspect

Humanity 3-2

The lives and property of others
nt to a Kindred this far
ampire likely indulges
twisted pl nd aberrant whims,
whichmayincludeany mannerofatroc-
ity Perversion, callousmurder, mutilation
of victims and wickedness for its own sake
are the hallmarks of a Kindred with very low Humaniry. Few
vampites maintain scores this low long — their
damnation is all but certain at this point. Vampires at this stage may
be physically mistaken for human, but don't bet on it

Hum,

Onlv nominally sent

are imeley

The

gone.

wsure:

and lower for v

ity 1

Kindred with Humanity | teeter
mattersat all to vampires this far

on the edge of ablivion. Lite]
gone, even their own desires outside of sustenance and rest.
There is literally nothing a vampi
and only a few tartered shreds of ego stand herween him and
mplete devolution. Many whe

fum

e with b nity 1 won't do,

tain this stage find them.

selves no longer capable of coherent speech, and spend their

pattered havens

nights gilsbering blasphemy among their gore:

Humaniry 0

Must sleep. Musr feed. Must kill. Players may not run
characters with Humanity 0. Vampires at this stage are com-
pletely lost to the Beast

WILL pOWER

Willpower measures a character's inner drive and competence

A ming unfavorable odds. Unlike
,

¢ Traits, Willpower has both
~ r
2

at overc

othe

apermanent“rating”mdatem
" The rating is

-

porary

rolled or tested, while the poal is
“spent.” When a player
spends o
character's Willpower, she
shoukd cross off the point
Willpower pool
(the squares), not the
Willpower rating (the
Th

point of a

from tf

circles)

ating stays
constant — if a ch
needs to roll Willpower

cter

for some reason, she bases
the roll on the permanent
raring. The pool is used up
during the story

A characrer's Will
power pool will likely
fluctuate a great deal during
storvorchronicle

the courseof
It decreases by one point every time
L nable

aplayerusesa
his character 10 do somethiny

pow
extraordi

nary, like maintain self-control or
Eventually, the cha
el will no long

AUTOMATIC Success

will have no Willpower left

able 10 exent the effort he once could. A character

withno Willpawer pool is exhausted mentally, physi

nd spiritually, and will have grear difficulty doing

he can nolonger muster the mertle toundert:

cally

anything

actionorcause. Willpower pointscan be regained during the course

players are advised to be careful and

of a story (see below), thou
frugal with their characters” Willpow

Like Humanity, the Willpower T
scale rather thana 1

T ook,

it is measured ona 1-10

Unassertive
Diffident
Certain
Confident

Determined

Conrtrolle

Iron-willed

Unshakable
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O1nen Patis
Not all vampires follow the principles of the Pach of
Humarnity. Many Kindred outside the Camaril
larly the vampires of the Sabk

particu-

see no need to continue to

subscribe to moral codes akin to Humanity. These vampires
do, however, have different ethical systems in place, as

complete amorality is

v open door for the Beast.

The “default”
anity, as con

morality for Vampire characters is Hu-
and the Beast are such major themes of
best that beginning players characters
adhering to this Path. Players may, however, choose different

the game. It is

Paths should they so wish ar the Storyteller's discretion)
Adeet all, it just doesn’t make sense 10 play a malicious
Trimisce torturer who can't hurt people without suffering
cripplir

angs of conscience.
If a player chooses a vampire clan that has a different
ook from thar of Humanity, he should select the
Path that makes the mast sense for the character. Other-
wise, th

moral ¢

r should circle Humaniry on the character

play
sheet and continy

the character-creation process.

For more mformation on the following Paths, see the
Appendix.

* Path of Blood
Assamites, the Path of Blood governs revenge, diablerie
and bringing oneself closer to the Fist Vampire.

* Path of the Bones — This code governs the study of
death and its relation to the vampiric state. The Giovanni
are its most ardent supporters

Followed almast exclusively by

« Path of Metamarphosis — This uniquely Timisce

Path operates on the principle thar, as vampiri
beyond humanity, something lies beyond vampirism

o Path of Night — The Path of Night apens the

‘s soul to etemal darkness. It is predominantly

cticed by

* Path of Paradox -

Path of Para

m lies

vampir

It asombra

The Ravnos code of ethics, the
x centers upon changing reality for the
betterment of oneself.

« Path of Typhon
Path's way. It is supported by the Followers of Set

Corruption and sin pave this

SpPENDING WILL pOWER
Willpower is one of the most activ
Vampire: The Masquerade. Because there are so many ways to
expend, regain and use Willpower, it fluctu
ather Teait (besides blood pool) in the game, Willpower i
versatile Tr

ind important Traitsin

es more than any

avery

so make sure you understand how 1o use it

* A player m:
points toygain an au
point of Willpower may be used in a single turn in this manner,

spend one of her character’s Willpower

maric success on a single action, Only one

but the success is guaranteed and may not be canceled, even by
botches. By using Willpower in this way, it is possible to succeed

at a given action simply by concentrating, For extended rolls,

these extra successes may make the critical difference between

accomplishim

Note:
point be

must declare that you are spending a Willpower

I roll for a character's act

wre you make an ac

sy
ancel abotch by spendinga Willpower point
Also, the Storyteller may declare that
not he spent on a given

can'tretroactively
at the last miny

Willpower point ma

tion.

¢ Sometimes, the Storyteller may rule rhar a character

automatically takes some action hased on instinct or urge — for
example, stepping back from a chasm or leaping away from a
patch of sunlight filtering through a window. The Storyteller
may allow a player o spend a Willpower point and avoid akir
this reactive maneuver. It should be noted ths

the instinct may

fetum

t the Storyteller's discretion: a player may need to spend
multiple

Willpower points over the course of a few turns to stay

ontask. Sometimes the urge may be overcome by the force of the

characrer’s will; at other rimes, the character has no choice by
to follow his instinct (i.¢., the character runs out of Willpower

Jonger wishes to expend them)

illpower point may be spent to prevent a derange-

ment frc
Eventually, if enough Willpower points are spent {asd
by the Storyteller).

v manifesting, with the Storyreller's permission.

termined
and
climinated, as enough denial of the derangement remedies the
aberration. Malkavians may never overcome their initial d
rangement, though Willpower may be spent to deny it for a shore
period of time.

the derangement may be overc

* By spending a Willpower point, wound penalties can be
ignored forone turn. Thisallowsa character tooverride painand

injury in order to

ake one last-ditch heroic (or villainous)
action. However, an incapacitated or torpid character may not

spend Willpower in this manner

REGAINING WILLPOWER

Willpower may be recovered as well as spent, The following

situations eam the character back a point or more of Willpos

though a character's Willpawer pool may never exceed her
Willpower rating. The only w acter's Will-
power rating is through experience-point expendirure.

/Ay 10 Increase a ¢

Generally, a character's Willpower pool may be replen-
ished whenever the character fulfills a goal or has an opportunity
v-- restore her self-confidence. Ultimately, specific mstances of

Willpower restoration are up to the Staryteller. For this reason,
Storytellers are advised to be prudent in allow acters (o
regain Willpower; it is a powerful and versatile Trait, and

permitting players to rely on it too much strips much of the

e from a story.

® Characters’ Willpower pools replenish fully at the end of

a given story (and that's story, not session). The Storyteller may

restrict thisby requiring that the characters achieve (or partially

hieve) a goal or otherwise boost their self-esteem. For ex-

ample, if the story ends in a stalemate for the characters, who
didn’t destroy a powerful and corrupt elder, but did manage 1o
obstruce his immediare plans, allow them to replenish their
Willpawer pools.

* (Storyteller’s Oprion) Characters regam one Willpower
point each night when they first rise. This is casy
hookkeeping, y stream of Willp

on the
rreplenish-

ment (not to mention the fact that players are already writing on

Couagren Traer: Chuagactin o Trams




he character sheet when they mark off their nightly
blood consumption). By way of example, when the players rise

that part

for the evening in a communal haven, they all replenish a
Willpower point then and there

n) Ifa characrerat

* (Storyteller'sOp inssome extrs
dinary goal or fulfills an outstanding objective, the Storyreller
may reward her with a point of Willpower pool. For example, if

acharacter ma s todetera teamof vampire-hunters from her

sire’s haven, the Storyteller may award a Willpower point to that
character

#* (Storyteller’s Oprion) If a character behaves ina manner
that fulfills her N
the character with one o three Willpower points (as stated in
the Archetype descriptions). For example, if a Rebel character
rabidly opposes a powerful elder, and that elder is larer revealed
to be a Sabbat spy, that character may be given a point of
Willpawer

Storytellers are encour

ure Archetype, the Storyteller may reward

wed to ereate their own systems or
maodify our systems tosuit their troupe’sstyle of play. Indeed, the
manner in which a Storyteller allows, or refuses o allow,
Willpower rep
the chr

shment can determine the overall mood of

nicle. A word of caution: Give Willpower rewards

judiciously, as Willpower can destroy a story if the Storyteller

lets the

Broon [Poor

A character's blood pool measures how much vitae the

it fall to abuse.

umpire has in his sys

m. The blood pool comprises a number

of individualblood points. Each blood point corresponds roughly

to one-tenth of the blood in an average adult mortal

The maxim:

number of blood points a vampire may

ingest is dictated by his generarion, as is the number of blood
points he may spend ina single rurn. A vampire with zer
pointsin hissystem is ravenously hungry and likely in the thr

hlood

of frenzy

Vampires must subtract one blood poin from their blood

vening ornot, as the
agics animating their dead bodies consume the vitae
also be spent
navariety of ways, and may be replenished only by consuming
blood

poolsevery night, whether they rise for the
unnatural

they have taken from their prey. Blood points m

Blood pool also affects Self-Control (or Instinet) rolls,
which come into play when a character's frenzy becomes immi-
nent. A player may never roll more dice for a Self-Control or
Instinct roll than the character has blood pool. For example, if
o character has only two blood poines lefr, her p ay roll
only twodice for a Self-Control roll, even if the characrer's Self-
Control score is 4. Voracious vampires just don't fight the Beast
very well

Ve 1

SpeNpING Broop Doot
Aspreviously mentioned, every vampire expends one blood
point each night when she awakens, whether or nat she acrually

xd paints in
variety of other ways. A vampire may spend only a certain
number of bload points per turn; this number

nd about. Characters may also use |

08 01

cpends on the

generation. Se

vampir the Generation Chart (ne

t page) to
determine this number.

* Avampire may spend one blood point to heal one normal
(bashing or lethal) health level of damage. Characters must be
resting and relatively inactive for this healing to rake place,
h this recovery is rapid: One blood point per turn may be
spent tohe Ith level, though vampires of lower genera-
ny health levels per turn as they can spend

thou

lone he

tions may heal as m;
blood points. See the Generation Chart for details on this.

ste thar blood expenditure is the only way that v:

can heal wounds. Just as their immaortality prevents the Kindred

mpires

g and dying naturally, so it also inhibits the recupera-
tive processes natural to a living body

* A player
Physical Attribute (Strength
the duration

y spend one blood point to increase a single
, Dexterity, Stamina) by one dot for
f the scene. The player must announce, ar the
beginning t he is doing this. A play
as many blood points on increasing Physical Atrributes as the
v yuse ina tum (based upongeneration), bur may only
freely increase these Traits up to one higher than their genera-

the trn, th

may spend

mpi

tional maximum (i.e., a 10th-generation vi

mpire may increase
6). With effort, a character may increase
aPhysical Arrribure to above even this limit, but each dot above
the limit lasts for only thre
spending blood. This enables v
I fe
quickly and withstanding blows thar would fell trees.

Example: Jerome, an | lth-generation Brujah, has a Strength
of 5. Knowing that he's about w get into a fight, he spends blood to
increase his Strength. He spends one blood point 10 raise Strength to
6 (this enhanced Strength will last for the duration of the scene)
Wanting to be even stronger, lerome begins spending b
increase his Strength to 9. Once he

Traits o a maximu

turns after the character stops

mpires to perform truly amazing

physical feats, such as throwing cars, moving preternaturally

nad, ar one
levels
Jerome may maintain his heightened Strength for three nems
befare dropping 1o 6 (though his Strength will remain at 6 for the
duration of the scene)

blood point per tum, ¢

Note: No character may increase Physical Attributes
above 10.

* Alvampire may give a number of blood points to another
Kindre
were herown. This s aften a grisly prospect, asthe "donor” must
open hisown veinand physically deliver the blood to the needy
Kindred. Of cours

thereby enabling the recipient to use the blood as if it

ifa ion in which

FAMPIre is ever in a siny

she needs blood, she's likely all out of it herself, and may frenzy
and take too much from the danor. Blood gifts should be given
with care

Ifavampire (or mortal) partakes of another Kindred's blood
three times, she becomes bound to that vampire through the
mystical propertics of Cainite vitae. This is known as the blood
bond. For more on blood bonds, see p. 218,

“Av
vitae, allowing the mortal in question to inject or ingest it. For

pire may gift a mortal or animal with a dose of hus

s0 long as the mortal retains the Kindred v

aein her system, she
is considered a ghoul (p. 275)

* Though mast vampires (with the exception of Nosferatu)
appear much as they did in life, they still display certain corpselike
tures; for example, their skin is unnanurally co

fe

Land ashen, and
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they donot breathe. By spending a varia vessel in three seconds (the

wmberof blood points,  than three blood points from «

scene: shortest a urn gets), though some Nosferatu with hideously

a vampire may will himself to appear more human f

flushing his skin, drawing breath, even becoming capable of engag- distended mouths are able o take more through sheer surface

reourse (this last, while helpful in certain typesof — an
means that the vampire may insemir

abled. Most vampires drink their victim's blood slowly, soas

feeding, in now

reamortal  tosavor the luscious fluid and draw as much pleasure as possible

or become p 1 corpse is still a corpse, after all). Pedorming—— out of tf

experience.

these actions for a scene requires an expenditure of blood points Onee the Kindred breaks her vessel’s skin with her fangs,

equal to (8 minus Humanity); thus, Kindred with Humanity scores that vessel no longer resists the vampire (if he did in the firs
of 8 or higher may accomplish these feats automarically, while place...). Indeed, the cestasy caused by the vampire's hite is
vampires with low Humanity find the process exceedingly arduous called the Kiss, and it engenders as much exquisite, subely painful

Only vampires with Humanity may use blood in this man pleasure in vampires as it does i mortals. Exceptionally strong:
ner; vampiresona Path have forsaken theirhumansidesentirely. — willed mortals (9+ Willpower) may continue to resist, but even

* Blood may be spent to fuel certain vampiric Disciplines these vessels eventually succumb o the pleasure. Some Kindred
Consult Chaprer Four to see which individual powers require  and kine even develop lusts for the Kiss and actively seek out

blood expenditure. those who will drink their blood

ote: While Kindred find the Kiss ple
resist it more readily than mortals can. Any Kindred, regardless
of Willpower, may make a Self-Control roll (difficul

surable, they may

FARNING BLoon Doot

Vampires replenish blood pool by taking it from others.

y 8) 1o

“Orhers” need not be human, thot

h a vampire who is two

nce from the kine is often ridiculed by

ueamish to take sust

Broon Poor CHant
Vessel Blood Pool

Vampire 10-

his peers — the Kindred are predators, after all, no matter how

unnatural

Drinking blood is a risky proposition, As van

vires gorge on

the virae of their victims, there is always the chance that they wolf 25
may take too much. Unhygienic vampires may communicate human 10
discase by exposing a vessel to bacteria and viruses carried in 5
other blood thar still stains their fangs. A vampire may take only i y
20 percent of a vessel's blood and leave it relatively safe. Taking 4
halfofa vessel's blood necessitates hospitalization for that vessel, Dog L
Obwiously, taking all a vessel's blood will kill it Cat 1

A vampire may take up o three blood points from a given Plasma b

vessel in a turn. The shorte forcefully the Rat

e o take m

the turn, the mor

Kindred steals the vita. It is generally impossi

Bat/Bird

GENERATION CHART

it Rating Bloed Pool M Blood Points/Turn

10 m 4
Fourth 9 50 10
Fifth 8 40 8
Sixth 7 30 6
Seventh 6 20 4
Eighth 15 3
Ninth 14 z
Tenth 13 1
Eleventh 12 1
Twelfth 11 1
Thirteenth + 10 1

M
ratings) a vampire of the given gene
Blood Pool M.
concentrate their blood — while the vohame of blood in their bodies is no greater than any other vampir
blood is worth more than one point

Blood Points/Turn

ax Trait Rating: This indicates the highest permanent Trait rating (excluding Humaniy/Path scores and Willpower

fon can have. This is especially important with regard to Disciplines and Attributes

eldery

The maximum number of blood pointsa vampire may keep in her system. Remember th

pires

s, each pint of

This indicates how many blood points a vampire can spend in a single rum
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HeattnLevers

maximum running speed).

Wounded

alk). Atthisleve

when moving and ar

cking

Crippled 5

Health Level  Dice Pool Penalty Movement Penalty

Bruised Character is only bruised a bitand suffers no dice pool penalties due to damage.
Hurt 1 Characrer is superficially hurt and suffers no movement hindrance.

Injured -1 Character suffers minor injuries and movement is mildly inhibited (halve

Character suffers significant damage and may not run (though he may still
a characrer may not move, then attac
in the same wm.

Mauled -2 Character is badly injured and may only hobble about (three yardsfturn).

ally injured and may only crawl (one wnl’:um:

i healways loses dice

P | a4

Incapacitated Character is i of

and is likely p
vampires with no  blood in cheir bodies enter torpor,

he has it). The health The Stc

nee points

with his full Stamina (+ Forcitude, i
el penalties do apply 1o damage rolls for Strength-based

attacks, but not for mechanical weapons like firearms. Ulti- Traits may be raised. Accordingly, the §

mately, this rule must be

common sense wish to put

EHPERIENCE

Dhuri

what the character ha
in which case the Storyteller can vero their actions

the course of a chronicle, characrers — much like ar all d

playersover the course of their lives — learn from theirmistakes  thus the Storyteller should not allow him to incr
is inevitable, even for the eternal undead number of dots in that Discipline. The same stands for
learn  improving Virtues: A character who ju

and grow. Char
Over yearsand centuries, vampires hone their Discipline:

(and forger) the ins and outs of cultures and langus
their skills ar Jyhad. nery

A grear deal of what characters learn is beyond the  doesr

scope of any pame system to reflect. In many cases the more

ach ch

ljudicated by the Storytellerand  oversee where experience points are spent. P
nts into areas that don’t honestly reflect

example, ifa character did not use his Dom
ng a story, he could not have improved it

pes,andrefine  dren and diablerized
asing her Humanity rating. (Note that a character
t have to use his Traits successfully to be eligible for

vreller is the final arbiter of how many expe-

racte ves, as well as which

rece

yeller should

1yers may

s learned during the story or chronicle,

te Discipline
ad

ase the

t killed three chil-
grounds for

her site has no logical

an increase; we often learn more from failure than from

mundane aspects of growing old nd, one would hope,  success, and the undead are no different.)
wiser — are reflected in the players’ increased confidence As Storyreller, try to be fair about experience-point expen-
nd perspicacity. Learning to lock your car when you leave  diture, and never take things to the point at which the player
itin a public parking place s simply common sense, not  feels he has no control over the character any longer. Ask the
really a skill that can be purchased. Emotional transforma players what they feel their characrers learned before awardin
tions are roleplayed. not bo any points, and use that as pare of the basis for giving them

Sometimes, though, characters improve themselvesinskills

experience points. These limitations are put forth to

d a level

magical or mun A system of rewands, called expericnce  of reality to the game. If the changes in the character arc
points, is used o reflect these more drastic chany Experience complerely random, the impact is lost. Weave the changes into
points reflect the Traits that a vampire hones as time passes, the course of events; make the changes reflect what has occurred
At the end of each story, the Storyteller awards experience Thar's what roleplaying is all about

pointstoeachcharacter. The players then write down how many Virtues increased by experience have no impact on the
experience points the character has earned. Between stories,  character’s Humanity or Willpower. Once the character-cre
players may spend their characters’ experience points to pur-  tion processisfinished, that'sthe endof the matter. A character
chase or increase Traits who, during a story, manages to act in spite of his fear of fire is

eligible for a Courage increase, but increasing Courage does not

Experience points can be used to improve Attributes, to

require new Abilivies or enhance ones the character already has,

to ratse existing Disciplines or purchase new ones, or to incre
Virtues, Back
ih the
example, the character makes a new friend,

unds may not be purchased through experience

points, th may be acquired through

wiresawindfall, e TRy
lerie. The costs for all of these different

or commits foul dia
iy, as shown on the following chart

chany

es vary

long as the cha

t

o Trait may be increased by m
the course of a story. Vast changes in Traits take time, and th

automatically increase Willpower

re than one point during

leplaying if, for  game should reflect thar limiration

Increasing existing Traits can be done fairly readily, so

uses or practices the Trait in question.

Learning new Traits, however, s a little more difficult. Even

Chtarres Thise: Character av Trars
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Tie kid shot me haice, lhen pissed s szui; whenlhe sawme keeep oncoming, Jhas
auice fruhe had, one of lﬁo-s.s TeC-9ethatare alllhe rage amongzlreet-level
dealerslhese days, bulithad ab-_-.'o[ulelj wo sloppluéf)ower. The 5|u.55 shwga [iHle
bitwhen iheﬂ Lil, budlhey didw't paoksuousldo brea Auﬂlhmslo‘adbmrmg. %0
lephoncomingatler I feltthe bullels éo oubmy back, becavse ityoulake a shotal
me youare 5oluglodig,5im1?[e aslhal. :

e was a sl lifle lidwho looked Puerlo Rican. e waswearing awhite T-shirt
and feans witha lale_})wei eialualomgoms leg, andhe'd ber:ulohusihz uaround i
iz hand withouHhe 5[:%&.54 allemptlo concealil. ate’ dmondhed o‘hémd waved
fhe gunaronnd, anduwlend calle i out i atlitude he laughed and pud acouple
of capsinme.

Jawmvery Mﬂ;ﬂ lo sy Tk his atfitude changed 1mm£dia|¢lﬂ, alleast{or lhe next
10 or 15 seconds. D came over his cover — a rusted-oul Chevy Impala — wlile
hewas hurninglo nuand ader hal, thaas easy. JHooleone suipe loleck Hhe dum
oulof lis hand, anolher o bury my fistinside Eljizlgul, andlisface lookonlha

“O” expression lhal2've seenonseo mauy gulsh soldiers. ate dropped Hhen, with
awehsuckingoise az my fil came oul. s coaled mequal parls blood and
whatever crap e’ dhad for luncl, andhal put me offtheideaot feedingfrom
Wimbefore he croaked. 50 shoollhe crud off wy hand andleaned inclose folus
face. e was shiveringuilhshockaleeady, as i cared.

“Liéleuup, fobred»‘o, " Dsaid. “You're dead. The gu] wound’s goin foleill you,
eveuifyoudon'tbleed fo deatle. Bud I llmake youa deal. Jusedlobe a good

Calliolic, s00'm founagive youa {ewsecondslomake some lind of confession,

heu2'mdoinlo slick my finberfuroughyourlefteye and pul yououl o your
misery. Comprende?”

Hevods, and slarts praying Jhe, J slart couulmg.



All vampires possess Disciplines, supernatural powers
ate the undead from
ual might. With
f 10 men, bend
another being to her will, or transform into an animal. Elders.

sgranted by the Embrace. These powers sep

mortals, providing vase physical and spir

Disciplines, a vampire can display the streng

who have not only

amed several Disciplines but mastered
them as well, are truly beings to be feared

o vampire know:
Some Kindred claim ¢

xactly whence Disciplines originate.

at Disciplines are gifts from Caine, ar
Lilith the Dark Mother; others believe they are simply innare
supernarural rless,

itis mastery of the Disciplines, more than any other factor, that

hilities intrinsic o the vampiric form, Re

enables a vampire to play at Jyhad and survive ro rell of it
Like other
of 1 indicates that the Discipline in question has |

awakened, while a score of 5 indicat

5. A score
ly been

aits, Disciplines are rared from 1 1

mastery of the highest

she
ot
of dots, and of course retains access to lesser powers as well

powers. As a character increases her s

e in a Discipline,

gains access to the powers listed next to the appropriate num

Certain elders are rumored 1o have Discipline levels of b

than 5, but such heings are assuredlly potent in Blood

Players

characters’ clan Disciplines, which are listed with cach clan
description in Chapter Two. Caitiff may place their three dots
on any Disciplines they like, subject to the Storyteller's discre-

also acquire her than thase

commonly taught by their clan, g

isciplines

ed they spend the praper
frechie or experience points and have access to a vampiric
her

Note: Unless stated in the description, Disciplines cost no
blaod or Willpower points to activate

ANIMAL ISM

The Beast resides withir
to powerful Kindred eld

nall creatures, from lice-ridden rats

5. The Discipline of Animalism allows
the vampire o develop a cl nnection with

wtes empathically

¢, intense
mly commun

primordial nature. He n
with the lower beasts, bue
them, directing the animals 1o do his bidd
the vampire g

ce of willupon
Additionally, as

50 projects his owr

ws in power, he can use Animalism ro control

the Beast within mortals and even other supernaturals.

atedinthe

A vampire wha lacks this Discipline or the Skill of Anin

Kenisrepellent to animals. Beast

presence of such a Kindred
artacking the vampire. In contrast, Ki

¢ from or
ed with Animalism

present a soothing aspect to lower creatures — indeed, animals

are often antracted to them
The Gangrel are especially renowned as the masters of
Animalism, although the Nosferatu, Ra
show a talent for the Discipline as well.
The Traits of Manipuls

Animalism powers. The stronger the vampire's force of per

nos and Trimisce clans

n and Charisma are key 1o

n

ality, the better able he is to influence lesser creatures.

® Ferat WHISpERS
This power is the basis fre iich all other Animalism

ates an empathic connecti

abilities grow ire cr

with a beast, therehy allowing him 1o communicate or issuc

simple commands. The Kindred locks eyes with the animal,

eransmitting his desires thre sheer force of will. Althow

isses or barks, some

ak”

» helps strengthen the ¢

isn'tnecessary toactually sy

vampires find that

ection

with the animal. Eve contact must be maintained the entire




tme: if it's broken, the Kindred must look into the beast's eyes
ONCE agaIN 1O regain contact
als that

Since Feral Wihispers requires eye contacr,

cannot see are not affected. Further, the simpler the creature, the

more difficult it becomes 1o connect with the animal’s Beast

Mammals, predatory birds and larger reptiles are relatively easy

Insects, inverrehr. v maost fish (with

tocommunicate with. 5 6

the possible exception of langer anes like sharks) are just too
simple, their Beasts too weak, 1o connect with.

animal will
wantt theanimal
will pursue any requests the vampire makes of it. Sell, it de
least make the wd the Kindred. The

Feral Whispers provides no guarantees that an

deal with the vampire, nor does it ensure t

at
reature better disposed tow

s his desires to the animal
A Kindred can probably

manner in which the vampire prese
often dey
cow smalle

nds on the type of cre:
be:

ture
sts into heeding commands, but he's better off

couching orders for large predators in terms of requests
If the
performs the command to the best of irs ability and intellect

vampire successfully uses the power, the animal

Only the very brghtest creatures understand truly complex
directives (orders dealing with conditional situations or requir-
ing abstract logic ). Commands that the animal does understand

ply implanted, however, and may affect it for some

Nao roll is necessary to talk with an animal, but the
characrer must establish eye contact first. Issuing commands
requires a Manipulation + Animal Ken roll. The difficulry
Predatory mammals (wolves, cats,
bats) are difficulty 6,

depends on the creature
sther mammals and
. other birds and
snakes) are difficulty 8. This difficulty s

Insectivorousfva

predatory birds (rats, owls) are difficulty

repriles {pigeons,
reduced by one if the character speaks to the animal in its “native
t

roleplaying skill (we highly recommend that all communication

md can be adjusted further by circumstances and

between characters and animals be roleplayed)

The v

strangly the character's commund affects the animal. One suc-

imber of successes the player achieves dictates how

cess is sufficient to have a cat follow someone and lead the
character 1o the same location, three successes are enough o
have a raven spy on a targer for weeks, and five successes ensure

that a grizzly ferociously guards the entrance ro the character's

wilderness haven for some months

ure plays o large part in how he ap-
The ch try

ionality o emotional plead

The character's N
1
intimidation, teasing
ing. The play
his character in these situation:

s these

pro Itons. racter

conve migl

ling, r

)
r should understand that he does not simply play
but the Beast Within us well

® 8 BLECHONING

The vampire's connection to the Beast grows strong enough

that he may call out m the voice of a specific type of animal
howling like a wolf, cawing like a raven, ere. This call mystically

summons creatures of the chosen type. Since each type of animal

has a different call, Beckoning works for only a single species at
atime
All such animals within earshor are summoned, but may

choose individually whether or not to respond. While the

STORYIELLING ANIMALS

I's challenging for the Storyteller to present animals as
maore than just plot devices when a character communicates
with them. Many Storytellers have beasts speak in monasyl-
Tables

Lallow the characters to direct them easily

They live always

e directed by basic instince

Animalsare, indeed, simple creature

in the pres seldom
understanding the complex rationales that motivate v
pires. This doesn't mean they're stupi
be cunning to survive in forest wilds and urban landscapes.
Younger vampires are often surprised by how perceprive

, however; be

ani

ks can be — since animals don't play mind games,
they're oftenquite gondar curting through liesand deception.
Bearing these

animals as dynamic and interesting

hings inmind, the Storyteller can mak
s any other Storyteller

characters the troupe encounter

Statistics for certain animals are found in the Ap-

pendix, p. 302

vampire has no control over the beasts who answer, the animals

whodo are favorably dispased roward him and arc at least willing

o listen to the Kindred's request

System: The player rolls Charisma + Survival (difficulty 6)
to determine the response to the character's call; consult the
table below. Only animals that can hear the cry will respond. If
oryteller decides no animals of that type are within

the ¢
earshot, the summons goes unanswered

The call can be as specific as the player desires. A character
could call for all bats in th , for only the male bats nearby, or
foronly the albin bat with the notched ear he saw the other night

are

hede
Isuccess A single animal responds
2successes One-quarter of the animals within canhot respond

pond

3successes  Half of the animals respor

4successes  Most of the animals re

All of the animals respond.

5 successes

® oo OurrL tHe Beast

As the supreme predators of the natural world, Kindred are
highly attuned to the bestial nature that dwells within every mortal
heart. A vampire who develops this power may assert his wall over
a mortal (animal or human) subject, subduing the Beast within
her. This quenches all powerful, assertive emotions — hope, fury,
within the target. The Kindred must cither touch

inspiration -

hannel his will effectively

his subject or stare into het eyes to

Mortals who lack the fire of their inner Beasts are quite
tractable, reacting to even stressful situations with indifference
Even the most courageous or maddened mortal ecomes apathetic
and listless, while an especially sensitive individual may suffer from
a phobic derangement while under the power's influence.

'Jh:r;-n-nume\uLuhh;\mu indifferent ways, although

zimisce call it Cowing the F
since they force the mort ker spirit lnu\\\lrmlmrhlﬂn‘
the Kindred's own inner Beast. Nosferaru refer to it as
Serenity, since they soothe the subject's Beast intoastate of utter
, thus allowing them to feed freely

If is identical. T

the effect it

s

ong of

complacenc angrel know

Coarmer Fous: Dscrunes
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the powe

animal
animal’

to utiliz
15 N0

with the
continue

the

2 successes

5 successes

t as Quell the Beast, and force the mortal spirit into a

apathy as befits the ndivi 3

The player rolls Man
P

teller may allow a W

To recover from this p

6) once per day u
equal the vampire’s Willpowe
affected by th

wctions,

lirectl
With fewer thar
es much like the

Multiple

Disciplines while

rt below.

use Disciplines

Auspex

ise Presenc

are

even Willpowe s tore I inally overcom,




aved.

the animal nature. This should be rolep although to a

lessening d

e as Willpower is spent

At the end of any particularly exciting incident during
possession, the player rolls Wies + Empathy (difficuley 8) for the
character to retain his own mind. Failure indicates thar the
character’s mind retums 1o his own body, but still thinks in
purely animalistic terms. A botch sends the characrer into frenzy
upon returning to his own body,

The character may travel as far from his body as he is physically
ablewhile possessing the animal, The character retains no conscious
connection with his vampire body during this time, though. The
vampire may also v e out during the day, albeit in the animal’s
the character's own body must be awake 1o do so,
(see Chapter Six). If the
ce, ifhis body falls sleep,

body. Howey

requiring v suceessful roll o remain awak
chara

leaves the animal'sbody (by che

after sustaini

significant injury), the vampire’s consciousness

rerums to his physical form instantancously.

Although the vampire has no conscious link to his body
while possessing the animal, he does form a sympatheric bond.
Anything the animal feels. the vampire also experiences, from
pleasure to pain. In fact, any damage the animal’s body sustains
isalsoapplied to the character's body, although the Kindred may
soak ais normal. If the animal dies before the vampire's soul can
flee from the body, the character’s body falls into torpor. Presum-

ably this is in sympathetic response to the massive trauma of
death, although some Kindred believe thar the vampire's soul is

castadrift during thistime and must find itsway back to the body.

e e ee DrAwING OuT 11HEBEAST

At this level of Animalism, the Kindred has a keen under:
standing of the Beast Within, Whenever this predator spint
th
I

creature. The reci

s to overwhelm the vampire’s soul and send him into

. he instead el

se his feral urges upon another
nt of the vampire's Beast is instanily over
come by frenzy. This is an unnatural frenzy, howeve
victim is channeling the Kindred's own fury

as the
As such, the
vampire’s own hehavior, expressions and even speech patterns

are evident in the subject’s savage actions.

Gangrel
onothers. G,

W Trimisce are especially fond of loosing their Beasts
ngrel do sorto stir their ghouls into inspired heights of

agery during combat. Trimisce care less for who receives ther
st than they do for retaining their own composure,

System: The vampice must be in frenzy or close to it to use
this power. The playe target (since
it must be someone within sight, Drawing Out the Beast cannot
be used if the vampire is alone), then roll Manipulation + Self-
Conrrol (diffic 8). Refer ta the table be

must announce his preferr

v

w for the results:

The character transfers the Beast, but unleashes
it upon a random individual.

| success

successes  The character is stunned by the effort and may nor
act next turn, but transfers the Beast successtully.
3 successes  The character transfers the Beast successfully

ot fails, the intensity of the frenzy actually
Asthe character relaxes in expectation of relieving his
. the Beast takes that opportunity to dig deeper. In
the frenzy lasts twice as long as normal and is rwice as

If the atte

Increases.

savage v

s,

difficult to shrug off; its severity also incre

Botching this roll is even more

s exponentially
atastrophic; the heightened
ne that nat even expending Willpower
curbs its duration or effects. The character is a hapless vicim o
rrible fury of his Beast.

frenzy grows so ext

the

If the character leaves the target's presence before the
frenzy expends itself, the vampire loses his Beast, perhaps perma-
nently. While no longer vulnerable to frenzy, the characrer

cannot use of te

Ipower and becomes increasingly le-
thargic. To recover the Beast, he must find the person who now
possesses it (who likely isn't enjoying herself very much) and
retrap the Beast. The most effective way to do so is to be
ways that make the Beast want to retum — however, this isn't

have in

aguarantee that it will wish todoso. Alternatively, the character
can simply kill the host (thus causing the Be
tely), but such an act costs

st to return to the
st one point of

vampire imm;
Humanity.

AUSPER

“This Discipline bestows uncanny sensory abilities upon the
Auspex initially heightens all of the Kindred’s
tly, that is m
power,the vampire can perceiv

Iy the beginning. As she grows in
the psychic auras that flow around
n project her mind into another being's tho
Furthermore, Auspex can pierce the disguises that Obfuscate

ates; see “Seeing the Unseen,” p, 152, for more derails

her and ev

Such sensory command gives the vampire a distinct advan-
tage over mortals and cven many supernaturals. Whether these
lents let her view a distant haven, sense the prince
pluck scerets from  rival Kindred's ghoul, Auspex s a powerful
ol

maoad or

Still, the vampire must be careful lest this heightened
sensitivity cause her ro be distracted by beautiful things, startled
by loud noises or overwhelmed by foul smells, Sudden or dy-
n disorient an Auspex-using character unless
she makes a Willpower roll (difficulty 4) to block them our. The
ulty
ire overwhelms the character's senses, making her oblivious

namic events ¢

mare potent the source of distraction, the higher the diff

ro her surroundings for a turn or two,

Malkavians and Toreador are most susceprible to such
distractions. Kindred from the Tremere and Trimisceclans seem
bette

able to regulate their sensory input, but they are not

immune to the occasional distraction

A high Perception Trait is a great boon t
powers. The better the roll, the greater the de
wmation the character gains.
® Hric NED SENSES

This power sharpens all of the vampire's senses, clfectively

using Auspe

of sensory

doubling the clarity and range of sight, hearing and smell. While

her senses of taste and touch extend no farther than normal, they
likewise become far more acute; the vampire could taste the hint
ofliquorinav

m's blood, or feel the give of the board concealing

a hollow space in the floor. The Kindred may magnify her senses
ar will, sustaini
At the Storyteller's option, this may make hy

this heightened focus for as long as she desires.

Charmn Fou: Dsarnes.




Oceasionally, this talent provides extrasensory or even

precognitive insi

s. These brief, unfocused glimpses may be

oddd premonitions, flashes of empathy or cerie feelings of fore
boding. The vampire has no control over these perceptions, but
with practice can learn to interpret them with a fur degree of
accuracy

Expanded senses come at a price, however, Bright lights,
g smells present a hazard while the vampire
uses this power. In addition to the possibility for distraction

loud novises and stror

mentioned above
of a spotl

nespecially sudden stimulus — like the glare
ht or a clap of thunder — can hlind or deafen the
Kindred for an hour or more,

y

m: This power doesn't normally require the use of
il beingdefined through the Storyreller's descriptions

dice, inst

and the playe

s imaginarion. In certain circumstances, use of

this power requires a die roll: for a normal Perception roll (the
Storyteller «

wy reduce the difficulty by the character's Auspex

p. 166), or to

rating), to notice a subject using Obfuscate (see

threat (the Storyreller privarely rolls the characrer's
unmadified /

perceive

uspex rating, applying whatever difficulry he feels
best suits the circums

nces). For example, in the kst instance
sensing that a pistol is pointed at the back of the character's head
may require a 5, while the sudden real
primagen is planning her
h

es F

ation that a rival for

SASSINALior

¥ require a 9.

power does not et characters see in pitch darkness, as
s of the Beast (p. 173), but it does reduce difficulty
s 1o act in pitch darkness from +2 o +1, and the

character may make ranged attacks in pitch darkness if she can

penalt

hear, smell or

®® AuUrA PERCEPTION

Using this power, the vampire can perceive the psychic
s alike
These halos comprise a shiftin colors that take practice
to discern with clarity. Even the simplest individual has many
shifting hues within his a

therwise detect her foe.

“auras” that rad

rom mortals and supernarural be

ns predominare,

while mo stons or deep secrets flash through in

entary impr
streaks and swirls

The colors chany
nional state, blending into new tones in a constantly dancing
parern. The stror
the hues

m sympathy with the subject’s emo-

£ the emotions involved, the more intense

become. A skilled vampire can learn much from her
subject by reading the nuances of col
aura's flow .

r and brilliance in the

de from perceiving emotional states, vampires use Aura

tion to detect supernatural beings. The colors in Kindred

auras, while intense, are quite pale; mage auras often flare and

cracklewithsuppressed power, wercbeasts have strikingly brigh,
almost frantic, halc
like a dyir

shosts have weak auras that flicker fitfully

flame; and faerie creatures’ radiance is shot through
with rainbow hues.

System: The player rolls Perception + Empathy (difficulty
8)
character sees and understands (see the table below). A borch

each success indicates how much of the subject’s aura the

indicatesa false or erroneous interpreration, The Storyteller may
wish to make this roll, thus k

just how good (or b

ping the player in the dark as to
d) the character's interpretation is.

150

1 success Can distinguish only the shade (pale or br

uccesses  Can distinguish the main color.

3 successes  Can recognize the color patterns.,

4 successes  Can derect subtle shifts.

5successes  Can idenrify
The

colors and the emotions they reflect

ixt

res of color and pattern,

Aura Colors chart offers examples of some common

The character may view a particular subject’s aura only

once with any degree of clarity. Any subsequent attempts that

result in failure should be considered borches. It is very easy for

the character to imagine seeing whar she wants to see when
judging someone’s intentions. Afrer a full month, the character
may try again at no penalty

Itis possible, though difficult, to sense the aura of a being

whao is otherwise invisible to normal sight. Refer to

Seeing

the Unseen,” p. 152, for more information.

AuraCorors
Condition Aura Colors
Afraid Orange
Aggressive Purple
Angry Red
Bitter Brown
Calm Light Blue
Compassionate Pink
Conservative Lavender
Depressed Gray
Desirous or Lustful Deep Red
Distrustful Light Green
Envious Dark Green
Excited Violet
Generous Rase
Happy Vermilion
Hatcful Black
Idealistic Yellow
Innocent White
Lovestruck Blue
Obsessed Green
Sad Silver
Spiritual Gold
Suspicious Dark Blue
Confused Muortled, shifting colors
Diablerist Black veins in aura
Daydreaming Sharp flickering colors
Frenzied Rapidly rippling colors
Psychoric Hypnatic, swirling colors
Vampire Appropriare calor is pale
Magic Use Myriad sparkles in aura
Werebeast Bright, vibrant aura
Ghost Weak, intermittent aura
Facrie Rambow highlights in aura

b Vamrre: T Masquemane




his level
wandled the

System: The

detern

spiritual strength of the person or event that I\u em. Sensing

may require a 5.

more information the K

Tel
mind. A

i
effort, mak mally afterward. Likewise, it ise ,...H\

watch last,” three revea

lifficulr ro read the thoughts of other supernat il Creatues

! Conrmes Four: Descrunes s
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rytellers are encouraged to describe thoughts as flowing
streams of impressionsand images, rather than asasequence of prose.
Instead of making flar statemens like *He's planning on killing his
former lover'snew boyfriend,”say “Yousee afleetingseries of visions:
A couple kissing passionately in a doorway, then the man walking
alone at night; you suddenly see your hands, knuckles white,
wrapped around a stee
ahead; your he
hear the eng

g wheel,

with a figure crossing the street
h umn.d now and hammering with panic as you
ine rev wildly; and above all, a blazing anger coupled
with emational agony and a panicked fear of loss

Such descriptions not only add ro the story, they also force
the player to decide for herself what her character reads. After
all, understanding minds — especially highly emotional or
deranged minds — is a difficult and ofren puz

ing task.

* 8882 Dsvoiic PROJECTION
The Kindred with this awesome ability projects her senses
out of her physi

shell, stepping from her body as an entity of
pure thoughr. The vampire's astral form is immune to physical
damage or fatigue, and can "“fly” with blinding speed anywhere
across the carth — or even underground — so long as she
remains below the moon's orbit

The Kindred's material form lies in a torpid state while her
tral self is active,

nd the vampire isn't aware of anything that
alls her body until she returns to it. An ephemeral silver cord
connects the Kindred's psyche toher body. If this cord is severed,
her consciousness becomes stranded in the astral plans
realm of gl

he

the
osts, spirits and shades. Attempting to return to the
vamgpire's physical shell isa long

and rerrifying ordeal, especially
rantee that she will accomplish the journey

since there is no g

successfully. This significant danger keeps many Kindred from
leaving their bodies for long, but those who dare can learn much.

System: Joumeying in astral form requires the player to
expendapoint of Willpower and make a Perception + Oceult roll.
Difficulty va s dependingon the distance and complexiy of the
intended trip; z, with 10 reflecting a trip far from familiar
territory (a first journey from North America to the Far East; trying
toshortcut through the e:

th). The greater the number of successes

rolled, the more focused the character’s astral presence is and the
easier it is for her ach her desired destination.
Failure means the characrer is unable o separare her

consciousness from her body, while a botch can have nasty
consequences— flinging herastral form to a random destination
on Earth or in the spirit* realm, or heading for the desired
destination so forcefully that the silver cord snaps,

Changing course or continuing to another destination re-
quires another point of Willpower and anew roll. Failure indicates
that the vampire has lost her way and must retrace the path of her
silver cord. A botch at this stage means the cord snaps, stranding
s psychic form in the mysterious astral plane.

the characte

An astral form may rrav

atgreat speeds (the Storyteller can
use 1000 miles per hour as a general guide) and carries no clothing
o material objects of any kind. Some artifucts are said to exist in
the spirit workd, and the character can try ¢

use one of these tols
f she finds one. The character cannot bring such relics to the
physical world when she rerums to her body, however

SEEING THE LINSEEN

Auspex enables Kindred to perceive many things
beyond mortal ken. Among its many uses, Auspex can
detect the presence of a supernatural being who is hidden
from normal sight (a vampire using Obfuscate, a mage
cloaked with invisibility, a wraith) or pierce illusions cre-
ated by the Discipline of Chimerstry.

* Obfuscate: When a vampire trics to use her height-
ened perceptions to notice a Kindred hidden with Obfuscate,
she detects the subject’s presence if her Auspex rating is
higher than his Obfuscate. Conversely if the tanget’s Obfus-
cate outranks her Auspex, he remains undiscovered. If the
two scores are equal, both characters make a resisted roll of
m + Subterfuge ( Auspex user) against Manipulation
+ Subterfuge (Obfuscate user). The difficulty for both rolls s
7, and the character with the most successes wins.

* Chimerstry: Likewise, vampires with Auspex may
seek 1o penetrate illusions created with Chimerstry. The
Auspex-wiclder must actively seek to picree the illusion (i.c.
the player must rell the Storyreller that his character is trying
todetectanillusion). Auspex-wielder and Chimerstry-wielder
then compare relative scores, per Obfuscate, above. The
process is otherwise identical to piercing Obfuscate

Percepr

® Other Powers: Since the powers of beings like
and wraiths function differently from vampiric Disciplines,
simple comparison of relative ratingsisn tapplicable. Tokeey
things simple, both characters make a resisted roll. The
vampire rolls Perception + Subterfuge, while the subject rolls
Manipulation + Subterfuge. Again, the difficuley is 7,
character with the most successes wins.

wl the

Interaction with the physical world is impossible while
using Psychic Projection. Ar best, the character may spend a
Willpower point to manifest as
tion lasts one

hostlike shape. This appari
w

i before fading while she can't affect
wything physically during this time, the characrer can speak.
Despite lacking physical substanc
Auspex normally. At the Storyteller's discrerion, such a che
ter may employ Animalism, Dementarion, Dominate,
Necromancy, Obtenebration, Presence andfor Thaumar
powers she has, though this typically requires a minimum of
three successes on the initial Psychic Projection roll.

an astral character can use

astral sh
if they were sol

fow

pes encounter one another, they interact as
d. They may talk, touch and even fight as if both
were in the material world. Since they have no physical bodics,
astral characters seeking
tal and Social Traits for Physical ones (Wits replaces Dexterity,
Manipulation supplants Strength, and Inrelligence replaces
Stamina). Due to the lack of a material form, the only real way
to damage another psychic entity is to cut its silver cord, When
fighting this way, consider Willpower points to be h
when acombata

o interact “physically” substitute Men-

alch levels;
tloses all of her Willpower, the cord issevered

Although an astrally projected character remains in the
reflection of the mortal world (referred to as the Penumbra in
other World of Darkness games), she may venture further into
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the spirit realms, especially if she becomes |

st. Other beings,
ghosts, werewolves and even rare magi, travel the astral

plane aswell, and can interact witha vampire's psychic presence

normally. Storytellers are encouraged to make trips into the
spirit world as bizarre, mysterious and dreamlike as possible. The
worldbeyond isa vividand fantastic place, where the true nature
of things is stronger and often strikingly different from their
eanthly appearances,

Note:

mes, the

or Srorytellers familiar with White Wolf's other

astral plane” to which the vampire travels is a

reflection of the Umbra in

CELERITY

The Embr

reflexes.

1eral, not one specific level.

gifts some vampires with startling speed and

Tey can use Celerity to move with amazing swiftness

in times of stress. Mortals, and even Kindred
Discipline,

cking this

ve as if in slow motion compared to the astonish-

g blur the vampire becomes

Celerity 1s common among the Assamite, Brujah To

reador clans. The Assamites use this ability to strike down their

nd

foes before the victims are even aware of the attack. Bry

delight m the advant

ge this Discipline gives them ag

wore likely ro use
atural grace to live performances such as

superior numbers of apponents. Toreador are
Celerity to lend prete

dance or extraord

ry speed when creating sculptures or paint-

ings — however, they can be as ternfying as any Assamite or
Brujah when angered

System: The character spends a single blood point. The
next tum, she gains a number of additional full actions equal to

her Celerity rating. These additional actions must be physical
(8. the vampire cannot usea mental Discipline like Dominate
multiple times in one wen). So a vampire with Celerity 4 who
spendsa blood point may perform a total of five physical actions

in her next turn. The actions occur at the end of the tum (the

vampire’s regular action still takes place per her initiative roll)

Normally, a chatacter without Celerity must apply a dice
pool pe gle tumn
A character using Celerity performs his extra actions (including

alty if she wants to take multiple actions in
full movement) without penalty, gaining a full dice pool for cach

separate action. Extra actions gained throt
in turn be splir into multiple actions

CHIMERSTRY

The Ravnos are heirs to a ley

Celerity may not

acy of illusion, and none can

say e

actly why. The elders of their clan, when properly ap
proached, speak cryprically of ghuls and rakshasas, and the
shapeshifting antics of their Antediluvian founder are the sub-
ject of many a

ark campfire tale among the clan. But whatever

the source, the nomadic Ravnos have a potent weapon in the

form of their Discipline of Chimerstry.

Chimerstry is an

i of conjuration; the vampire may draw
upon her inner reserves to bring phantoms to life. These false
images can confound mortal senses and sensory equipment alike
If the Cainite

power is strong enough, illusions created by
Chimerstry may even baffle the heighrened senses of the vam-
pire. The Ravnos are fond of using this power ta seduce, swindle

or enslave n

ortals, effectively purchasing their victims' souls in
exchange for a sack of bouillon that isn't the
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(see “Seeing
they are by
perso

it, and puts his h

®* IanisFatuus

ilthough tacn
an invisible bur t
ible ruzor-wire

System:

point to create

dispelled, in much

008 APPARITION
Notr

System: The

illusion move in

System: The v

®esee Horrib Rearrty

y Chimerstry may be detected by Auspex

ik their remporary

d only spend a blood point, and
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System: A Horrid Realty costs two Willpower points tosetin
motion and lasts for an entire scene (although s effects may last

longers see be
player mus
vietm's P

w). I the vampire is trying to injure his victim, his
roll Manipulation + Subterfuge (difficulty of the
reeption + Self-Control). Each success inflicts one
health level of damage on the victimg if the player wishes 1o nflict
less damage, he may announce a maximum amount

damage
before rolling the dice. This power cannot actually kil its victims
{althougha target witha heart condition ma

 well die from fright);
avictim “killed” by an illusory attack luses consciousness or enters
torpor. All injuries disappear once the victim is truly convinced
that she wasn't actually harmed by the Horrid Realiry, Of course,
such a cure may take a long rime
The nigl

r even psychological therapy.
hrmarish power of Chimerstry is nothing to take lightly.

DEMENTATION

The spe

| legacy of the Malkavian clan, Dementation
allows the vampire ro channel madness, focus it, and pour it into
the minds

thase aroundhim. Thoughin former nights this power
was practiced primarily by the Malkavians of the Sabbar, in recent
years it has spread throughour the clan. Some Kindred speculate
that this “infection” might be yet another move in the Jyhad; a few
vampires, of particularly par:
M be harbingers of the Fir

nod bent

even whisper that the
| Nights

The practitioner of Dementation need not actually be mad
himself — at least initially — although madness seems to grant
a certain insight into the key tenets of this Discipline. Few
vampires ask the Malkavians to teach them this Discipline,
although the Lunatics are almost always eager to

ians are t

lighten”

others. In fact, some say thar one cannor learn the secrets of

Dementation without eventually going mad.

Eerily

h, Dementation doesn't seem to inflict insanity

onits victims per se. Rather, it seems to caralyze madness, breaking

down doors into the hidden reaches of the mind and releasing
whatever it finds there. The Malkavians claim thar this is hecause
insanity isthe nexestepin the evolution of the mind —a necessary
progressi
they say

n if one is to behold the truths of the universe. As such,
it 1s inherent to all minds, and evident only in the more

highly evolved specimens of human or vampiric thought. Other
Kindred pray the Malkavians are wrong, but find it difficult 1o
dismisssuch thoughisout of hand, particularly because Dementation

on vampires as it does on mortals.

works as we

® Passion
The vampire may stir his victim's emotions, either h
ening them to a fevered pitch or blunting them until the target

is completely desensitized. The Cainite may not choose which

motion is affected; she may only amplify or dull emaotions
inths

Iready prese target. In thisws

on into frothing

avampire canturn mild

irri

e or dull true love into casual interest

System: The player rolls Charisma + Empathy (difficulty of

the victim's Humanity score). The number of successes deter-
mines the duration of the altered state of feeling. Effects of this
power might include one- or two-point addirions or subtractions

to difficultics of frenzy rolls, Virtue rolls, rolls to resist Presenc

POWETS, €1C

I success One rumn

2 successes One hour
3 successes One night
4 successes One week
3 successes One month

6+ successes Three months

®® T HAUNTING

The vampire may stir the sensory centers of his victim's
brain, flooding the victim’s senses with visions, sounds, scents or
feelings that aren't really there. The im
sense to which they appeal, are anly flee

It
v

, regardless of the

rely

limpses,”

eptible to the vicrim. The

vampire using Dementation
it may choose which

cannot control what the victim perceives,
sense is affected

The “haunting” effects oceur mainly when the victim is
alone, and mastly at night. They may take the form of the
subject’s repressed fears, guilry memaries, or anythir
the Sroryteller finds dramatically appropriate. The effects are
never pleasant or unobrrusive, however. The Ston

e that

ller should

let her imagination run wild when describing these sensory

impressions; the victim may well feelas if she is gong mad, oras

if the w

rldd is.

ystem: The player spendsa blood point and rolls Manipu-
lation + Subterfuge (difficulty of his victim's Perception +
Self-Control). The number of successes determines the lengthof

the sensory “visitations.” The precise effects are up to the

Staryteller, though particularly eerie o harrowing

pparitions

can cer s for a urn or two after the

reduce dice po
manifestation
1 success One night

2 successes Two nights
One week

One month

3 successes

4 successes

5 successes hree months

6+ successes One year
® 88 Evisor CHAOS

This peculiar power allows the vampire to take advantag
of the fra

red wisdom hidden in insanity. She may scrutini

the “patterns” of a person's soul, the convolutions of a vampire's
inner nature, or even random events in nature itself. The
Kindred with this power can discern the most well-hidden

peychioses, or

ain insight into a person's true sell. Malkavians

with this power often have (or claim to b ) knowledge of the

moves and countermoves of the grear Jyhad.

System: This power allows a vampire to determine a
person’s true Nature, among other things. The vampire conc
rrates for a tum, then her player rolls Perception + Oceult. The
difficulty depends on the intricacy of the patter
Nature of a stranger would be difficulty 9; a ca
would be an friend a 6. The Malkav
locked in a coded missive (difficulty 7).

. Discerning the

ual acquaintance
i

T even see

,an wn could also r

the messag
the doing
falling le
some hidd

of an invisible hand in such events as the

wtern of

ves (difficulty 6). Almost anything might contain
insight, no matter how trivial or mes

ningless. The
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patterns

e present inmaost things, but are often so intricare they

can keep a vampire spellbound for hours while she tries to

understand their

® 880 VoicrOF MADNESS

By merely addressing his

message.”

Malkavian can

ictims aloud, the

drive rargets into fits of blind rage or fear, forc em toabandon
reason and higher thought. Victims are plagued by hallucinarions
of their subconscious demons, and try to flee or destroy their

Iy almost alway
hoffending

hidden shames. Tr

Mlows in the wake of this
power's use, althou;

alkavians often claim that they
were merely encouraging people to act “according to their na-
tures.” Unfortunately for the vampire conceme

real sk of falling prey to his own

ice's power.

System: The player spends a blood point and

Manipulation + Empathy roll (difficulty

fected persuccess, althoughall potential vicrims must be listening
to the vainpire's voice

Aftected victims fly immediately into frenzy or a blind fear
like Résschreck. Kindred or

s Lupines, may make afre

sther creatures capable of fre

2y checkor Ronschreck test (Storyteller’
choice as 1o how they are affecred) at +2 difficulry to resist the
power. More

tomatically affected and don't remember
their actions \\In\. I\m.L The frenzy or fear lasts for a scene,

although vampires and Luy

5 may test as usual 10 snap out of .
The vampire using Voice of Madness must also test for
frenzy or Rotschreck upon invaking this power, althe

difficulty to resist is one lower than normal

®® 88 Toral INsanTTY
The vampire pulls the madness from the deepest re
her tar

sses of

t's mind, focusing it into an overwhelm

wave of

insanity, This power has driven countless victims, vampire and
mortal alike, to unfortunate ends.

Sysi  The Malkavian must gain her target’s undiv
wttention for at leastone full turn to

e rhis power. The pl
spends a bload point and rolls Manipulation + Intimidation
(dhifficuley of her victim's Willpower). If successfu
afflicted with five deran,
2). The number of

the vicrim is

ments of the Storyte 's choice (see

iccesses determines the duration

I success Ome turn
2 successes One night
§ successes One week
4 successes One month
5+ successes One year

DoMINATE

This Discipline involves influencing the very thoughes and

actions of others through the vampire's own force of will. Use of

inate requires that the Kindred capture his victim's ey

it may be used against only ¢

subject ar a time. The extent
of this control depends on the particular power heiny

plied

While truly potent, Dominate powers can be exactir

perform. Commands must be issued verbally; after all, d

mind-ro-mind contact is the purview of Ausp

x. Still, s
simple orders may be m with signs — for example, a pointed
Vaweree: T Masy
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d forceful expression to indicate “Go!"™ If the subject
npire (she doesn't speak the same
order doesn’t make sense, she cannor hear his

words), she won't comply with the directive, no matrer how

doesn’t understand the v
Lany

mighty the K

Not surprisingly, Kindred who use Dominate were often

willful, controlling individuals in moreal life

Indeed, it's quite
his is what drew the vampires' sires to them in the
first place. After all, the Giovanni, Lasomk
Ventrue clans who specia

possible th

a, Tremere and
n this Discipline consider strong
will a definite benefit. Due to this tendency toward control,
characters with high Dominate scores may be unable to spend
experience points o increase Abilities such a

se

Empathy.
® CoMMAND

The vampire locks eyes with the subject and speaks a one-
word command which must be obeyed instantly. The order must
beclear

dstraightforward — run, cough, fall, yavn, jump, laugh,
e, stop, belch, follow. If the command is at all confusing or
ambiguous, the subject may respond slowly or perform the task
poorly. The subject cannot be ordered to da something directly
harmful to herself, so a command like “die” is ineffective.,

The command may be included in a senence, thereby
concealing the power's use from others, This effort at subtlety stll

sne

requires the Kindred ro make eye contact at the proper moment
and stress the key word shightly. An alert bystander —or even the
victim — may notice the emphasis; still, unless she's
with supen.

onversant
ural powers, the individual is likely to attribute the
utterance and the subsequent action as bizarre comcidence.

Sys

The player rolls Manipulation + Intimidation
(difficulry of the target’s permanent Willpower), More successes

force the subject toact with greater vigor or for a longer duration

{continue running fora number of turns, go off on a laughing jag,
sneeze uncontrollably)

With this power mpire can verbally implant a false

th
mind. Both

ight or b

protic suggestion in the subject's subconscious

m distraction,
¢ requires intense concentration and precise
wording to be effective. The vampire may activate the imposed
thought immediately or establish  stmulus that will trigger it
later. The vicrim must be able to underst
although the
takes to implan

indred and rarget must be free fi

since Mesmer

ud the vampire,
o nced to maintain eye contact only as longas it
the ide

Mesmerize allows for anything from simple, precise direc-
tives (handing over an item) to complex, highly involved ones
habits and relaying that informarion
pointed time). A subject can have only one suggestion
implanted at any time.

{raking notes of someone’s
at an a)

System: The player rolls Manipulation + L
ficulty equal to the

dership (dhf-
arget’s permanent Willpower). The number
ines how well the suggestion takesholdin the

of successes del

'ssubconscious. Ifthe vampire scoresone or two successes

nnot be forced 1o do anyrhing that seems strange
ht walk outside, but is unlikely to act like
). At three or four successes,

to her (she m

chicke the command 1s effective

unless following it endangers the subject. At five successes or
ater, the vampire can implant nearly any sort of command
Non
nnot force the subject to harm herself directly or defy her
innate Nature. So, while a vampire who scored five successes
could make a 98-pound weakling attack a 300-pound bou
he could not make the mortal shoot herself in the head

atter how strong the Kindred's will, his command

cer,

If a vampire tries to Mesmerize a subject before the target
fulfills a previously implanted directive, compare the successes
rolled to those gained during the implanting of the first sug
tion. Whichever roll had the greater number of succes
command that now lodges in the target's subcons
sugges

other
I, the

ousith
ion is wiped clean. If the successes rolled are equs
newer command supplants the old one.

& e Ty FORGETFUL MIND

Aftercap he subject’s gaze, th pire delves into the
subject’s memories, stealing or re-creating them at his whim. The
Forgetful Mind does not allow for telepathic contact; the Kindred
operates much like @ hypnotist, asking directed questions and
drawing out answers from the subject. The degree of memory
alteration depends on what the vampire desires. He may alter the
subject’s mind only slightly — quite effective for eliminating
memories of the victim meeting or even being fed upon by the
vampire — or utterly undo the victim's memaries of her past.

The degree of detail used hasa direct bearing on how strongly
the new m
resists the alteration the vampire imposes. A simplistic or incom-
plete false memory (“You went tothe movies last night.”) crumbles
much more quickly than does one with more attention w detail
You went to the nine o'clock showing of the new Leonardo
DiCapriomovie. You thought about getting some popeorn, but the
line was too long so you went right into the theater. The couple
next to you kept whispering through the film until someone else
shushed them. You liked the movie well enough, but the plor
seemed weak. You were tired after it ended, so you went hon
watched a hittle late-night telev

mories take hold, since the victim's subconscious mind

ion, and went to bed.”)

Even in its simplest applications, The Forgetful Mind
requires tremendous skill and finesse. 1's  relatively simple
matte to rifle through a victim's psyche and rip out the memo-
ries of the previous night, without even knowing what the
subject did that evening. Doing so leaves a gap in the victim's
mind, though, a hole that can give rise to further problems down
the road. The Kindred may describe new memaries, but these
recollections seldom have the same degree of realism that the
subject’s rrue thoughts held.

As such, this power isn't always completely effective. The
victim may remember beingbirten, but believe it tobe an animal
attack. Greater memories may return in pieces as dreams,
through sensory triggers like a famil
Ev

or
r odor or spoken phrase.
rs may pass before the subject r
enough of her lost memories to make s

n 50, months or

1ins

ense of the fragments

A vampire can also sense when a subject’s me
altered through use of this power, and ¢
hypnotistdrawsforth psychologically suppressed thoughts. How:
the Kindred cannot use The Forgetful Mind 1o restore his
n memories if they were stolen in such a way

wies were

en restore them like a

eve

Ceiarmen Fous: Dscrunes

157




System: The player states what sorrs of alteration he wants
perform, then rolls Wits + Subrerfuge (difficulty of the targer's
Willpower score). Any success pacifies the victim for the amount
of time it takes the vampire to perform the verb
provided rhe va
victim. The rable below indicates the degree of modification
possible to the subject’s memory, depending on 1

| alteration,

cly roward the

number of
successes gained. fthe successes rolled don't allow for the extent
of change the character desired, the Storyreller reduces the
resulting impact on the victim's mind.

1 success May remove a single memory; lasts one day

2successes  Mayremove, but notalter, memory permanently

Fsuccesses May make slight changes to memory
4successes May alter or remove entire scene from subject’s
memory

5successes  May reconstruct entire periods of subject’s life.

To rest

re removed memones or sense false ones in a
subject, the character’s Domi
higher th:
the player

e rating must be equal o or
f the vampire who made the
ust make a Wits +

n thar

reration. If so,
wpathy roll (difficulty equal to
nent Willpower) and score more
successes than his predecessor did.

mpire’s perma

8888 CONDITIONING
Through sus

ned manipulation, the vampire can make
pliant to the Kindred's will. Over time, the victim

mes incr

ingly susceptible to the vampire’s influence while
simultaneously growing more resistant to the corrupting efforrs of
other immor,

Is. Gaining complete control over a subjecr's mind
is no small task, taking wee

s ot even months to accomplish.
Kindredoften fill theirretainers’ he
and veiled urg

\'|\\\I'h\u|‘l‘|.‘\\]\h]'rh
s, thereby ensuring these mq

als' loyalry.
vampires must pay a high price for the minds they ensnare.
rvants Domi

ated in this way lase much of their passion and
individuality, They follow the vampire’s orders quite liter
seldom taking ini

lly,
ive orshowing any imagination. In the end,
ome like automatons or the walking d

such retainers .

System

The player rolls Charisma + Leadership (difficulty
of the target’s permanent Willpower). Conditioning is an ex-
the Storyteller secretly determines the number of

rended act

successes required. Ittypically requires between five and 10times
the subject’s Sel

“Control score. Targets with more empathi
Natures may require a lwer number of successes, while thase
with willful Natures require a higher total. Only through
roleplaying may a character discen whether his subject 1
conditioned successfully.

A target may become more tracrable even before becoming
fully conditioned. Once the vampire accumulates half the

quired number of succe

es, the Storyreller may apy

v a lower
Adter
being conditioned, the target falls so far under the vampire's

difficulty to the vampire's subsequent uses of Dominate

influence that the Kindred need nor make eye contact or even

be present toretain absolute control. The subject does exactly as
~Mu is told, so long
verbally

as her master can communicate with her

No command roll is neces:

ry unless the subject 15
wotally isolated from the vampire (in a different roo

m, over the

RESISTING DOMINATE
Most victims cannot stand against the effects of Domi-
nate. Still, there are situations where this Discipline is
powerless to sway the subject.

* Mortals: Few mortals can hope to resist Dominat

their strength of will nothing compared to the supematural
magnetism of a vampire.
indi

Sull, there are extremely rare

duals who, due 1o strong relig

15 faith, unique psy
chic ta

nt or simple mental resolve, can shrug off this
Discipline’s effects. Beyond these scartered few, a select
number of organizations like the Inquisition know certain
rituals 1o render a mortal immune. Only a foolish vampire

ores llu porential threat such human beings represent

Jampires: It is impossible to Dominare another
Kindred wha is of stronger Bloc

— the vampire must be of
an equal or higher generation than the target for tf
o be effective.

wers

er's Nature can have a distiner
impact on how easily Dominate influences her. A vampire
might control subjects with inherently empathic Natures
(Car Conformist) more casily, while thase
whase Naturesdenotea gr

giver, Chil

degree of innerstrength (Bravo,
Director, Rebel) can be more of a challenge. The Storyteller
may reduce the required difficulty or number of successes by
one or two when the player roll
Nanures, or raise them by a similar amount for
" Natures. On the other hand, *
it he more

aainst those subjects with

strong” Natures

sily influenced to take ag

gressive actions
for example, coaxinga Rebel todenounce the prince is likely
casier tha

nading a Conformist to do the same thing
Ultimately, the Storyteller must adju

® Botches: If a Dominare roll borches, the targe
rendered immune to future

ate this.

tempts by the same vampire
for the rest of the story

phone).

sven if a command roll fails, the targer will still likely
carry out part of the

wders given.

Afeer the subject is fully conditioned, other Kindred find
her more difficult to Dominate. Such conditioning
difficulties by two (to a maximum of 10).

wises others’

It is possible, though difficult, to shake conditioning. The
subject must be separated entirely from the vampire towhom she
was in thrall. This period of separarion varies depending on the

individ

al, but the Storyteller may set it at six months, less 4
number of weeks equal 1o the subject’s Willpower score (50 a
person with 5 Willpower must stay away from the vampire for
just under five months). Thy
wly duri

subject regains her personality
his time, although she may still lapse into brief
spells of listlessness. If the vampire

encounters the 1 before
rship roll

the part of the

that time passes, a single successful Charisma + |

(difficulty of the targer's Willpower score) or

vampire completely reasserts the dominanc

I the subject makes it through the time period without
intervention by her master, the target regaims her former indi-

viduality. Even so, the

vampire may reestablish conditioni
more easily than the first time, since the subject is forever after
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NecromANCY

Necromaney is at once a Discipline and a school of magical
leamning, all dedicated roward the command of the souls of the
dead., It has some similarities to Thaur
being a strict lin
several “paths

puissant vampiric ne
imprison souls,

aturgy in that, ruther than

ar progression of powers, Necromancy consists of
“rinals.” Well-trained and
romancers can summaon the dead, hanish ar
and even reinsert ghosts into living

d 2

companying

orunliving
— hedics. Needless 10 say, the study of Necromaney is not
d amonyt the Kindred, and its p
svanni Kindred — are shunned or

ctitioncrs — primarily
ored whenever possible.

Ower the centuries, the various schools of vampiric Necro-
mancy ha

ediversified, leaving three distinct pathsofnecromantic
magic available to Cainites. All necromancers first leamn the so-
called Sepulchre Path, then extend their studies to the Bone Path
or the Ash Path as time and opportunity permit. The Sepulchre
Path is always considered the character's “primary” path; it in-
ically as the character increases her overall
Necromancy rating. The Bone and Ash Parhs must be bought

creases auton

tely, using the experience costs for secondary paths.

Like Thaumaturgy, Necromancy has also spawned o series

of rituals. While nort nearly so immediate in effect as the basic

powers of Necromancy, Necromantic rituals can have impres-
long-term effects. Unsurprisingly, the elements of
cromantic ritual are things like long-buried corpses, hands

sivi
N

from the cadavers of hanged men, and so on, and so obtaini

suitable materials can be quite difficult. Scarcity of supply limits
the frequency of

lecromantic rituals, giving cause for many

other Kindred to breathe a metaphorical sigh of relief

System Cainite necromancer must learn at least three
ulchre Path before learning his first level in
either the Bone Path or the Ash Path. He must then achieve
mastery in the Sepulchre Path (five levels) before acquiring any
knawledge of the third path

levels in the S

As with Thaum
(in this case, the

urgy,

Ivancement in the primary path

Sepulchre

ath) costs the normal experience
amount, while sudy of secondary Necromantic paths incurs an
additional experience-point cost (see p. 143). Be
mancy is ot quite 5o 1

ause Necro-
d a study as Thaumaturgy is, the rolls
Necromantic powers can vary from path to path
and even within individual paths

required tous

Statistics for wraiths may be found in Chapter Nine, pp.
282283
THESEPULCHRE PDATH

® INSIGHT

This power
corpse and see reflected there
witnessed. The
is visible to ny

llows a necrom

ancer o stare into the eyes of a
the last thing the dead man
arsonly in the eyes of the cadaver and

e except the necromancer using Insi

ision app

System: This power requires a roll of Perception + Oceult
(difficulty 8 for formerly living creatures, 10 for unliving ones
such as vampires) as the vampire stares into the target'seyes. The
number of successes on the roll determines the clarity of the

vision; a botch shows the necromancer his own Final Death,

which can induce Ristschreck

This power cannot be used on the corpses of vampires who

have reached Golconda, or those in whom advanced decompo-

sition has already set in

Isuccess A basic sense of the subject’s death

Zsuccesses A clear image of the subject’s death and the

ceding it

seconds pr

A clear image, with sound, of the minutes
preceding death

3 successes

4 successes

A clear image, with sound, of the half-hour
before the subject’s demise
5 successes  Full sensory perception of the hour leading up

to the target's death
@ SUMMON Sour
The pow ncer tocalla
ghost back from the Underworld, though for conversational
purposes only. In order to perf

er of Summon Soul allows a necron

e this feat, the Giovanni my

meet certain conditions:

® The necromancer must know the name of the wraith in
question, though an image of the wraith obtained via Psychom-
erry will suffice.

* Anobject with which the wraith had some contact in life
must be in the vicinity. If the object is something of grear
importance tothe ghost, the chances for success in the summon-
ingincrease dramatically (-2 difficulty). Note: Thishonus applies
for all powers on the Sepulchre Path.

Certain types of ghosts cannot be summoned with this
power. Vampires who achieved Golconda before their Final
Deaths, or who were
summeons. Likewis

, are beyond the reach of this
many ghosts of the dead cannot be called —
e destroyed, unable to retumn to the mortal plane, or lost
ernal storm of the Underworld

blerize

System: To use Summon Soul, the vampire's player must roll
Perception + Occulr (difficulry 7, or the ghost’s Willpower if the
Storytellerknowsit). The numberof successes on the roll indicates

the tractability of the summaned spirit and how long the sum.
monedwraith remainsinthe vicinity ofhersummoner. Summoned
ghostsare visibleand audible to the vampire who summoned them,
and remain so up until the time the summoning wears o
who wish to be summoned can voluntarily appear.

For each question the vampire asks the summened spirit, the
Stonyteller should roll one die per summoning success. At least one
success is needed on this second roll (difficulty 6) in order to keep
the wraith around long enough to answer the question.

If a vampire botches a summoning roll, she calls forth a
malevolent ghost (known as a spectre), which immediz
about tormenting its summoner

®e e ComprL SouL

With this power, a vampire can command a ghost to do his

ely sets

bidding for a while. Compel is a perilous undertaking and, when
wsed improperly, can endanger vampire and wraith alike
System: Inorder o compel awraith, the vampire must first

successfully summon it. Before the wraith has left the scene of
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the summoning

the vampire”

(difficulty equal e

times during

roll, the necromar
the h. The br
Failure: The

T'wo successe
ny questions truthf
phrased carefully

Three successes: Thewraith
ANy question

v, withot
Four successes: Tt
fully any «

System: The player
is target’s Willpower if she resi
ties the wraith toa partic

System: The pl

Stamina + Empathy (diffliculty is
the wraith's Willpower), and the vampire reaches out to *touch”

Vawrre: e
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the wraith. Each success inflicts a level of lethal damage on the
wraith. Should the wraith lose all health lev
vanishes into wh

5, it immediately

appears to be a doorway to some hideous
nightmare realm. Ghosts *

destroyed” thus cannot reappear near

the real world for & month

TreBonePDaTn

The Bone Path is concemed primarily with corpses and the
methods by which dead souls can be restored to the living world

temporarily or otherwise.

® Treme

Tremens allows a necromancer to make the flesh of a corpse
shift once. Anarm might suddenly flop forward, a cadaver might
situp, or dead eyes might abrupely open. Needless

y, thissort

of thing tendstohave animpressive impact on people whoaren't
expecting a departed relative tw roll over in his coffin.

Syst

m: To use Tremens, the necromancer spends a single
blood point, and the player must succeed on a Dexterity + Occult
roll (difficulty 6). The mo

uccesses achieved, the more compli-

cated an action ¢

n be inculcated into the corpse. One suce
llows for an instantaneous movement, such as a twitch, while fiv
allow the v,

mpire to set up specific conditions under which the
body animates (“The nexr time someone enters the room, [ want

the corpse o situp and open its eyes.”). Und

£ no circumstances
can Tremens cause a dead body to arrack or cause damage
’
® & Apprentice sBrRooMS
With Appre
dead body rise

ce's Brooms, the necromancer can make a
d perform a simple function. For example, the
corpse could be set to carryi

avy abjects, digging, or just

shambling from place t cadavers thus animated do

nd themselves if incerfered with, but instead

not artack or de

attempt to carry out their
they'v

iven instructions until such time as

been rendered inanimate. Generally it takes dismember-

ment, flame or something similar todestroy a corpse animated in

this way

System: A roll of Wits + Oceulr (difficulty 7) and the
nditure of a point of both blood and Willpower are all that

s necessary to animate corpses with Apprentice’s Brooms. The
number of corpses animated is equal to the number of successes
. The necromancer must then state the task to which he
is setting his zombies. The cadavers urn the
work unuil they finish'the job (ar which poine
something (including time) destroys them.

achiey

selves to their

hey collapse) or

Boudies energ,

«d by this power continue to decay, albeir at
a much slower rate than normal.

*e 8 SaMmBLING HORDES
Shamblir

2 Hordes creates exactly what you think it might
reanimated corpses with theability toattack, albeit neither very

well nor very quickly. Once primed by this power, the corpses
wait — for years, If necessary — to fulfill the command given

them. The orders might be to protect a certain site or simply to

wrrack immediately, bur they will be carried out until every last

one of the dec

mposing monsters is destroyed.

stem: The plaver invests a point of Willpower, then

s ay
nd a point of blood for

h corpse the necromancer ani-

ZOMBIE STATISTICS

Corpses animated by a necromancer of the Bong Path

have Strength 3, Dexterity 2, Stamina 4, Brawl 2, and always

act last in a turn (unless there are mitigating circumstances).
They have zero Willpower points to spend, but resist artacks
asifthey have Willpower rarings of 10, All Ment

and Social

ratings are zero for a reanimared corpse, and zombies never
attempt o dodg
damage, except that caused by fire or the claws and reerh of
supernatural creatures. Most zombies have 10 health levels

but they are incapable of healing any damage they suffer.

mbies’ dice pools are nor affected by

mates. The player then must succeed on a Wits + Oceult roll

{difficulty 8); each success allows the vampire to raise another
chzombie (for lack of abetter term) can
follow one simple instruction, such as “Stay here and
graveyard against any intruders,” or “Kill them
e: 7 H

forever if need be to fulfill their functions. Lon,

corpse from the grave.

ward this

des will wair
after the flesh
has rotted off the mystically animated bones, the zombies will

wait...and wait...and wait — still able to perform their duties.

*0 00 S STEALING
This power affects the living, not the d

mbies wreated by Shamblir

il I does, how-
ever, temporarily trn a living soul into a sort of wraith, as it
allows a necromancer to s
— body. A mq

ipasoul from a living — or vampiric

al extled from his hody by this power becomes
awraith with a single tic to the real world: his n

W

1pty bod
System: The player spends a poine of Willpower and then
makes a contested Willpower roll against the intended victim
{difficuley 6). Successes indicate the number of hours during
which the original soul is forced our of irs housing. The bady
itsell remains autonomically alive but cataronic
This power canbe used tocreate suitable hosts for Dacmonic

Possession.
® 0088 DAMONIC POSSESSION
Daemonic Possession letsa vampire nsert asoul mtoa freshly

dead body and inhabit it for the duration. This does not wm the

reanimated corpse into anything other than a reanimared corpse,
and one that will irrevocably decay after a week, but it does give
either a wraith or a free-flo

ing soul (say, that of a vampire using

Psychic Projection) a temporary home in the physical world

System: The body in question must be no more than 30

minutes dead, and the new renant must agree to inhabit it —a

ghost orastral form cannot be forced into a new shell. Of course,

most ghosts would gladly seize the opportunity, but that's 4

different matter. Should the vampire, for wharever reason, wisk

to insert asoul into another vampire's corpse (before it crumbles

1o ash), the necromancer must achieve five successes on a
resisted Willpower roll a
Orherwise, the nterlope

ainst the onginal owner of the hody

15 denied entrance.

hysical abilities { Dodge,
Brawl, Potence) his new home possesses, and wha

ote: The soul can use whatey

abilities (Computer, Law, Presence) he possesses in his current
existence. He cannot use the physical abilities of his oki form, or
the mental abilities of his new one.

Carmen Four: Disarnes

163




e *eseENIHI O
® 8] ireress ToNGUES Ex Nihile
Where Shrowdsight allows a necromancer 1o see ghaosts,




mg ultimate destruction. A vampire killed in the Deadlands-s
e forever, be

nd even the reach of other necre

mancers.

System: Using Ex Nihilo rakes a tremendous toll on the
necromancer. To activate this power, the vampire must first
draw a doorway with chalk or bloed on any available surface.

(Note: Doors can be drawn

head of time for exactly this
purpose.) The player must then expend two poines of Willpower
and two paints of blood, then make a Stamina + Occult roll
(difficulty 8) as the vampire attemprs to open the chalk door
physically. If the roll succeeds, the door opens and the vampire
steps through into the Underworld.

When the vampire wishes to return o the real world, he
needs merely 10 concentrate
Willpower point and rolls

and the player spends another
mina + Occulr, difficulty 6). At
Storyeeller discretion, a vampire who is to deeply immersed in
the Underworld may need to journey toaplace close w the lands
of the living in order 1o cross over. Vampires who w
into the lands of the dead may be trapped there

wder o far
rever

sinthe Underworld cannor feed upon ghosts; their

nce is the blood they bring with them

ROUD MASTERY

A bit of an exaggeration, $
manif
dead. By doing so, a n
wraiths in hi

LEEE L AN

hroud Mastery is the ability 1o

e the veil between the worlds of the living and the
mancer can make ir easier for hound
itnearly impossible for

tofunction, or mal
ghosts to contact the matenal world.

serv

m: To exercise Shroud Mastery, the necromancer

expends two points of Willpower, then states whether he is
 lower the Shroud. The player then makes
/illpower roll (difficulty 9). Each su
lowers the difficulties of all nearby wraiths" actions by one, toa
maximum of 10 or a minimum of 3. The Shroud reverts to its
normal strength at a rate of one point per hour thereafter.

aise

attempting to

ess on the roll raises or

Necromantic RiTuars

The rituals connected with Necromancy are a hodgepodge
lot. Some have direct relations to the paths; others seem to have
been taught by wraiths themselves, for whatever twisted reason

weers gain one Level One ritual, but any

NiNg NECrol

ned must be gained through in-g ay. Necroman-

tic rituals are otherwise identical ro Thaumar

ey rituals (pp.
182-185) and are learned in similar fashion, though the twa are

by no means compatible.

System: cary widely;
or particulars, The player rolls Intelligence
# Oceule (difficulty 3 + the level of the ritual, maximum 9);
indicates the ritual proc
no effect, and

“asting times for necromantic ritual:
sce the description f

ecls smoothl

SUCe

slure produces
borch often indicares thar certain

ually to her detriment.

notice the caster

Cart oF THE HUNGRY DEAD
(Lever OneRiTuar )

Call of the Hungry Dead takes only 10 minutes to cast and
requires a hair from the target's head. The ritual climaxes with
the burning of that hair in the flame of a black candle, after
which the victim becomes able to hear snatches of conversation
wroud. I the target is not prepared, the v

from across th

vices

come as a confusing welter of howls and unearthly demands; he
is unable 1o make
briefly mad

it anything intelligible, and might well go

EvesorF tHE GRave (Lever Two Rituar )

This ritual, which takes two hours to cast, ¢
experience intermittent visions of her death over the period o
week. The visions come without warning and can last up to a

causes the target to

minute. The caster of the ritual has no idea what the visions
anly the victim sees them, after all, Each time a vision
manifests, the target must roll Courage (difficulty 7) or be reduuced
to quivering panic. The visions, which come randomly, can also
interfere with activities such as driving, shooting and so on

Eyesofthe C

cont

we requiresa pinch of soil from a fresh grave.

Rirtuar oF The UNeary
(Lever Turee Rituar )

This ritual requires that a necromancer have a fingerbone
from the skeleton of the particular wraith he's interested in. When
the ritual is cast, the fingerbone becomes artuned 1o something
vitally important to the wraith, the possession of which by the
r makes the
casier. Most

nFerren

necromar

ting of Sepulchre Path powers much
cromancers take the attuned fingerbone and sus:

pend it from a thread, allowing it to act as a sort of supernatural

compass and following it 1o the special item in question

Ritual of the Unearthed Fetter takes three hours o cast
properly. It requires both the name of the wraith targeted and the
fingerbone already mentioned, as well as a chip knocked off a
gravestone or other marker (not necessarily the marker of the

bone's forr

er owner). During the course of the ritual the stone

crumbles to dust, which is then sprinkled over the fingerbone

4 ' - ’
Canaven's Toucn (Lever Foun Ritual )
By chanting for three hours and melrin,

the shape of the rarget, the necromancer turns a mortal
get into a corpselike mockery of himself. As the doll loses
the last of

s

s form, the rarger becomes cold and clammy. His
ymes weak and thready, his flesh pale and chalky.
For all intents and purposes, he becomes a reasonable fac-
simile of the walking dead. Needless to say, this can b
some adverse effects insocial situations (+2 difficulty on all
Social rolls). The effects of the rit
wax of the doll is permitted to resoli
to boil off, the spell is broken

pulse be

ve

al wear off only when the
Ifthe waxisallowed

GraspTHE GHostry (Lever F RirTuart)
Requiring a full six hours of chanting, this nitual allows a
necromancer to bring an object from the Underworld into the

real world. It's not as simple as all rhar, however a wraith

mighrwell object to having his possessions stolen and fight back.
Furthermore, the object taken must be replaced by a material
item of roughly equal mass, otherwise the targer of the rirual
snaps back to its previous, ghostly ex;

tence.

Objects taken from the Underworld rend to fade away after
about a year. Only items recently destroyed in the real world
(called “relics” by wraiths) may be recaptured in this manner
Artifacts created by wraiths themselves were never me
exist outside the Underworld, and vanish on contact with the
living world.

ye:
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OBFUSCATFE

This uncanny power enables Kindred to conceal them-
selves from others’ sight. By simply wishing to remain unseen, a

of a crowd.

vampire can disappear, even if he stands in full vi
The immortal docsn't

delude

ly become mvisible; he simply

1. Additional

s features and

any observers into thinking he has vanish

g th
people or abjects.

uses of Obfuscate include ch:

concealing

Unless the vampire purposefully makes himself seen, he can
remain obscus At higher levels of power, the
vampire may fade from view so subtly that those nearby never

ed indefinicely

register the point at which he *left.”

Under most circumstances, few mortals of supernaturals can
penetrate Obfuscare’s claaking fog. Animals, operating on a more
instincrual level, often perceive (and fear) the vampire's presence
even if they can't detect him with their normal senses. Children
and other innocents to whom deception is foreign might
able to pierce the deceprion, ar the Storyreller'’s discretion.

The Auspex Discipline enables Kindred ro see through
Obfuscate. Even that is not guaranteed, however; refer rc
ng the Unseen,” p. 152, for more detals.

Since Obfuscate affects the viewer's mind, Kindred cannot use
this Discipline to ¢

[sar b

k their presence from mechanical devices
sd photographs capture the vampires image
faithfully. Evenso, such s Obfuscate's ability to bend the mind that
someone using a recording device will not see the immortal’s image
until she views the footage at a later date, if even then,

— Ass: lowers of Set, Malkavians,

atu — use this power, b s as the hallm

Video recordings a

Several cl mites, F

irst

tk of the

an Ao

wber of elder Kindred believe Caine, or perhaps

Lilith, bestowed the clan with this Discipline to compensate for

the hideous physical deformities its members suffer
Mast Ob
mpire ceases m

e powers last for a scene or so, or until the
ning them. Once evoked, they require
ntal effort to keep in place.

® CLOAROE SHADOWS
At this level,
covertoassist inhiding his presence. He steps intoan out-of-the-
way, shadowed pl
vampire

the vampire must rely on nearby shadows and

and eases himself from normal sight. The

silent, still, under
somedegree of cover (curfain, bush, door frame, lamppost, alley)
and out of direct lighting. The immortal’s concealment vanishes

nains unnoticed as long as he stay

tacks or falls under direct light. Furthermore, the
vampire’s dece

ifhe moves,

ion cannot stand concentrated observation

without fading

Syste 1s the characrer fulfills

s roll s required as ko
the criteria described above. So lor
ally no one bur :
Auspex rating will see him.

15 he remains quier and
other Kindred with a high

motionless, virn

L] lIN‘-il-l-NI)HI SENCE
With experience, the vampire can move around withour

being seen. Shadows seem to shift ro cover him, and others

automatically avert their g

as he passes by. People move

nsciously to avoid contace with the cloaked creature; thase
with w

une

ak wills may even scurry away from the arca in unac

knowledged fear. The vampire remains ignored indefinitely
unless someone deliberately seeks him out or he inadvereently
reveals himself

Since the vampire fully retains his physical substance, he
must he careful to avoid contact with anything that may disclose
his presence (knocking over a vase, bumping into someone).
Even a whispered word or the scuffing of a shoe against the floor
can be enough to disrupt the power,

Sysi
character speaks, artacks or otherwise draws attention o him-
self. The Storyreller should call for a Wits + Stealth

¢ No roll is necessary 1o use this power unless the

| under

any circumstances that might cause the character 1
himself. The difficulty of the roll
stepping on a squeaky floorhoard might he a 5, while walking
through a pool of water may require a 9. Other acts may re
a certain number of succ

reveal

lepends on the situation;

king quietly without giving
. demands at |

away on

' positian, for s 1 three suc

Some things are beyond the power of Unseen Presence 1o
conceal. Although the character is cloaked from view while he
smashes through a window, yells out or throws someone across
the room, the vampire becomes visible to all in the aftermath
Bystanders snap out of the subtle fugue in which Obfuscate put
them. Waorse still, e
(difficulry 7):
those individ

ch viewer can make a Wirs + Alertness roll

fsuccessful, the menral haze clears complerely, so
Is recall every move the character made up until
rhen as if he were visible the enrire time.

* @0 N askoF A THOUusSAND Faces

The vampire can influence the perception of others, caus-

them 1o see someone different from the immortal himself

igh the Kindred's physical form does not change, any
observer who cannor sense the

ruth sees whomever the vampire

wishes her to see
The v re must have a firm idea of the visage he wish
to project. The primary decision is whether to create an imay

nary face or o superimpose the features of an
Manufactured fe: difficule ©

ble proportions, but such a disguise is ¢

her person

ures are often moi

compose in

believe

fer 10 mair

than having to impersonate someone else. Of course, thing

simpler if the Kindred borrows the face but doesn’t bother with
the personality

Syst
(diffic

characrer tries to impersonate someone, he must

m: The player ralls Manipulation + Performance

ty 7) to determine how well the disguise works. If the
et a goud look
at the subject before putting on the mask. The Storyteller may
raise the difficulty if the character catches only a glimpse. The
chart below lists the degre
apy

ofsuccess in manufacturing another

aran

roblems.
rshould know at least basic informarion about the
individual; especially difficult deceptions (fooling a lover or
close friend) require at least some familiarity with the target in

Actually posing as someone else carries its ow

The characte

order to succeed.
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The vampire ret

a fadle ax
While the disa

prised by a s

System

himself away, the clo:

ularly us

f Obfuscare

s Charisma

eller may cal

s 1o an envi

ofound is this va

+ Stealth; the diffic

chind an

ihove

» turns while her mind

shing

s Wi

nvisible, the vampire is

nceal
Ibfuscare

wishes,




* Suabow PrLay
Thisy

mitrol of darkness or shadow, i
the vampire's maniy

n see through the darkness they




me, though some modicum of concealment
is offered to a relatively motionless group

POWCE at any give

The unna

al appearance of this power pre
disconcerting to mortals and animals (and,
discretion, Kindred who have never seen it before). Whenever
this power is invoked within a mortal's vicinity, that individual

s extremely

the Storyteller's

must makea Courage roll (difficulty 8) or suffer a one-die penalty

roalldice pools for the remainder of the scene, due to fear of the

monstrous shadows.

*® Sinrounor NGt

The vampire can create a cloud of inky blackness. The
clowd completely obscures light and even sound o some extent
trapped within it (and survived) describe
as viscous and unnerving, This physical manifestation
lends credence tothe tales of those Lasombra who claim that the
¢ other than mere shadow.

Those who have bee

the clow

darkness is sometl

Kir

. though willing this requires complete

he tenehrous cloud may even move, if the crearin,

dred so wishe

concentration

System: The player rolls Manipulation + Occult (difficulry
7). Success on the roll generates darkness roughly 10 feet in
diamerer, though the amorg

wus cloud constantly shifts and

undulates, sometimes even extending shadowy tendrils, Each
additional suceess doubles the diameter of the cloud (though the

vampire may voluntarily reduce the are;

she wishes to cover)
The cloud may be invoked at adistance of up to 50y

5, though
creating darkness outside the vampire's line of sighr adds two to
the difficulty of the roll and requires a blood paint's expenditure.

The tarry mass actually e
(with the exception of fire),
indistin,

tinguishes light sources it engulfs
and muffles sounds to the poine of
hability. Those within the cloud lose all sense of

sight and feel as thou

hey've been immersed in pirch. Sound
lso warps and distores within the cloud. Even those possessed of
Heightened Senses or Eyes of the Beast suffer +2 difficuley

penalties for most actions. Additionally, being surrounded by

the Shroud of Night reduces Stamina-based dice pools by two
e, s the murk smorhers and agitates the victims (this effect
is not cumulative with Shadow Play). More than one unforiu-
nate mortal has “drowned” in darkness.

Mortals and animals surrounded by the Shroud of Night must
make Cou rolls pe

Shadow Play, above, or panic and flee

® % ARMSOF THE ABYSS

Refining his control over darkness, the Kindred can create
prehensile tentacles that emerge from parches of dim lighting
These tentacles may g

p, restrain and constrict foes.

System: The player sp
(never extended) Manipy

ndsn blood point and makes a simple
ation + Oceulr roll (difficulty 7); each
ation of asingle tentacle. Each tentacle issix
feet long and possesses Strength and Dexterity ratings equal to the
invokingvampire'sObtenebration Trait. If the vampire chooses, she
may spend a blood poine either to increase a single rentacle’s
Strength or Deexterity by one or to extend its length by six feet. Each

success enables the cn

tenta

le has four health levels (and is affected by fire and sunlighy
a

pire) and soaks bashingand lethal damage using the vampire
Stamina + Fortitude. Aggravared damage may not be soaked.

Tentacles may constrict foes, inflicting Strength +1 lethal damage
per turr. Breaking the grasp of a tentacle requires the victim 1o win
aresisted Strength roll against the tentacle (difficulty 6 for hoth).

Alltent

longas there are multiple p

les need not emanate from the same source — so

ches of suitable darkness, there are
sources for the Arms of the Abyss. Controlling the tentacles docs
not require complere concentration; if the Kindred 1s not inc
v
out other actions,

ited or in torpor, she may control tentacles while carrying

@888 B AcK METAMORPHOSIS

The Lasoi nd infuses
himself with it, becommg o monstrous hybrid of matter and
shadow. His body becomes mottled with spots of ren fee
ol wispy tentacles exerude from his torso and abdomen. Though
still humanoid, the Lasombra takes on an almost demonic appear-
nce, as the darkness within him bubbles w the surface.

bra calls upon his inner darkness

hrous sh

System: The player spends two blood points and makes a
Manipul rage roll (difficulty 7). Failure indicares the
vampire cannot undergo the Black Metamorphosis (though he

spends the blood points nonetheless); a botch inflicts two
unsoakable health levels of leth
darkness rava

While under the effects of the Black Met
vampire possesses four tentacles similar to those eve
Arms of the Abyss (though their Srrength and Dexterity ratings
are equal 1o the vampire’s own Artributes). These rentacles,
combined with the bands of darkness all over the Lasombra's
body, subtract two dice from the St
opponents physically touched in combat, for as long as the
vampire re ct with the victim, The vampire may
make anadditional attack without penalty by using the tentacles
(for a roral of two attacks, not one additional artack per ren-
tacle). Additionally, the vampire can sense his surroundings
fully even in pirch darkness

al damage on the
es his undead body.

impire, as

narphosis, the

vii

mina and saak dice pools of

1ains in conta

The vampire’s head and extremitics sometimes appear to
fade away into nothingness, while at other times they scem
swathed in otherworldly darkness. This, combined with the
wriggling tentacles writhing from his body, creates anunsettling
sight. Mortals, animals and other creatures not accustomed o
this sort of display must make Courage rolls (difficulty 8) or
succumb 1o a panic that amounts ro Rorschreck (though it is
inspired by the darkness rather than fire). Many Lasombra
cultivate thisdevilish aspect, and the Black Meramorphosis adds
three dice t the invoking Kindred's Intimidation dice pools.

®esee Tenenrous FOrRM

At this level, the Kindred's mastery of darkness is so
extensive that she may physically become it. Upon acrivation of
this power, the vampire becomes an inky, amoeboid patch of
shadow. Vampires in this form are practically invulnerable and
may slither through cracksand crevices. Inaddirion, the shadow-
vampire gains the ability to see in utter darkness

System: The transformation costs three blood points and

aceurs aver three wms. The vampire is immune to physical
attack while in the tencbrous form (though she still takes

aggravated damage from fire and sunlight), but may not herself

L Chinrmez Fou: Disarunes
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but the affected individual must keep spending points until he can

mger see the vampire (or, in the case of Summon, unal the

t wears off). The simplest way to deal with this is to tum
wd stop looking. Those who don’tunderstand that they're
with supematurz
mortals) seld

influences (as is the case with mast
nthink of this tactic, butit's a simple assumption for

clever vampires. Vampires three or more generations lower than

lder need only spend a single Willpower to ignore the
Presence for an entire seene and need not roll Willpower todo so.

The major drawback of Presence is that it controlsonly the
emotions. It causes others o fo certain way towand the
vampire, but does not give her outright control aver them
While people weigh strongly the orders +

clares, their minds are still their own. Suic

it the vampire de-

al or ndiculous

directives don't sound any more sensible just b

ause the person

iving them is ur

sually fascinating. Stll, inspired eloquence or

significant wealth used in combination with this Discipline can

ble the vampire to urge others along a desired course

ntrue clans

The Brujah, Followers of Set, Toreador and V

all adepr in this Discipline, The Ventrue are arguably the

most skilled with itsapplication, however, due n.rlmr ability to

use Presence and Dominate in efficient combination.

mplifies the sublime magnetism this Discipline gives
the vampire. Those near the vampire suddenly desire to be closer
ndare very receptive to her point of view. Awe s extremely
stters letle what is said — the
hearts of those affected lean toward the vampire's opinion. The
weak want toigree with her; even if the strang-willed resist, they

twher,

It

useful for mass commy

soon find themselves oumumbered. Awe tum @ chancy

deliberation intoa certain resolution in the vampire's favor almost
before her opponents know that the tide has rurned.

Despite the intensity of this attraction, those so smitten do not
lose their sense of self-preservation. Danger breaks the spell of
does Teaving the arca. These subject o Awe will
remember how they felt in the vampire's presence, however. This

fascination,

will influence their reactions should they ever encounter her again.
$

7). The number of successes rolled determines how many people

stem: The player rolls Charisma + Performance (difficuley

re affected, as noted on the chart below. If there are more people
present than the character can influence, Awe
lower Willpower scores first. The power stays in effect for the
remainder of the scene or until the charscter chooses to drop ir.

affects those with

1 success One person

Two people

3 successes Six people

4 successes 20 people

5 successes Everyone in the vampire's immed

cinity {an entire auditorium, a mob)

Thase affected can use Willpower points to overcome the
effect, but must ¢

ain in the s

tinue spending Willpower every turn for as
long as they rer
an individual spe

 area as the vampire. As soon as

dsa number of Willpower points equal to the

suceesses rolled, he shakes off the Awe completely and remains

unaftected for the rest of the scene.

®® Drean Gazt
e all Kindred can frighten others by physically rev

true vampiric natures — haring claws and fangs, glaring

with malevolence, hissing loudly with malice this power
nsanely ternifying levels. Dread €

nders unbearable terror in its victims, stupefying them into

focuses these elements

er

madness, immobility or reckless flight
mdividual will fall back from the v

Even the most stalwart

spire's hormific visage

System: The player rolls Charisma + Intimidation (difficulry
of the victim's Wits + Courage). Success indicares the victim is
cowed, while failu
the sight. Thre

neans the tanget is startled bur not terrified by

OF More Sk s he runs away in abject

fear; victims who have nowhere to run claw at the walls, hoping to

vway out rather than face the vampire. Moreover, each success
subtracts one from the target's

The character may attempt Dread Gaze once per
though she may alsaperform it as an extended action, adding her
successes in order to subjugate the target completely. One

ction dice pools next turn.

the

target loses enough dice that he cannot perform any action, he's
soshakenand terrified that he curlsup on the ground and weeps,
Failure during the extended action means the attempt falters
The character loses all her collected successes and can start over
next wm, while the vicrim may act normally again

A botch at any time indicates the target is not at all
impressed
— and remains im

— perhaps cven finding the vampire’s antics comical
une 1o any further uses of Presence by the

character for the rest of the story.

®® 8 ENTRANCEMENT

This power bends others' emotions, making them the
vampire’s willing servants. Due to what these individuals see as
nd endu

true devotion, they heed the vampire's every

desire. Since thisisdone willinglyout of love (albeita perversion

of it} instead of through sapping the subjects” wills, the

vants retain their creativity and individuality

While these obedient minions are more pleasant and spirited
than the mind-sl
unpredictable. Further, since Entrancement is of a temporary

awes created by Dominate, they're also somewhat

duration, dealing with a lapsed servant can be troublesome. A wise
Kindredeither disposes of those she entrances after they serve their
usefulness, or binds them more securely by a blood bond (made

much easier by the mini

's willingness to serve).

System: The player rolls Appearance + Empathy (difficulry
of the target's permanent Willpower); the number of successes
determines how long the subject is entranced (see the chart

below). The Storyteller may wish 1o make the roll inste:

since
1of her hold on the

the character is never certain of the strer
victim. The vampire may try to keep the subject under her thrall,
but ¢ frer the initial Entrancement wears off.
Attempting this power while Entrancement is already in
tion has no effect

n do so only

per

I success One hour
2 successes One day
3 successes One week

4 successes One month

3 successes One year

Chuarren Fous: Dscruas
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whao shake off the vam
her are shouted down by the many under her thrall, before the
immortal need even respond

re's potent mystique enough to oppose

Under Majesty's influence, hearts break, power trembles,
and the bold shake. Wise Kindred use this power with caution
against mortal and immortal alike. While Majesty can cow
influential politicians and venerable primogen, the vampire

2 50 docsn't come back to haunt her
later. After al, a dignitary brought low before others loses his
usefulness quickly, while a humili
plan revery

must be careful that doi

ed Kindred has centuries to

System: No roll is required on the part of the vampire, but
she must spend a Willpower point. A subject must make

Courage roll (diff

ity of the character's Charisma + Intimid

tion) if he wishes to be rude or simply contrary to the vampin

Success allows the individual ro act normally for the momenr,

although he feels the weight of the vampire's displeasure crush-
w2 chown on him. A subject who fails the roll abores his intended
action and even goes to absurd lengrhs to humble himself before
the vampire, no matter who else is warching. The effects of

Majesty last for one scene.

ProT1EAN

"his Discipline allows the vampire to manip

are his physi

cal form. Some Kindred view this power as a heighrened
mnection to the natural world, while
fication of tf kof C
develop this Discipline c
of wolves and bats,

sthers see it as a magni-

ne. Whatever its basis, vampires who
w bestial claw
sform into mist and meld into the earth

ume the forms

iy

ngr

Vampires can generally use other Disciplines while trans-
formed — Kindred in wolf form can sull read auras and
commumicate with other animals. However, there are some

may decide that the immortal
Afterall

¢ he has no eyes with which ro make

situations in which the Storyrelle

cannot

cacertain Discipl vampire in mist form

cannot use Dominate,

contact. The vampire's clothes and person
when he transforms, presumably

irems also change

hsorbed within his very sub
g
Protean 1s a very personal expression of undead power.

stance. Kindred cannot eransfigure large objects or other beings;
A vampire who b
within the 1

s been staked, thereby trapping his soul
I, cannot transform. Some Kindred claim
that truly powerful Gangrel — those who have mastered the
Ighest levels of Protean — can deny even this limutation.

cl el lays claim to this Discipline,
individual vampires have leamed some of Prot
these bestial Kindre

wtal ¢

n Gang

Ithough oths

s secrets from

® Eves OF THE BEAST
The vamnpi

sees perfectly well in pitch darkness, not
light source 1o notice details in even the darkest

basement or cave. The vai

requirin

ire's Beast is evident in his red

glowing eyes, a sight sure to disturb most mortals.

System: The character must declare his desire to call forth
the Eyes. No roll is nece sary, bur the cha

e requires a full turn
tocomplete. While manifesting the Eyes, the character suffers a
+1 difficulty to all Social rolls with mortals unless he takes steps
1o shield his eyes (sunglasses are the simplest solution)

A vampire without this power who is immersed in total
s
ler's option, ranged artacks, extended actionsand

darkness suffers difficulty penalties of +2 to perform mast

At the Storyte!

precision tasks (chose requiring more than one success to suc-

ceed) cannot be performed successfully at all.

*® FeraL CLaws

The vampire’s nails transform into long, bestial claws. These
talons are wickedly sharp, able ro rend flesh with ease and even
carve stone and metal with lirtle rrouble. The Beast is prominent
in the claws as well, making them fearsome weapons against other
immortals. It's mmored that some Gangrel have modified this
power 1o change their vampiric fangs into vicious tusks

System: The claws grow automarically in response to the
cter's desire, and can grow from both hands and feet. The
transformation requires the expenditure of a blood point and
takes a single tum to complete.

ch

The charcter attacks normally in combat, but the claws
inflict Strength + 1 aggravated damage. Other supemnaturals
cannot soak this dama

although a power such as |

E
may be used. Additionally, the difficulties of all climbing rol
reduced by two.

®e e EantHMeLn

One of the most prized powers the Gangrel possess, Earth
Meld enables the vampire to become one with the earth, The
immortal literally sinks into the hare ground, transmuting his
substance 1o bond with the carth.

Though a vampire ca
ground, he cannot move :
sible to meld into earth through another substance. Wood slats,
blacktop, evenartificial turfblocks Earth Meld's effectiven

1 ammerse himself fully into the

ound within it. Further, it is impos-

of course, it'sarelatively simple matter for a vampire at this level
of pow

g

w e

ws and rip apart enough of the flooring o
expase the raw soil beneath.
By interring himself in the ground, the vampire gains full

protection from daylight when outdoors, It is also the method of

choice for those Kindred whao wish to sleep away the centuries;

vampires lock themselves in the earth's embrace, gaining
h and power as they rest. Superstitious and paranaid
Kindred whisper that thousands of Ancients sleep within the
wund and will awake

on the night of Gehenna,

While so interred, the vampire is in a transitional state
between flesh and earth. His physical presence exists between
the physical world and the astral plane. As such, the vampire is

difficult to sense, even through supernatural means. However, a
distuption to the soil that the immortal occupies, or to his

wstral realm, returns him immediately to the
physical world (and w full wakefulness}, showering dirt outward
as his body displaces the soil

presence on the

System: No roll is necessary, although the character must
spend a blood point. Subsuming into the carth is automatic and
takesa turn to complete. The characrer falls into a state one step
above torpor during this time, sensing his surroundings only
distantly. The player must make a Humanity roll (difficulty 6)
for the character to rouse himself in response to ds

T PrOT Lo
his desired rime of emergence.

Cruartee Foug: Discrumes
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Vi Tre Masous

Since the character is in an in-between state, any attempts

tolocate him (catching his scent, scanning for hisaura, traveling
ar +2 difficulty. Astral individuals cannor

with a kind of

astrally) are ma
affect the vamp
nce as their hands pass throu

1 the material world encounters incredibly hard-packed

e directly, instead meeting
h him. Similarly

SPOTEY resist

digging
carth, virtually as dense s stone

Attempts at violence upon the submerged vampire from
cither side return him to his physical nature, expelling the soil

with which he bonded in a blinding spray (all Perception-hased
rolls are at +2 difficulty for the wm). The character himself
subrracts two from his initiative for the fist mrn after his
restoration, due 1o momentary disorientation. Once expelled

from the earth, the vampire may act normally
* 888 SaproFTHE BUaST

This endows the vamy
rransform into a wolf or bat. A Kindred char

e with the legendary ability 10

fin thisway isa

particularly imposing representative of the animal kingdom

uperior to normal animals, even ones possessed

by Subsume the Spirir. He rerains his own psyche and tempera
ment, but can still call upon the abilities of the beast form
increased senses for the wolf and flight for the bar

; tootheranimal forms
Africa, dholesin

mments.

exare reputed to chang

ack:

Some vamp
bettersuired to their environment —

even enormous rats in urban e

The character spends one blood point 1o assume
ransformation reguires three wms w

blood points reduces the time of

complete (spending addition.
nsformatic

1 by one wm per point spent, to a minimum of

one). The

ampire remains in his beast formuntil the next dawn,

unless he wishes to change back sooner. Clothing and small
personal possessions transform with the vampire

While in the anim

Discipline he passesses cxcept Necromancy, Serpentis

e v v use any

mpire

Thaumaturgy or Vicissitude. Furthermore, each form

character the abilities of that creature. Inw

reeth and claws inflict Strength + 1

runat do
reduced by two. In bat form, the vampire's Strengeh is reduced

m:
e speed, and the difficulties of all Perception rolls are

to 1, but he can fly atspeeds of up to 20 miles per hour, difficulties

ng-based Perception rolls are reduced by three, and
against lum are at +2 difficulty due to his small size.

The Storyteller may allow a vampire 10 assume a different
lish the natural abilities it

animal sk but should est

the character

*8 088 Mist Form
Thistruly unsettling power enables the vampire totum into

mist. His physical shape disperses into o hazy cloud, but one still

‘s will. He floats at a brisk pace

subject entirely ro the immort

and may slip under doors, through screens, down pipes and

hlow

through other riny openings. Although strong winds can
the vampire f
cannot disperse his mist shag

Some Kindred feel that

vampire's ultimate control over the material world, while o

om his chosen course, even hurricane-force winds

s power is an expression af the

174




Qurrtus

L

4




poison with a Stamina + Fortitude roll (difficulty 6); successes
chieved on the resistance roll subtract from the Assamite's

affect the target. The maximum number of blood
points an Assamite may convert at any one time equals her

successes

Stamina. The number of successes scored indicates the duration

of the Stamina |

I success One turn
2successes  One hour
Ysuccesses  One day
4successes  One month

Permanently (though Stamina may be bought

k up with experience)

5 successes

I a mortal’s Stamina falls to zero through use of Scorpion’s
Touch, she becomes terminally ill and loses immunity to dis-
cases, her body succumbing tosickness within the year unless she

somehow manages to increase her Stamina again. If a Kindred's

Stamina falls tozero, the

ampire cncers torpor and remains that
Kindred is
o Stamina, she may recover from
h mystical means.

way until one of her Stamina points returns. If 2
permanently reduced to =
torpor only throy

To afflict her targer with the poison, the Assamire must
touch her rarget’s flesh or hit that targer with something tha
carriesthe venom. Many Assamites lubricare theirw

rhe excretion, while others pool the toxin in their hands (or fleck
their lips with the poison, for a “kiss of death”) and press it to
their opponents, Weapons so envenomed must be of the melee
variety — arrows, sling stones, bullets and the like cannot carry
enoughof the stuff todo damage, and it drips off in flight. Players
whose Assamites wish to spit at their targets must make a
Stamina + Athletics roll (difficulty 6). No more than two blood
points’ worth of poison may be ex

cctorated, and a Kindred may
spit a distance of 10 feet for each point of Strength andfor

rence the character possesses. Assamites are immune to their

own poison, but not the blood-venom of other Assamites

ee e DaconsCALL

This terrible and recently rediscovered power allows an
Assamite to drown her target in his own blood. By concentrat-
ing, the Assamite bursts her target’s blood vessels and fills his
Jungs with vitac that proceeds to strangle him from within. The
blood actually constricts the targer's body from the inside :

floods through his system; thus, it works even on unbreathing

Kindred. Until the target collapses in agony or death throes, this
T

power has novisible effect, and many Assamit

it leaves no trace of th

preferit because

presence

System: The Assamite must touch her target prior to using
Dagon's Call. Within an hour thereafrer, the Assamite may issue
the call, though she need not be in the presence or even in the

line of sight of her targer

Invoking the power costs one Willpower point. The
i 1

's player makes a contested Si

amina roll against the

target’s Stamina; the difficulty of each roll is equal to the
opponent’s permancnt W

illpower score, The number of suc-
cesses the Assamite achieves is the amount of damage, in he
Jevels, the victim suffers. For an additional point of Willpower
spentinthe next turn, th

ssamite may continue using Dagon's

Call by engaging in another contested Stamina roll. Damage
is considered lethal. So long as the Assamire’s
er continues to spend Willpower, the character may con

tinue rending her opponent from within.

from Dagon's €
pla

seee Bar'sCARESS

The penultim:
iself), Baal's C:
into a virulent ichor that destroys any |

touches. In ni
s

e use ofblood :

aweapon (shortof diablerie
wress allows the Assamite totransmute her blood

ing or undead flesh it

ssamites led the charges of
cking their
ing: their weapons

hts of yore, when

acen legions, the Assassins were often seen |
les, slicing open the

h this foul secretion.

tongues and lubric

Baal's Caress may be used to avgment any bladed weapon;

everything from poisoned knives and swords to tainted fing

nails and claws has been reporte
System: Baal'sC e doneby
ren weapon, but that weapon inflicts ageravared damage
rather than normal. No roll is necessary to activate this power,
but ane blood point is consumed per hit.

ress does not increase the damag

a

‘or example, if an
Assamite poisons his knife and strikes his opponent (even if he
inflicts no damage), one blood point's worth of lubrication
disappears. For this reason, many Assamites choose to coat their
weapons with a significant quantity of blood. If the Assamite
misses, no tainted blood is consumed

seeee T aAgTEOF DEATH

A refinement of Ba th allows the
Assamite to spit caustic blood at her target. The blood coughed
forth with this power burns flesh and corrodes bone; some
ssamites have been reported to vomit volumine

al's Caress, Taste of De

s streams of

vitae that reduce their targets to heaps of sludge.
The vampire may spit up to 10 feet for each dot of
Strengrh andjor Potence he possesses. Hirting the target requires
a Stamina + Athletics roll (difficulty 6).
spewed at the target inflicts two dice of agars

System

ich blood point

vated damage, and
 per-turn

expenditure maximum) o the quantity of blood with which

there isno limit (other than the

mpire’s capacity o

target may be deluged.

SERPENTIS

Serpentis is the legacy of Ser, his
wllowers of Set carefully

it to his children. The
ard this Disciplines secrets, teach-
thy (almost

ing the reptilian art only to those they deem w
nnites fe
this Discipline, the way of the serpentand the tempter. Serpentis
can evoke an almost primordial fear in others, particularly those
who recall the tale of Eden. Afterall, hiss the Setites, the serpent
was an evil older than even Caine himself

® T e EvesoF THE SERPUNT

This power grants the Setite the legendary hypnotic ga
theserpent. The Setite's eyes become gold with large black irises,
and mortals in the characrer’s vicinity find themselves strangely
areracted to him. A mortal who meets the v:
g
mortal victim, the person is frozen in place.

neveroutsiders). Most € ar the Setites purely because of

ze of

iiling
is immobilized. Uneil the character takes his eyes off his

mpire’s b
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System: No roll
if the tal takes ca
Van
al.) can als
1 Willpowe
supernaturs
spell t not from fire

. b ical energ 3 's mouth widens
®® Tue TONGUE OF THE ASD 5

to fit her head th

s Appearance dropsto 1, and she is

System: The

ot notice if the vampire 1 in darkness or
she may dr L

I HE SKIN OF THE
By calling ups




possessions transform with the vampire; the vampire remains in
serpent form unul the next dawn, unless he desires to change back
sooner, The Storyteller may allow the Setite bonus dice on all
Perception rolls related to smell, but the difficulties for all hearing
rollsare increased by two. The cobra’s bite inflicts damags
's,but the vampire does ot need tograpple his
furthermore, the poison delivered is fatal ro mortals.

®®e e Tyir HEART OF DARKNESS

The Setite with mastery of Serpentis may pull her heart
from her body. She can even use this ability on other Cainites,
although this requires several hours of gruesome surgery. Only
the new moon, the

the vampir

sible moon, may grant this power success
If performed under any other moon, the rite fails. Upon remov-
ing her heart, the Setite places it in a small clay um, and then
carefully hides or buries the urn. She cannot be staked by

ny
woed that pierces her breast, and finds it easier to resist frenzy.
The heart 1s the sear of emotion, after al
of all rolls to resist frenzy are rwo lower.

, and so the difficulties

Setites are careful to keep their he:
someone s

rts safe from danger. If
zesher hear, the Serire s complerelyat that person's
mercy. The Setite heart can be destroyed only by casting it into
a fire or exposing it to sunlight. If this happens, however, the
Setite dies where she stands, boiling away into

3 blistering heap
kened bone. Plunging a wooden stake into an
exposed heart drives the Setite into instant torpor.

A Setire may carry her heart with her, or ha
hearts buried indifferent places. A Setite often avoids herheart's
hiding place, to deter discovery. Thase wise in Setite lore
whisper that the corrupt elders of the clan often hold their
underlings’ hearts, the better to control the errant hatchlings.

h and bl

e several false

System: This power requires no roll. Those who witness a
Setite pull his heart from his breast (or cut the heart from another
vampire) must ma

« Courage ralls. Failure indicates anything from
vulsion, posibly even Rotschreck.

THAUMATURGY

The Discipline of Tha
and other sorcerous art

strong uneasiness to comple

aturgy encompasses blood magic

Thaumarurgy s the unique possession

of the Tremere and one of its most jealously guarded secrets.

Certain Kindred rumors even speak of mystic cabals of Tremere
that hy those thaumaturges who are not members of the
Warlocks’ clan

at dow

Clan Tremere created this Discipline by combining mortal
rdry with the power of vampiric vitae. Though irs existence
is not widely known by mortal mages and wizands, it is seen asa
disreputable aberration of true magick by those familiar with it

w

Thaum:

rgy is a versatile and powerful Discipline. Like
Necromancy, its practice is divided into two parts: paths and
rituals. Thaumarurgical paths are applications of the

ampire's
knowledge of blood magic, allowing her to create effects at her

whim. Rituals are more formulaic in nature, most akin to the

spells” of bygone nights. Because so many

ancient magical
different paths and rituals are available to the arcane Tremere,
one never knows what to expect when confronted with a
prac wer of this Discipline.

When a character first learns Thaumaturgy, the player
sclects a path for the character. Tt
character's primary path, and she
init, as well as one Level One ritual. There
character increases her level in Thaumaturgy, het score in the
primary path increases by one as well. Ri re learned
1 story; players need not pay experience

path is considered the

s pi utomatically receiv ot

ne

frer, whenever the

separately, as part of
points for their characters to learn rituals, though they must find

someone to teach the rituals in question.

Path ratings never exceed |
Thaumaturgy score may (higher le
covered in future products). Ifacharactern
primary path and incre
may allocate her “fr

Five, though the overall

cls of Disciplines will be
hesLevel Fi
ses her Thaumarurgy score afterward, she
path dot o adifferent path. Thaumaturges
may create their own paths (through player and Storyreller cal-
laboration) once they achieve the sixth level of Thaumatungy.
Many the Discipline of Thaumaturgy.
very potent and mutable Discipline, and almost anything
the Kindred wishes may be accomplished through its magic.

e inher

campires (wisely) fe

Itis

THAUMATURGICAL PDATHS

Paths define the types of magic a vampire can perform. A
vampire typically learns his primary path from his sre, though it
is not unknown for some vampires to study under many different
tutors and learn all their secrers

As mentioned before, the first parh a character learns is
the

hs may

considered her primary path and incr
cteradvances in the Discipline itsel

ases automatically 2
f. Secon,
acter has acquired rwo ¢
her primary path, and they must be ra
experience points. Furthermore, a cb
primary path must always be at least one dot higher than any of
her secondary paths until she has 1 iy parh
ifth level of her
sed to that level.

ch

be leamed once the ct dots in

sed separately with

acter's rating in her

stered her prin
Once the character has achieved mastery of the

primary path, secondary paths may be incre:

Each time the character invokes one of the powers
Thaumaturgical path, the th

blood
the power's

smaturge’s player Wl

st spet

point and make a Willpower roll against a difficulty
level +3.Onlyone successisrequired winvokea path'seffect— path
s, not successes, govern the power of blood magic. Failure on this
roll indicates that the blood magic fails, wi
the character loses a
Thaumaturgy is not

level

ile a botch signifies that
rmanent Willpower point. Obviously,
art in which one merely “dabbles.”

The PatHOFBLOOD

Almost every Tremere studies the Path of Blood as her
primary path. It enc
principles of Thaumaturgy, hased asit is on the my
Kindred vitae. If a player wishes to select

mpasses some of the most fundamental

ipulation of

the

path as her
character's primary path, she'd better have agood reason (though

choasing a different path is by no means unheard of)

® ATasterorBroon

This power was developed asameans of testing a foe's might

mes

early nights
he blood of his subject, the
thaumaturge may determine how much vitae remains in the

—an extremely important ability in the tumulruou
of Clan Tremere. By merely tasting

Vamse: Tt Masquenane
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MOVEMENT OF THE MIND

This path gives the thaumaturge the ability to move objects
telekinerically through the mystic power of blood. At higher
levels, even flight is possible (but be ¢

areful wha sees you...)
Obyects under the character’s control may be manipulated as if
she held them — they may be lifted, spun, juggled or even
“thrown,” though creating enough force toinflict actual
requires mastery of the fourth level or greater. Some th
skilled in this path even use it 1o guard their havens, animating

swords,

damage
umaturges

axes and firearms to ward off intruders.

This path
people are quite put off when the pages of a hook rurm by
rhemselves!

y frighten and disconcert onlookers. Many

System: The number of successes indicates the du

the thauma

aion of
ct). Each
nipulation, though the Kindred
ntain control after this time by making a new
I ot spend additional blood 1o maintain control)

urge's control over the abject (or subj

success allows one wrn of n
may attempt tor
roll (she ne
I the ained. If a thaumaturg,
Lo nd later manipul.
again, her player must spend another blood point
attempt is being m

oll is successful, control is main
s or relaxes control

ver an object

s it

a new

le

If this power is used to manipulate a living being, the subject
fmay attempt to resist. In this case, the thaumaturge and the
subject make opposed Willpower rolls each tum the control is
exercised

Like The Lure of Flames, individual power levels are not
provided for this path — consult the chart below to see how
much weight a thaumaturge may control. Once a Kindred
reaches Level Three, she may levitate herself and “fly” at
approximately nimning speed, no matter how much she weighs,
though the weight restrictions apply if she manipulates other
objects orsubjects. Once a Kindred achieves Level Four, she may

“throw" objects at a Strength equal to her level of mastery.
. One pound

. 20 pounds

L 200 pounds

sese 500 pounds

sesas

1000 pounds
Tue Patior CONJURIN

Invoking objects “out of thinair” has beenastaple of occult
and supernatural legend since long before the rise of th
This Thaumaturgical ¢
ited only by the

Tremere.

th enables powerful conjurations lim-

wl of the practitioner.
Objects summoned via this path bear two distinct charac-
They are uniformly “generic” in that each object
summoned, if summoned again, would look exacrly as it did
first. For example, a knife would be precisely the

teristics.

me knife if
created twice; the two would be indistinguishable. Evena specific
knife — the one a character'’s father used to threaten her —
would appear identical every time it was conjured. A rat would

have repeated “tiled” patterns over its fur, and a garbage can

would have the exact same fluted texture over its surface.
Additionally, conjured objects bear no flaws: Weapons have no

dents or scratches, tools have no distinguishing marks,
computers have

atureless

asings.

The limit on the size of conjured abjects appears to be that
of the conjurer; nothing larger than the thaumaturge can be
ed. The conjurer must also have some degree of familiarity
with the object he wishes to call forth. Simply working from a
picture or imagination calls for a higher difficulty, while objects
with which the character is intimately familiar (suchas the knife
described above) may actually lower the difficulty, at the
Storyteller's discretion

amil

When a player rolls to conjure something, the successes
ained on the roll indicate the quality of the su
One success yields a shoddy, imperfect creation, wk

successes garner the th

ned object

smaturge a nearly perfect replica.

® SUMMON THU SIMpL
At this leve
inanimate obj

Form
of mastery, the conjurer may create simple,
15, The object cannot have

and may not be made of multiple materials.

conjurer may summon a steel baron, a lead pipe, a wooden sta
or a chunk of granite.

System: Each turn rhe conjurer wishes to ke
object in existence, another Willpower poin
or the ohject vanishes.

ust be spent

®® DERMANENCY
Atth

costs t

level, the conjurer nolonger needs to pay Willpower
n abject inexistence. The object is, as this level's

keey
name suggests, permanent, thoughsimple objectsarestill all thay
may be created

System: The player must invest three blood points in an
object to make it real
88 N AGIC OF THE SMITH

The Kindred v

compone

now conjure complex abjects of multiple
ample, the thaumaturge
ws or cellular phones.

System: Objects creared via Magic of the Smith are perma-
nent items and cost five bload points to conjure. Particularly
complex iems ofen require a Knowledge roll (Crafes, Science,
etc.) in addition to the basic roll

wsandwith moving pares. Fore:

can create guns, bicycles, chains

888 Rivirst CONJURATION
This power allows the conjurer o

hanish” into nonexist-
ence any object previously called forth via this path.

em: This isan extended success roll. The conjurer must
any successes as the or
ting the object in question
sssse NowerrR OVERLI
This power cannot create true life, though it can summon forth

nal caster received

some truly impressive simulacra, Creatures (and people) summoned
t on their own, instead

instructions of their conj

with this power lack the free will 1o

mindlessly following the simpl
System: The player spends 10 bload paints. Imperfect and

impermanent, creatures summoned via this path are too com-

er.

plex toexist for lony

Within a week after their conjuration, the

simulacra vanish inta insubstanniality

Cuarmr Fous: Dsceunis




HAaNDSOFDESTRUCTION

This Path is practiced almost exclusively by the
thaumaturges of the Sabbat. Though it is not widely se
outside that sect, a few Camarilla Tremere have mar

n
ed to
of this path aver the centuries. The Hands
of Destrucrion has an inf:

learn the secre

mous history, and some Tremere

refuse to practice it due to rumors thar it is demonic in origin

Brutal
offensive capabilities not found in other, less martial paths. It

ud painful, this path provides thaumaturges with

embodics the violent nature of its Sabbar wielders, existing
solely to cause entropy and decay.

® Decay

This power accelerates the decrepirtude of its target, caus-
ing it to wither, rot or otherwise break down. The rarger must
ke

nanimate, though dead organic matter can be affected.

System: If the roll is successful, the inanimate obj
touched by the thaumaturge ages 10 y

rs for e

ery minute
the Kindred touches it If the vampire breaks physical contact
I wishes to age the ok
be sy

bjcct again, anorher blood point must
w and another roll must be made

8 Grnart Woon

This power warps and bends wooden objects. Though

the wood is otherwise undamaged, this power often leaves the
y useless. This power may also be used to

swell or contract wood, in addition to bending it into un-

objects completel

wholesome shapes. Unlike other pawers of this path, Gnarl
Wood requires mer

aglance rather than physical contact
fry pounds of visible wood may be gnarled for cach
it spent on this power (the thaumarurge may expend as
much blood as she likes on this power, up to her per-tum geners

System:
blood poi

tional maximum). Itisalso possible to warp multiple visible objects
| the stakes an opposing team of vampire-hunters wields
eee AcmicToucH

The thaumaturge secretes a bilious, acidic fluid from any

— like

portion of his body. The viscous acid corrodes meral, destroys
wood and causes horrendous chemical burns to living tissue

System: The player spends blood to create the acid —
the blood literally transmutesinto the volatile secretion. One
bload point creates enough acid to burn through a quarter-
inch of steel plate or three inches of woodl. The damage from
an 4

cid-augmented hand-ro-hand attack is aggravated and

costs one blood point per turn to use. A thaumaturge is

immune to her own acidic touch.
e 00 ATROpHY

This power withers a victim's limb, leaving only a desic-
cated, almost mummified husk of bone and skin. The effect
instantaneous; in mortals, they

re also ireversible.

System: The victim may resist the effects of Atrophy by
Stamina + Athletics roll

(difficulty 8). Failure means the limb is permanently and

scoring three or more successes ¢

completely crippled. Partial resistance is possible: One suc-

cess indicates that difficulties involving the use of the

rm

nent with

increase by two, though these effects are seill pen
regard o mortals. Two successes signify that difficulties
increase by one. Vampires afflicted by this power may spend
five blood points ta rejuvenate atrophied limbs. Mortals are
permanently crippled. This power affects only limbs (arms
and legs); it does not work on victims' heads, torsos, etc
eeses TurnTOoDUSI

Thisfearsome poweraccelerates decrepitudein its victims.
Morrals lirerally crumble to dust ar the mere touch of a skille:
thaumaturge, aged beyond death and into purref

tion,

System: Each success on the roll ages the victim by 10
years. A potential victim may resist with a Stamina + Courage
roll {difficulty 8), but must accumulare more successes than the

thaumaturge’s activation roll — it's an all-or-nothing affair. If

thevictim succeeds, he does notagearall. Ifhe does notacquire
more successes than the thaumarurge, he ages the full amount.
Obviously, this power, while it affects vampires no detri-
mental effect on them (they're immortal). At most, a Ki
victim withers slightly (-1 to Appearance) for one night.

Rirruars

Ritualsare Thaumaturgical formulas, meticulously researched
nd prepared, that create powerful magical effects. Ritualsare less
versanle than parhs, as their effects are singular and straightfor-

ward, but they are better suited toward specific ends.

Il thaumaturges have the ability to use rituals, though each
individual ritual must be leamed separately. By acquainting
herselfwith the ,the thaumarurge
gains the capacity to manipulate these focused effects.

reane practice of blood

Thaumaturgical rituals are rated from | to 5, each level
corresponding to both the level of mastery of Thaumaturgy

the would-be caster must possess and the relative powerof the

ritual irself. Unless stated otherwise, a ritual requires five
minutes per level to cast. For example, Andreas the Tremere
wishes to cast Ward Versus Ghouls, a Level Two Ri
Invoking this ritual requires 10 minutes, and Andreas must
know Thaumaturgy at 2 or greater,

ting rituals requires a successful Intelligence + Oc-
cult roll, for which the difficulty equals 3 + the level of the
ritual (maximum 9). Only one success is required for a ritual
to work, though certain spells may require

ore successes o
have variable effects

ed on how well the caster’s roll goes.
This uncertainty of effect is a recent development; Tremere
rituals formerly worked infallibly, so long as the caster ex-
ecuted them successtully. Many thaumaturges fear that the
movements of awakening Antediluvians have caused imbal

als more
precarious than in previous nights. Should a roll to acti

ance in the flow of magic, making the success of ri

e
a ritual fail, the Storyteller is encouraged to create st
Y
ta later time.

nge

occurrences or side effects, or even make i that the

ritual was successful, only to reveal its failure

botched ritual roll may even indicate a catastrophic failure

or summon an ill-tempered demon...

Vanres: Toe Masquerans
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to work

Common e 1enLs ir

nialitems, feathers, eye of

rical co ents fc

for an entire st

At the first level of

matically gains a singl

aty

where from 4

months or years (Leve

€Ven Centuries.

unknown, but their effe

DEFENSEOF THE S

area with

darkness blan

it bay. Sunlight reflects

draws sigils

Tremere stay in th

Systen
during which
inscribes glyphs. One bl

to work

WarewitHEven
This ritual allows

CITCUMSEANCES ATise

feathers to be spread

wishes to sleep.

interruption o the ces

fore the Tremere sett

By enacting this ri
her sire, speaking teleg

The communic

nm

until either

possess an item ¢

Rituals sometimes requi

Warlocks have studied individual rituals for

Lever OneRITUALS

ts the arc

windows and doors, and

System: This rirual «

CoMMUnNICATE WiTH KINDRED SIR

wned by her sire for the ritual r

vecial ingredients orre

wre noted in each ritual’s description,

1clude her

remo
f newr, t ie of road, ete. Acquining
ra powerful ritual may form the basis

Thaumaturgy, the vampire

Level One ritual. To le
must find someone o

Hl'||\ i take an

hts (Level One ritual) o

Five ritual), Some

what these riru

ACRED HAVEN

ht from enter
An

vis ritual’s casting,
1, ke
off winde

ically fails
The caster

1 the ritual last as th
1e 20-foor radius

our 1o
ge recites incantati

1 point is required for this

ING's FRESHNESS

1 Tremere ro awaken at any

face the problem. This ritual requires the ashes of

ing the day. If any potentially harmful
Tremere immediately rises, ready to

burned

wer the area in which the Kindred

be perdformed imme

e il casting renders

the Tremere awakens a

r, the penalry takes effect,
risens and will be able «
rual, a Tremere may join min

i

athically with him over a

1y continue | the ritu

mversation. The cast

sseroll, rome or f\
\i

o slumber for the day

imit rule for the first rwo

agents

o

it

sign of

wddress

s with

expires or

wark
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System: The caster must meditare for 30 minutes to

create the connection. Conversation may be maintained for

10 minutes per success on the ion roll

CLiv

DeEEcTionor Woonen Doom
This ritual protects the Tremere from being staked, whether

sting or active. While this ritual is in effect, the

or noi she s r
first stake that would pierce the Tremere's heart disintegrates in
the attacker’s hand. A stake merely held near the Tremere is
unaffected; for this ritual ro work, the stake mustactively be used
inan attempi to impale the

impire

System: The thaumaturge muse surround herselfwith a circle
ofwood for afull hour. Any wood will work: furniture, swdust, rnw
timber, ' x 4's, whatever. The circle must remain unbroken,
however. At the end of the hour, the vampire places 4 wooden
splinter under |
nulified. This rir

r tongue. If this splinter is removed, the ritual is
il lasts uniil the following dawn or dusk.

Devie sTon
The Tremere use this ritual to place curses upon mortals who
il marks an individual invisibly,

eamn their ire. Using this rit

causing all those who come in contact with him to receive him
poorly. The mortal is treated as the most loathsome individual
and allwho deal with him doanything in their power
o make him miserable. Even bums spit at an afflicted individual,
and children taunt him and barrage him with v

coneeivab

lganitics.
System: The effects of this ritual kst one night, disappea;
ing as the su

nises. The mortal (it doesn’t work on vampires)
nt when the ritual is invoked,

must be pres rda penny must be

n (in a pocket, shoe, etc.)

placed somewhere on his per

Lever Two Rrtuars

Wanrn Versus Grour s
Wary Tremere cr
from the mini

ated this ritual to protect thems
I, i
Tremere creates aglyph that causes great pain to any ghouls who
come in contact with it. The Kindred |

is of vengeful rivals. By invoking this ritus

urs a point’s worth of
blood over the object he wishes to ward (a piece of parchmen

ntation, which
nd

nany ghoul unfortunare enough

sin, a doorknob, ete.), and recites the inc
takes 10 minures. |
will inflict excruciating pain
0 touch the warded object

10hours, the mayical ward is complet

System: Ghouls who touch warded objects suffer three dice
Mhis dam

of lethal damage. we occurs again if the ghoul touches
the object further; indeed, a ghoul who consci

touch a warded ohject must s

wsly wishes ro

end a point of Willpower to doso
This ritual wards only one object — if inscribed on the side
ard affects only thar door or fender, not the whole
y be placed on weapons, even bullets, though this
ally works best on small-caliber weapons. Bullets often warp

of acar, the w
car. Wards

upon firing, however, and for a ward to remain intact on a fired

round, the player needs five successes on the Firearms roll

Principar Focusor Virae InFusion
This r

Wl imbues a quantity of blood within the object
upon which the ritual is cast. The object must be small enough
for the vampire to carry in both hands, and it may be as small as

a dime. After the ritual is conducred, the object takes on a
reddish hue and becomes slick to the ouch. At a mental

se the object from its

command, the t}

aumaturge
sing it to hreak down into a pool of blood. This
blood may serve whatever purpose the vi

enchantment, ca

pire desires; many

remere wear enchanted baubles toensure they have emergency
supplies of vitae

System: An object may store only one blood point of vitae
Ifa Kindred wishes to make an infused focus for an ally, she may
doso, but the blood contained within must be herown (and if the
ally then drinks the blood, he is one step closer to the blood
bond). The ally must be present at the creation of the focus

Lever Turee Rituars

INCORDOREAL Passacr

Use of this ritual allows the thaum e herself

insubstantial. The caster becomes complerely immaterial and
thus is able 1o walk thro

igh walls, pass through closed doors,
lso becomes invulnerable 1o
. The ¢
follow a straight path through any physical objects, and may n
draw hack. Thus, a Kindred may walk through a solid wall, but
may not walk down through the earth (as it would be impossible
to reach the other side before the ritual lapsed)
requires that the caster carry a shard from a shattered mirre
hold her image as she moves insubstantially

escape manacles, erc. The caster

physical attacks for the duration of the ritu; ter must

This ritual

System: This ritual lasts a number of hours equal to the
number of successes scored on a Wits + Survival roll (difficulty
6). The thaumaturge may prematurely end the ritu:
herincorporeality) by turning the mirror shard away so tha

(and, thus,

itna
longer reflects her image.
Pavisor Four Presesce

The Tremere joke privately that this is their “ritual for the

true.” Kindred who invoke the Presence Discipline on the
ual find ¢

subject of this

effects of their Discipline reversed,
15 if they had used the power on themselves. For example, a
vampireusing Presence to instill utter fear ina Kindred under the
influence of this ritual feels the fear herself. This ritual 1s an
and the Warlocks main
tain that its use is unknown outside their chn. The m:
component for this ritual 1s 4 length of blue silk, which must be
worn around the neck of the person protected by the magi

unbroken secret among the

ical

irisenacted

System: This ritual lasts until the sunrise af
Naore thar the Presence Discipline power must
before being reversed by the ritual.

wrually succeed

Lever Four Rrtuar

BonvorLivs
This ri

| enchants a mortal bone so thar anyone wha
holds it must tell the truth. The bone inquestion is often a skull,

though any part of the skeleton will do

some Tremere use

finger joines or wands fashiane
from ribsor arms. The bone grows blackeras itcompelsits holder
wtell the truth, until it has turned completely cbony and has no
magic left

strings of teeth, necklaces

Vawpss: T Masquerant
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whartever
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VICISSITUDE

Notg

ual binds the spi
nged in lifes it is th
1al liar. The spiri

1 Five Rituai

itual creates an unbreakable agreement berween the

shouls and
power are permary

heal the effe
wounds. Natural

is rirual rakes three nig
mpelled to fu

wieldercanalway

se less skilled are

skin conrac

ce skilled in Vicissituds




® MALLEABLE VISAGH
§ this &

® 8 F1 ESHORAFT

This power




System: The
Crafts roll (difficulties as above). Bonecraft may be used without

ampire’s player makes a Strength + Body

Each

the flesh-shaping arts, as an offensive weapon. ess
scored on the Strength + Body Crafts roll (difficulty 7) inflicts
one health level of lethal damage on the victim, as his bones rip,

puncture and slice their way out of his skin.

The vampire may utilize this power (on herselfor others) to

form spikes or talons of bone, either on the knuckles as an

offensive weapon or all over the body as defensive “quills.” If
Ith
damage (the vampire's comes from having the very
p bone pierce throug oesn't
come cheaply). In the ¢ mber
of health le
botch kills the subject or sends the vampire into torpor). These
health levels may be healed normally. Knuckle spikes inflict
Strength +1 lethal damage, while defensive quills inflicta hand-
ro-hand attacker's Strength in lethal dam

bone spikes are used, the vampire o victim takes one hea
levelof lethy

1 his skin — this weaponry

of quills, the subject takes a r

els equal to five minus the number of successes (a

ige unless the artacker
scores three or more successes on the attack roll (the defender
still takes damage normally). Quil able the vampi
subject to add two to all damage inflicted via holds,
clinches or tackles

50 e

o

altere

Avampire whoscores five or more successes on the Strength

+ Body Crafts roll may cause a rival vampire’s rib cage to curve

inward and pierce the heart. While this does not send a vampire

into torpor, it does cause the

ected vampire to lose half his
blood points, as the seat of his vitae ruptures in a shower of gore
®eee Horrin ForMm

The

imisce use this power to become hid

s mon-
sters; naturally, this provides great advantages in combat
The vampire's stature incre.
sickly greenish-gray or grayish-black chitin; the
e apelike and ropy, tipped with ragged black

es to a full eight feet; the skin

becomes

s beco

nails; and the face warps into something out of a nightmare

A row of spines sprouts from the vertebe nd the external

carapace exudes a foul-smelling gr

System: The Horrid Form costs two blood points toawaken,
All Physical Actributes (Strength, Dexterity, Stamina) increase
by three, butall Social Attributes drop tozero, save whendealing
with others also in Homd mpire in Hornd
Formwho s trying to ntimidate someone may substitute Strength
for a Social Attribute! Damage inflicted in brawling combat
increases by one

orm. However, a va

e o the jagged ridges and bony knobs cre:

the creature’s hands.
®®888BLOONFORM
A vampire with this power can physically transform all or

part of her body into sentient vitae. This blood is in all respects
identical to the v

pire’s normal vitae; she can use it to nourish

herself or others, cre:

ghoulsor establish blood bonds. 1fall this
sFinal

blood is imbik
Dearh.

dor otherwise destrayed, t

mpire m

System: The

she deems fit. Each leg can turn into two blood points worth of

rransform all or part of herself as

mpire mi

vitae, as can the torso; each arm, the head and the abdomen
convert toone blood point. The blood can be reconverted tothe
body part, pravided it is in contact with the vampire. Ifthe blood
has been util

-3

ordestrayed, the vampire must spend a number
ofblood points equal to what was originally created to regrow the
missing hody part.

A vampire entirely in this form may not be staked, cut,
bludgeoned or pierced, but can be bumed or exposed ro the sun.
The vampire may ooze along, drip up walls and flow through the
narrowest cracks, as though she were in Tenebrous Form (p. 169).

Mental Disciplines
vocal utte

y beused, provided no eye conta

ctor

nce is necessary — and if a vampire in this form

“washes” over a mortal or animal, that mortal must maks

G

urage roll (difficulty 8) or fly into a panic.
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SO (o-(na o AFAN, and LM Sons (& do fhe exact”
Saule Fhng (& 4ol bnd LM Soing (& Lee) doing (L evexy
niSht Wil T get poed, ex-witil the pishe) fell=me

L time. BATOf (& (eave fhe cdly, D ((<ina ewf and L[
BUL qon g fo get-hel), and D((-Sind owrand D &l
4o Yowr cheice s— new oxc (afec.™

Lise sparpleed ans fiied fe stand. Laly, Janelle slajed
hexPack dewk, (nle the SWTeX fheh stefehed and =(id
dewn, &5 fhe cax’s heed. " Tewexew. Swdews. Lf7=a
dare,” she (ved, and walked Wrhnied(y away-Soem,
the [iSht:



The only reas

storytelling game like

to have rules in a

ame, espy
Vampire, s to more or less
playing field. The Storyteller can adjudicate most th
fampire game, decidingon her own whether

t the charac
ters accomplish the actions they atrempt. But truly unb
rulings ne

some sort of standard or precedent, just so every

body knows that everyone's getting the same treatment

Hence, rules.

v et things done, bur
these rulescan have countless permutations in the context
me. This chapter covers the very |

mpire uses only a few basic rules to

ics, such as rollin
more specific, detail-oriented rules can be found throy
book. Don't worry

hout masterir

learn these baste rules first

come naturally.

Time
Over the course of the game, time is presumed to

tollows Mand;
month, and soon. However, there's noneed to re
wway. There

would in the normal world

Tues:
al

every second tickir

the speeds at which “game” time and real tim

pass. Over afour
1, aweek, month o even year might pass in the

E T
out acombat turn by turn, taking it in three-second increments,
or you can let months pass away in a few minutes of real time
¢ of time without players taking
lowntime

any real actions is

s learni

: to use this lirtle trick can help the

me immensely. )

To help maintain a

nse of the passage of time without

resorting to tedious charts and the like, Vampire uses six hasic
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* Turn — The amount of time you need o take
simple action

fairly

this can rar nds 1o

three minutes, depending on the pace of the current scene

. Sce

e — Like the basic division of plays and movies, a
takes
This could be the storming of a
Tremere chantry, or a moonlit conve

scenc is a compact period of action and interaction thi

1 single location.

fon on a park bench,

There are exactly as many rums in a scene as the scene requires

there might not even be any turns if the scene consists of
e but dialog

® Chapter — An independent part
alway

e and character interaction

1 story, virtually
mber of
scenes interconnected by downtime (see below); essentially,

ayed out in one game session. [t consists of an

like a chapter in a novel or an act in a play

* Story — A full tale, complete with intraduction, rising

action and climax. Some stories can

ake several chapters to
complete; others can be finished in one

* Chronicle — A series of stories connected by the charac
n
common theme or overarching ple

ters themselves and their ong

possibly even by a

narrative

* Downtime

Time that is “glossed over” with descrip
tion rather than played out tum by turn or scene by scene. If the

Storyreller

ys, “You wait in the foyer for four hours before the

prince’s ghoul summons you,” rather than actually

characters play out their wait, the
invoking downtime. Dowr

ler is consid

toryt

lows trivial or tedious passages

ckly

of time to be played throw
ACTIONS

Over the course of your character will do many

things. Some of these tasks are considered actions, while others
aren't. Speeches and ¢ ren't considered action:
such— but just about everything else, from throwing a punch at




your sire to trying to decipher a code, is probably an action. One
action typically takes one tum (see above) of game time 1o
complete.

It's easy encugh to artempt an action — just rell the
1o and how she plans
he street ot loading
th 1o be considered
automatically successful. However, if you're trying to cross a
trucks, or trying to reload
while your're hanging from a fire escape by ane hand, theres a
*sreasonable doubr whether
an action will succeed or not, you may have to roll dice to
det

sryteller what your character's trying te

bout it. And most actions — crossir

g
1 piste

for instance — are easy enoy

four-lane highway full of speedir

chanceyoumight fail. So when the

ne the results,

Rorrinc Dice

Although the Storyreller is within perfect rights to declare
whether a given actior
.
Th

pocket”

succeeds or fails (usually for dramaric

poses), in many cases chance enters into the equation.
ore, Vampire uses a simple, portable form of “chance ina

dice. To be specific, Vampire uses 10-sided dice; you
can find these in any game store or even many bookstores. The
Storyreller may need quite a few; players need plenty as well, but
can share among themselves. Ten dice are all that a beginning
character will need at a given time.

me of an action is indoubt
r the Storyreller thinks there’s a chance your character might

Yourolldice whenever the oute

fail. Yourcharacter's strengths and weaknesses affect the number
ce you roll, and thus direetly affect your chances of success

RATINGS

Although your character's personality is limired only by
your imagination, his capabilities are d
of his in

fined by his
nd learned aptitudes and abilities

e

described by arating of 1 1o 5;
whilea 5 st
Trail

1 ina Trait is barely competent
human achievement. Most peaple’s
14 ina Trait indicates an exceptic
rly incomparable — among humans, at

pinnacle

range from | 1o 3,
while a 5 is ne:

persal

any rate. Think of this as similar to the “star” rating system of

REFLERIVES
Not everything that your character actually does
countsasan action. For instance, spending a blood point

to increase an Arrribure is considered ro take less than a

second of game time — no dice are rolled, and your
character can do this while doing

ymething else. Sucl

action” iscalled aveflexive — in essence, a feat that

doesn’t require taking an action to accomplish.

Reflexives include such activiries as spending blood
. making a
Virtue check, or activating Celenity to take extra actions

points to increase Attributes, soaking damage

Theyaren'tconsidered actionsin any real way — youdon't

e while
you're firing a gun, for example. Of course, you still hav

have tosubtract from your dice poo! to soak dam;

be conscious to perform many reflexives, but they don't get
in the way of anything else you want to do in a tum.

movies and restaurants — a | is harely passable while a 5 is
ro in a Trait — this usually
represents a skill that the character never learned, but some

superh. Its also possible to have a

exceptions (such as the hideous Nosferatu's lack of an Appe
ce Trait) do occur.

x Abysmal

. Poor

. Average

wee Good

Exceprional

Superb
Whenever you roll dice, yourollone die for every dot in the
Trait; for instance, if your character is trying to find
nd he has three dots in Perception, you would roll
three dice. However, you almost never simply roll the number of
dice you have inan Attribute; raw potential is modified by skill,
after all. The most common rolls in the game in:
dice gained from an Attribute (p. 115) to the dice
an Ability (p. 119)

For instance, if Veronica were trying to find a spe
a cluttered clerk’s office, the Storyteller might hav
Lynn roll Perception + Finance —

Appropriate

something

ic file in

1 player
n Attribute plusan Ability.

In this case, Lynn would rake

wodice for Veronica's Perception

of 2, plus as many dice as she had in Finance; Veronica has

Finance 4, 50 Lynn gets four more dice from that. Veronica has
ate k. These dice are called the
dice pool — in other words, the total number of dice you roll in
asingle turn. Most often, you'll calculare adice pool for only one
actionar atime, although you can modify it ta be able to perform
multiple tasks in a tun (for more nformation, sec the “Multiple
Actions" sidebar)

I of six dice to attempe her ta

Of course, you might not need to add an Ability o an
Attribute for some roll instance, there's no skill that will
help Ve mall safe. In such cases, Lynn would use

only the dice from the Artrib in this cz

mica heft a

se, Strength,

There is absalutely no situation in which more than two
Traits can add to a dice pool. What's more, if your dice pool
involvesa Trait whose maximum rating is 10 (such as Humanity
or Willpower), you can't add any other Traits to your dice pool.
10s effectively impossible for a normal human being to have
more than 10 dice in a dice pool

:Ider vampires, on the other hand....

DIFFICUL TIFS

There's no point in rolling dice unless you know what
results you're looking for. Whenever you try to perform an
action, the Storyteller will decide on an appropriate difficuley
mamber and tell you her decision. A difficulty is always a number
between 2and 10. Each time you score that number ot higher on
one of your dice, you're considered to have gained a success. For
example, ifan action's difficulty isa 6 and you rolla 3.3, 8, 7 and

10, then you've scored three successes. The more you get, the

better youdo. You need only one successto perform me

ractions

successfully, but that's considered a marginal success. If youscore
three or more, you succeed col

pletely

Coiarmr Frt: Ruess

191




MulLTIpLE ACTIONS

lly, a player will want her character to perform
rm — for example, firing a gun ar
two different rargets, or climbing a ledge while kicking at
pursuers below. In such situations, the player can attempr
actions normally, though all actions suffer a penalty.

Occasion
more tha

Vone action in

The player declares the total number of actions he
wisheshischaracter roattempt. He then subtractsanumber
of dice from his first dice pool equal to the total number of
actions. Additional actions lose an extra die from thei
pools, cumulative; ifa dice pool is reduced to zero or below
in this manner, the action may not be attempted

Example: Justin wishes his chavacter, Hall the Nosferatu,
to throw a punch while simultaneowsly dodging two incoming
blows. Hall has Dexte Brawl 4 and Dodge 3. Justin
calewlates the dice pool for the punch (Dexterits 3 + Brawl 4
7 dice pool), then subacts lhm dice from it (because of the
three actions total) , for a final of 4. The fivst dodge has
abase dice pool of 6 ( Dexterity ~+IML>. 3}, minus four { thre.
for the mumb e for being the second multiple
action), fora final dice pool of inal dodge has adice pool
of 1 (6, minus three for the mumber of actions, minus an
additional two for being the third action attempted). Hall had
better be pretey hucky.

actions, phus or

ampires with the Discipline of Celerity (p. 153) may
take multiple actions without subtracting dice from their
dice pools. These extra actions may not themselves be
divided into multiple actions

Naturally, the lower the difficulty, the casier it is to score
successes, and vice versa. Six 1s the default difficulty, indic
actions neither exceptionally tricky nor exceprionally
accomplish. If the Storyteller or rulebook ¢

ting

asy 10
Is for you to make

ive you a specific difficidey mmber, assume the

sk is difficuley 6

thority on how difficult
I make
while if the task seems rou-
+ the difficulty will be low (if the Storyteller decides
you even have to roll at all). Particularly easy or difficult tasks
might evendemand difficulty numbers of 2 or 10; however, these
should be extremely rare. A difficulty 2 rask is so casy that's it's
not really worth the trouble of a die roll, while a difficulty 10

The Storyteller is the final

actions are — if the task s

ms impossible, h

the difficulty appropriately

action is almost impossible — you have an equal chance of

botching (see below) as you do of succeeding, no matter how
many dice you're rolling,
And, in case it needs to be said, a result of a 10 is always a

success, no matter the difficulty number.

Fanure

If you score no successes on a die roll, your character fails his
attempted action. He misses his punch. His piech is a ball instead of
a strike. His attempt to persuade the prince falls flat. Failure, while
phic as a borch (below)

usually disappointing, is not so ca

Example: Feodor, a N mpting to spy on same

sispicious-dooking actvites in o of the galleics of th sewers, and

The follow
how to combine difficulties and degrees of success. ralics

charts should give youa good idea of

indicate the average.

DIFFICUL TIES

Three  Easy (installing software on a Macintosh)

Four  Routine (changing a tire)

Five  Straightforward (seducing someone who's al-
ready “in the mood”)

Six Standard (firing a gun)

Seven  Challenging (replacing a car’s sound system)

Eight  Difficulr (rebuilding a wrecked engine block)
Extremely difficult (repairing a wrecked en-

gine block without parts)

DEGREES OF SUCCESS
Marginal (ge
frigeratortokeep runninguntil
the repairm:
Moderate (making a handi
craft that's ugly but useful )

One Success ingabrokenre

armives)

Two Succe:

Three Successes Complete (fixingsomething
so that it's good as new)

E

car's cff

Four Suc

ceptional (increasing your

ency in the pro-

cess of tepairing it)

Five or More Succe Phenomenal (creating a

masterwork )

is perching precariously on an overhead pipe 1 do so. Justin the
Storyteller tells Feodar's player, John, to voll his Dexterity + Stealth
(difficuley 7). John vols and gets 2, 5, 6, 6, 4, 3 -
Justin s that as Feodor atemy

Bad luck ¢
rolling dice 15 th
“botchi

n ruin anything. One more basic rule about

rule of one,” or (spoken ina despairing tone)

Whenever one of the dice comes up as a *
ake the dieshowing "1

cancelsout asuccess. Completely. T

aside.

one of the dice showing a successful number and set thy
In this manner, an otherwise successful action may be reduced 1o

farlure.

s strikes. If
15" sh

none of your dice comes

Occasionally, truly bad

no successes whatsoever, and more

occurs. Inotherword,
there are dice showing *1s” (o matrer how many), the roll is a
, even if that success is

borch. If you score at least one succe

canceled out andadditional “15” remain, it’s just asimple failure
Abotch is much worse than a normal failure - o
misfortune. For instance, rolling a hotch when trying to
down a hunter might result in your gun jamming. Botching a
Computer roll when hacking intoa system will probablyalert the
authorities, while alth roll 1 the proverbial

'soutr

botching a St
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failure. If a c




Examples of when to use this rule are: climbing a wall,
hacking into a computer system, or interrogating

After all, if you couldn't find a handhold, defeat the security

1 prisoner.

there's a

progr the prisoner to talk the first tin

reasonable chance you might not be able ro do ir ar all
Sometimes the Storyteller shouldn't invoke this rule. For

example, failing to shoot somebody with a gun, detecr an

¢ to he expected in

itomatically lead to

s tail
t

ambush, or keep on another drive
stressful situations. Such failure does n
frustration and failed future attemprs,
nters, a diplomat for the Prince of Atlant
having a good night. He's at the table with a Nosferatu envay in some
erirical negotiations, and things aren't going well. When Winters
wishes 1o add alirtle witey Elizabethan repartee to smooth things
with the lady, the Storyteller crafuily suggests thar W
Edward, oll Wits + Etiguene (difficulry 6) in addition to roleplaying
his banter. Edward does so — and Winters fails to vealize that his
antiquated compliment insules the Nosferatw (she, however, has no
difficules informing himof the fact) . He attempts tomake amends, bue
this time the Storyteller tells Edward the difficuley is 7; Winters is

is not

ver

wter's plaser

wnder the guan, and another insle could break negotiations off entirely

COMPLICATIONS

The preceding rules should be enough ro g
for chromicles thar favor storytelling aver dice-rolling, they
ht be . However, they don't necessarily
ample, what if you're trying to do

and

you going

Il you ever e

mig
cover all instances
hing while a
you? What if your friend tries to help you hreak a code!

Tl

some!

Storyteller character is actively trying tostop

various ways tocomplicate matters below are intended 1o

xira color o games, You certainly don't have to use the

n,

ht add more realism and suspense to your game.

lowing complications are relatively simple and
generic, usable to describe a wide variety of actions. For plenty

of sit

fon-specific complications, see Chapter Six

ERTENDED ACTIONS
Sometimes you need more than one success to accomplish

ask fully. For example, you might have to spend all night

ing down ohscure newspaper articles in a library, or climb
the

trac
achf
success to accomplish an action, the action in question is call
a simple action. Bur when you need multiple su
w're undertaking an extended action.

"simpassible toscale ina turn. Ifyou need only one

cesses 1o scare

inal success, y
ns are the most common in Vampire, but you w

even
Simple act

have ample opportunity to perform extended actions.

Inan extended action, you roll your dice pool over and over
d.

onsubsequent turns, trying tw collect enough successes to st
your character is trying to dig a temporary have
only his bare hands, The Storyteller tells you
«d 15 successes 10 hollow out a den that provides

For exampl

the forest floor, usir

that you n

sufficient protection from the sun. You'll eventually succeed, but
the longer you
collapsing th
before dawn, the speed with which you finish your task becomes
doubly important. The Storyreller in all cases is the final authority
on which tasks are extended actions and which aren't

the more chance there is of you borching and

nnel. What's more, if you have only so many tums

Youe 1 o finish

extended action (but situations being wh

n usually take as many tums as you w n
it they are in Vampire,
ubotcharoll, however,
you may have to start over again from scratch. Dependin
what you're trying to do, the Storyteller may even rule that you
u've failed and that's that

youwon'talways have that luxury). Ify

can'tstart aver again at all; y

Because extended actions are often quite aprapos for de

scribing certain fears, they're used frequently in Chapter Six

ause of the amount of dice-rolling involved, ex-
tended actions should probably he kept out of the more intense
ns of roleplaying

Resisten AcTioNs
Asimple difficulty number might not be enou
le between characters. For instance, you may try to batter

»represent
astrug

down a door while a character on the other side tries to hold it
closed. Insuch a case, you'd make a vesisted roll — each of you ralls
diceagainstadifficulty oftendetermined by one of youropponent's
Traits, and the person who scores the most successes wins.
However, you're considered 1o score only as many successes

as the amount by which you exceed your opponent’s successes;

inother words, the opponent’s successeseliminate your own, just
» Iy
three, you're considered to have only one: a marginal success

score four successes and your opponent scores

Therefore it's difficult 1o achieve an outstandi
resisted action, Even ifyaur opponent can't
diminish the effect of your effores

SUCCess on a

canstill

Some actions (arm-wrestling contests, debates, car chases)
may be both extendod and resisted. In such cases, one or the
other of the opponents must achieve a certain number of

Exampreor ERTENDED ACTION
Veronica Abbey-

of capital for a certain upcoming project of hers. Even thouy
she has Resources 4, the Storyteller rules that she'd have to

Roth is trving to work upa e portion

liquidare much of her belongings to get the money she wants.
So Veronica decides to play fast and dirty with her n
running a number of illegal operations and playing a very
ket o
needs. The Storyreller decides that for Veronic

mey,

raise the money she

intricate game with the stock ma

10 reach her
goal, Lynnwill have o score 18 successes onan extended Wits
ly
more, since thissortof thing rakesrime,
per night of game rime.

+ Finance roll (difficulry 7 — this is an intrinsic: ey way
rocammoney). What

she can make only one roll

‘eronica has Wits 3 and Finance 4, =0 Lynn rolls seven
dice each night. She gets three successes on her first roll
things are opening up mcely. On her second roll, she gets two

successes, for a total of five, Unfortunately, luck sn't with her
on the third roll. She pets 3, 4, 1, 6, 4, 1, 6 — a botch! The
Storyteller rules that one of Veronica’s brokers has go

sour,
and she'sactually lost money on the transaction. But the efforts
of three nights’ work have been neatly condensed into five
oinutes or so of real time. As the game continues, Veronica is
left with a tighter budget for a while, and the choice of trying
ain (and running the risk of attracting the Justice Depariment’s
attention) o ahandoning her grandiose plot..
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Exampr e or ResIsTen Action
Veronica, prowling for trouble at the latest Camarilla
v

determined by night's end to spite her riva
rived at the fite

soiree, b
Ventrue by the name of Giselle. Giselle
with her latest childe in tow: Tony, atalented and delicious

young man with a medical license and a much-vaunted
decides that there would be nothing
nstealing Giselle's childe away from her
of course, that'll take some doing, as

nic

podhgree. V
more amusing t

for the evening -
will be watching him like a hawk
player) and the Storyeller roleplay

Gisell

Lynn (Veronica
out much of the initial three-way convers:
the covert knife-edged glances) berween Ve

nd Tony. Finally, the Storyteller has Lynn roll Veronic
Manipulation (3) + Subterfuge (3), resisted by Giselle's
Manipulation (3) + Subterfuge (4). Lynn rolls six dice
versus a difficulty of 7 (Giselle’s Manipulation + Subrer-
Jithe Storyteller rolls Giselle'sseven dice versus difficulry
Manipulation + Subterfuge). Lynn manages
r successes, while Giselle remarkably manages

ion (as well

. Giselle

i

fiig
6 {Veronic

to score fc
only thre
Lynn with one success. Tony opts to make the rounds with

Giselle's successes subtract from Lynn's, leavir

nica, although her marginal success means he casts a

S Way....

v longing glances back Gisell

Each success above the rival's total number

successes to succeed.
running tally. The first to achieve

ina given turn is added ©
d number of successes wins the contest

the design

TeaMwWORK

You don'r always have to go it alone. If the situation

lly during an extended action such as researching
n), characters

warrants (u

A Aramaic inscripti

a fanuily tree or decoding
can work together o collect successes, If the Storyteller decides
that teamwork is possible for the rask in question, two ¢

ck ke rolls separately and add their successes
y never combine their Traits into one dice

more

an n
¥

racters

cther. T

pool, however

amwork can be effective in many situations — dogpiling
nforcer, shadowing a hunter or doing
instance. However, it can actually

on the prince’s pet
research in the library
prove to be a hindrance in certain situations (includin

social

interaction such as fast-talking or seducing a subject), and ¢

person’s botch can bollix the whole attempt

THeGorpen Rure

This is the most important rule of all, and th

t

1d be wha

heve are no rules

worth following

nearly diceless chronicle

1he, whether th
ofin-character socializationora long-running tacrical campaign
with each player controlling a small coterie of vampires. If the
rules in this book interfere with your enjoyment of the game
change them. The world is far too big — it can't be reflecred
accurately in any set of inflexible rules. Think of this book as a
on of guidelines, suggested but not mandatory ways of
agame. You're

ever you want it

collec
capturing the
thearbiter of whar works best in your g
alter, abuse or ignore these rules at your leisure.

TryITOul
Well, that's it. Those

arification or ex

World of Darkness in the format ¢

nd you're free touse,

me

are the basic rules — everything else
If you
me with

n, the icing on the cake

s just ¢ ansi
understand these rules, you should be able to pl

noproblem. Ifyoudon'tyet understand them, rere

y the g

fthe section

Better yet, try a couple of rolls yourself

Let's say that Veronica has finally gotten cause 1o use that
carjacker is threatening
t short

snub-nosed revolver in her handba
Marcus, her chauffeur. The difficulty for hitting someone
range 156 (see Chapter Six for more details on combar). Take three
s Dexterity Attribute of 3, and one for her

dice for Veronica
Firearms Skill of 1. You have four dice in your dice pool — fair, but
not grear. Now go ahead and roll. Count up your successes, but

don't forget to take away a success for every *1” you roll. Did you

make it? Did
ceurately placed the buller {and the better the odds that the

w botch? The more successes you get, the more

azed and start returning fire)

carjacker won't be merely g
Now try an extended and resisted action — we'll say a
e first, but consider

debate. (It might not sound thar interesting
that a debate held before the primogen council has some very
high stakes.....) This will be an indefinite series of rolls, each one
perhaps using a different Trait and requiring different difficul

w need o accumulate five m

ties, Y re successes than your
opponent to prove your point and sway the council. A |
eliminates all of your accumulated successes (you've made your
self look like a fool somehow)

® First roll: Each player rolls Charism
difficulry of the opponent’s Wits + 3 (thase oper
very important)

tch

+ Expression,
remarks are

Action Example
Simple Diodging a bullet, Sensing an ambush
Extende Mauntain climbing, Research

Resisted Shadowing

Extended & Resisted  Arm wrestling

Description

Task 15 complered with one roll. The Storyteller announces the
difficulty and the players roll dice. Automatic success is possibl
Task is ¢

obtained, which may require more ¢

mpleted when a given number of successes are
n one roll (which

provides more chances of borching)
A contest of skill between two individuals. They compare their
number of successes; the character with the most successes wins
As a resisted action; the contest requires a given number of
successes and may take more than one tum to complete.
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® Second and third rolls: As the debare hearts uj

plaverrolls Intelligence + Expression, difficultyof the opponent’s

Inelligence + Expression.

ourth roll (and any subsequent rolls): Each player rolls
Manipulation + Expression (difficulty of the opponent's Wits +
Expression) to put the final spin on his argument.

ExampresorRorrs
This

a resul

ved with flexibility in mind, and as
bout 270 combinations of Atrribures and
s. Thisdaunting number is just the beginning, too — you
can certainly devise more Talents, Skills or Knowledges if you
think there’s need. In th
rolls tosimulate act

iles system is desi

there are

manner, you have a huge varicty o
ns— whatever you think is most appropri-

ate. The following examples of rolls are meant to give

ou some

idea of the possibilities that might come up in a game.

* You want to conduct yourself flawlessly at the
formal dinner (and yc ). Roll Dex-
terity + Etiquette (difficulty 8)

can't actually eat anything

* You're miles from your haven, and the sun will be up soon.
Roll Wits + Survival {difficulty 7) to find shelter for the day

® You try to distract the bodyguard with your left hand
while surreptitiously slipping your knife back into your belt with
your right. Roll Dexterity + Subterfuge (difficulty of the
bodyguard's Perceprion + Alertness).

.Y
into submission before his gang

es with the g

ng leader, trying to cow him
of course, he wants to do the
fake a Charisma + Intimidarion roll, resisted by his
Charisma + Intimidation.

lock g

same to

* The nitual requires three days of nonstop chanting. Can
youstay awake even through the daylight hours to finish i Roll
Stamina + Oceule (difficuley 9)

* You need to board up the door to your haven in record

speed o it needs to be durable, too. Roll Wits + Crafts
(difficuley 7).

* You've got access to the chantry library for exactly one
night w'd better find the name you want quickly, but there

are a lot of books here. Roll Wits + Oceult (difficulty 8) every

hour; you need to achieve 15 successes.

o It's not the message of the song, it's how good you look

singingit. Roll Appearance + Performance (difficulty 6} to have
your choice of groupies

® How long can you remain motionless in the bushes while
the guards char abour the game! Roll Stamina + Stealth {diffi
culty cess allows you to hold still for one hour.

Each s

® It would be foolish to threaten your nival openly while in
the confines of Elysium. Roll Manipulation + Intimidation
(difficulty 8) to properly veil your threar without leaving herin
loubt as to your intentions.

* Sudd

chasir

wut of the van you've been

manpushes

roll Wits + Drive (difficulty 6) to swerve out of the
y in time.

n you distract the guard dogs while you slip in? Roll
Manipulation + Animal Ken (difficulty 8)

« Did she just threaten you!
(difficulty 5) to figure out what that Lick me.

Roll Perception + Intimidation
ant by that comment

® Yourry toget hisattention by driving your knife through his

hand and into the oak bar. Roll Strength + Melee (difficulty 6)

* You try to pull alongside the flecing Mercedes so your
riends can leap aboard. Make an extended Dextenity + Drive
roll, resisted by the Mercedes driver's Wits + Drve. If you
ceumulate five total successes more than his

al successes,

you're inposition. Ifhe accumulates a toral of five
than you get, he escapes.

more successes

* The new gan
Kindred-runope

in town's been awfully good at picking out

ationstotake over. Roll Charisma + Streetwise

(difficulty 8) to see what people know about th

successes you gel

rk will take
« Whar sort of alarm system does this place have? Roll

reeption + Security (difficulry 6).

. The more
t the

the more information you receive, |

legw rdless.

- yours or y

* Whose story will the prince believe - t
enemy's!Roll Manipulation + Expression, resisted by yourrival's
Manipulation + Expression.

» You try convincing the clerk of the court that you're an
IRS audiror and that you need to see the court records. Roll
Manipulation + Finance (difficulty 8),

« Can vou read the German translation of The Book of Nod
without losing something in the transition? Roll Intelligence +
Linguistics (difficulty 8).

: to outdistance

® You have o keep running if you're goiny
your pursuers. Make an extended Stamina + Athletics roll

(difficulty 7 if you collect 15 successes, you've outlasted them.

e the

® You need to convince the judge to release you bef

sun rises. Roll Charisma + Law (difficulty 8) 1o make a plea

xquent enough

Game TerMs

Here we define

number of terms used in the rules that first-
Storytellers might not be familiar with.

h
sland psychologi.

time players and new ¢

* Ability: These are Traits that describe wl
knowsand has learned, ratk
cal make-up. Abilities are Traits such as Intimidation, Firearms
and Occult

crer

rthan her physi

* Action: Anaction is the performance of a deed, which is
a consciously willed physical, social or mental activity. When
players announce that their characters are doing something,
rhey are taking an action

* Advantage: This is a catchall ¢
mystical Disciplines and Backgrounds of a cha

* Attribute: These are Traits that describe what a charac-
terinherently is. Attributesare such things as Strength, Charisma
and Intelligence.

* Botch: 1) A naturally rolled

die. 2) A disastrous failu

1."which cancelsoutasuccess

indicated by rolling one or more “1s"
and no successes on the 10-sided dice rolled for an action
® Character: Each player creates acharacter, an individual

he rolep!

ays over the course of the chronicle. Though “charac-
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idual, we use it here to describe the

bes the dice you have in your hand

ent Traits. It is the number of

* Difficulty: Tt
difficulty of an act

that number

* Down

toleplaying i re not u

made, and the St

ller might give son

generally time

character
* Point:

ent value of a

Trair t often a number from 1 to 5, sometimes a

number from | to 10.

es are soak roll

on that two different characrers

are theirnumber of successes,

y moment. A

rcombination of

* Sy A specific set in a certain

mirules o helpguide ther

Autribute, Ability, Advantage or other

who play Vamp
* Willpower
wnd internal cont




BLoob pRIPS ONTO PAPER WITH A 8OUND LIKE A STARE BRUN, RaT — TAT
— TATIT GOES. I'm UsInG THOSE DROPS THEY WAY [ USED TO USE my
HEARTBEAT, AS A WAY TO COUNT OUT A FEW S8ECONDPS WHEN I M TRYING TO
BE CALM. BUT my HEART DOESI TBEAT ANYMORE, 80 NEED TO FIND
SOMETHING ELSE TO USE.

RLGHT MOW, IT'§ THE 8OUND OF MY BLOOD BRIPPING FRONM MY GIRLFRIEND '8
MOUTH @ TO THE NEWSPAPER O THE FLOOR, SHE '8 SUPPOSED TO BE
SWALLOWING IT, BRINKING IT ANP LETTING IT TURM HERINTO A VANPIRE 80
WE CAN BE TOGETHER, BUT HS)TIIIHG '§ HAPPEING. PON T KOW WHY.

IpIb IT THE WaAY RIKI TOLD ME YOU HAVE TO BO IT. | TOOK ALL OF HER,
BLOOD FIRST, THEN | CUT MY WRIST OPEN AND LET EVERYTHING BRIZZLE
INTO HERMOUTH THE WAY SHE USED TO PRIZZLE CHOCOLATE §YRUP ONTO
HERICE CREAN. THEN I 8AT BOWN AND [ WAITED FORHERTO OPEN HEREYES
AGAIN,

THaT was an HEURAGE, IT'8 NOT SUPPOSED TO TAKE THAT LONG, THE
BLOOD KEEPS DRIPPING OUT OF HERMOUTH AND I KEEP PUTTING MORE 1Ty,
AND IT 8 NOT WORKING. LHE 8UN'8 COMING UP, ANP IT '8 NOT WORKING,
AP THE BLOOD KEEPS O SPILLING ON THEFLOOR, HonEY, vou 'VE GoT T0
BRINK, PLEASE BRINK, HONEY. Don T BE BEAD. PLEASE, PON T BE DEAD.



While V
nteraction, dramatic scer
rolling. As Chapter Five

pire’s focus is on roleplaying and character

s often involve some element of die

ws, the basic Storyteller

designed tostreamline this process as much as possible,
youtopay attention tothe story. Toassist youand the Storyteller
further, this chapter covers more specific dice mechan
cludiny

s, in

reneral dramatic systems, combat, inju | recovery

Wereiterate that the following systemsaresuggrestions for howwe
think situations can be best handled. If, in your chronicles, you come
up with a way you like better, by all means use it. Also— particularly

s and speeches — the

when dealing with social actions like sed

dice should never get in the way of roleplaying. If a player has his
ch

particularly smooth (or cheesy) openi
brilliant {or L

wter make a particularly inspired (or painful} speech, deliver a

¢ line, or come up with a

le) alibi, feel free to let the character succeed (¢
fail) automatically, n

DRAMATIC SYSTEMS
The only things
and your characrer's skill. Durir

rdless of what the dice and Traits say

miting your actions are your imagination

me session, characters —

bath player and Storyteller personalities — may attempt numer.

ous diverse and complicated activities. The Storyteller is

responsible for keeping all of tk

action organized while derer

mining success or failure for all characters

Dramatic systems simplify the Storyteller'sjob by supplying

rules for a number of common activities. Generally, a characrer

itempting to accomplish a task adds together an Attribute and

i Ability. If a task falls within a character’s specialty (p.
that character may be able to roll extra dice if the player scores
one or more “10s” on his roll

Storytellers should, and will undoubtedly have to, invent

theirown dramatic systems for new situations. The list of systems

wisin noway exhaustive, but provides asolid foundation on

sc events. Bear in mind thar for rolls involvir
nd Skill
default to the Attribute on which the Ability is based (albeit at
+1 difficulty for Skill-based actions).

Most of these systems inve
(p. 190) over one or more turns.
be tried ¢

which t

Talents

, characters lacking a specific Ability ma

ve takir
A numb

nif the first attempt is unsuccessful. Subsequent

; ONE OF MOre Actions

rof these systems may

efforts may suffer a difficult Storyteller's discre

tion (see *Trying It A,

AUTOMATIC FEATS
Automatic feats require the character to take an action, but
don'tinvolve adie roll under most circumstances. The following

are common automatic feats; Storytellers may decide that other

feats are automatic, at their discretion

* Blood Use (Healing, Augmenting Attrib
Vampire characters may spend blood to heal themselves. T
the character

nust concentrate and do nothing else for one full

turn. A character may attempt to heal while performing other
actions, but this requires success on a Stamina + Survival reflexive
roll (difficulty 8). Failing this roll means the vampire loses o
expended blood points with 1 t, while a botch causes the
vampire to lose both an additional blood point and an additional
health level. § g blood 1
Disciplines may be done automs

pendir e Physical Attr

1tes OF power
ically, without the need for

concentration. A character may spend an amount of vitae equal to

her per-tum
s (

one wmwithout making a roll. Ifacharacter wishes

i, as dictated by her generation (p. 139)

ting to Feet: Characters may rise from the

n, she must take
192) with a

feet while doing something else in the sam

+ multiple action (see “Multiple Actions,”

Dexterity + Athletics roll (difficulty 4) 1o rise successfully

* Movement: Characters may choose ro walk, jog or run. If

s at seven yards per tm. If j
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cha

acter moves ar (12 + Dexterity) yards per . If all-out
running, a character maves at (20 + [3x Dexterity]) yards per tun.

Characters may move up to half maximum running speed,
wly attack or perform another action; see p. 209
for particulars. Characters may also wish to move while taking
another action. This is possible, but each yard moved subtracts
one from the other action’s dice pool.

then subseq

Note that injured characters (p. 216) cannot move at

maxim

1 speed
* Ready

or reloading

& Weapon: Thiscan involvingdrawinga weapon
gun with a prepared clip. In most cases, no roll is
required, so long as the character takes no other action thar rurmn.
If the characrer wishes 1o ready a weapon while doing something

else

the same turn, the player must reduce his dice pool (see
“Multiple Actions,” p. 192) and roll Dexterity + Melee or
Fircarms (difficulty 4) for the readying attempt.

* Starting Car: This takes an action, but requires no roll.

* Yielding: The character allows the character with the
next-highest initiative (p. 207) o act. She may still act at the
end of the tum. If all characters (player and Storyteller) yicld
during a tumn, no one does anything that tum

P] 1YSICAL FFA'I"3

These systems cover actions involving the three Physic
Attributes (Strength, Dexteriry and Stamina)., These feats typ
cally require a die roll.

® Climbing [Dexterity + Athletics]: When your character
climbs an inclined surface (rocky slope, side of huilding), roll
Dexterity + Athletics. Climbing is typically an extended roll. For
an average climb with available handholds and nominal compli-
cations, your character moves 10 feet for ¢

1y success. The
Storyteller adjusts this distance based on the climb's difficulry
(easic

5 feet per success; more difficult: five feet per success). The
number of handholds, smoothness of the surface and, to a lesser
extent, weather canall affect rate of travel. A short, difficult climb
may have the same difficulty as a long, easy climb. The extended
action lasts until you've accumul

ed enough successes to reach
the desired height. Borching a climbing roll can be bad; your
character may only slip or get stuck, or she may

If the character activates the Protean power of Feral Claws
orconstructs hone spurs with the Vicissitude power of Bonecraft,
all climbing difficulties are reduced by twa.

* Driving [Dexterity/Wits + Drivel: A Drive roll isn't
needed tosteera vehicle under normal circumstances — assum-
er has at least one dot in the Drive Skill. Bad
vehicle's speed, obstacles

ing your charac
weather, thy

d complex maneuvers
even the most competent drivers. Specific diffi-
culties based on these circumstances are up to the Storyreller,
bur should ir

can challeng

ase as the conditions become more hazardous.

For example, driving in heavy rainis + 1 difficulty, but going
fast while also trying to lose |

+3. 5

ises the difficulty o
milarly, maneuvering in heavy traffic is +1, but adding a
breakneck pace while avoidin

rSUers iner

irsuit bumps the difficulty ro

Iditional roll to
avoid crashing or losing conrrol. Characters in control of a
vehicle, and who have no dots in the appropriate Ability,

+3. A failed roll indicares trouble, requiring an

arall for almost every change in course or procedure.
the vehicle may spin out of control or worse.

botch,

Because different cars hardlle differently re designed
for speed and handling while others are designed for safety —achart
help calculate the difficulty for any maneuver.
Generally, for every 10 miles over the safe driving speed of a vehicle,
the difficulty of any maneuver is increased by one. Exceeding
ch:

- some

15 provided 1

ng stunts and bad road conditions should

also increase the
difficulty accordingly. The maximion number of dice a driver can
have in her dice pool when driving is equal to the maneuver rating
of the vehicle. Simply pur, even the best driver will have more
trouble with a dump tnick than she will with a Ferran

Vehicle SafeSpeed  MaxSpeed  Mancuver
6-Wheel Truck 60 %0 3
Tank (modem) 60 100 4
Tank (WWI1) 30 40 3
Bus 60 100 3
18-Wheeler 70 10 4
Sedan 120 5
Minivan 0 120 6
ompact 0 130 6
Sporty Compact 100 140 7
Sport Coupe 1o 150 8
Sports Car 1o 160 8
xotic Car 130 190+ 9
Luxury Sedan 85 155 7
Midsize 75 125 6
SUV 0 115 6
Formula One Racer 140 240 10

ds
of equipment to satisfy every situation can be overwhelming.
The Storyteller should make life difficult for players whose
characrers pack arsenals everywhere they go. A character can
carryftote 25 pounds per point of Strength without penalty, The
Porence Discipline adds 1o the character's effective Strength

* Encumbrance [Strength]: The tempration to carry lo

Shouldacharacterexceed th

tot

Leveryaction involving
physical skills incurs an automatic +1 difficulty due to the added
weight. Also, every 25 pounds over the alloc
character's base movement. A character bearin

on halves the
total weight
of double her Strengrh allacation can’t move. This system is
guideline, and should not call for an inventory check every time
your character picks up a pen.

* Hunting[Perception ampire that
she must hunt. For each hour the vampire spends searching for
humman prey, allow the pl
a difficulty based on th
Area

: Itisthe nature of the

yer to make a Perception roll against

hunts.

Slum neighborhood/The Rac 4
Lower-income/bohemian 5
Downtown business district 6
Warehouse district 6
Suburh T
Heavily parrolled area 8
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+his roll indicates that the vampie has found and
nerappropriate for the vampi

nd the area

(perhaps she has seduced a vessel, crept intoa house of sleepers, or
simply

mbushed and assaulted a vicrim). She may now ingest one
die's worth of blood points. Failure indicates thar the

WIF i8 spee

looking fruntlessly, while
haps the charac
enters the do

botch indicates a complication {per-
accidentally kills a vessel, picks up a disease,
| Kindred or suffers assault from

ari

street

Ifa botch does oeey

laying mode and let the
character try to work her way out of troubl

If the character catches prey, but currently has fewer blood
pointsinherbody than |7 minus Self-Control], a frenzy check (p.
228 isnecessary tosee if she can control her hunger. If the player
fails this roll, the character continues to gorge on the vesseluntil
she is completely sated (at full blood pool), the victim dies from
blood loss, «

I a o

she somehow mana;
the

in control of hers
ampire might well lose Humanity

edy ocen

The Fame Background reduces difficulties of hunting rolls by
one per dor u--.nmnmmmui 3), while the Herd Background adds
one die per dot in the Background (so lang as one's herd could
conceivably be in the area). Howe:

er, Storytellers may increase

huntingdifficultics for particularly inhuman vampires (Nosferanu,

some €

werel, vampires with Humanity scores of 4 or below), as
such monsters find it difficult to blend in with a crowd.

* Intrusion [Dexterity/Perception + Se
covers breaking and entes
locks, cracking
same. W

rity]: Intrusion
ng, evading security devices, picking
afes — and preventing others from doing the

n bypassing active security, your roll must succeed on
rhe first attempt; failure activates any alarms present {opening
manial locks o

be attempred multiple times, though). Intru-
sion rolls can range from 5 [standard lack] to 10 [Fort Knox],
depending on a security system'’s complexity (the Storyteller
decides the actual difficulty). Certain tasks might re
minimum level of Security Skill for the character to have any

chanceofsucceeding (e.g. Security | mightler you pick asimple
lock, but nor crack a safe). Alw, most intrusion tasks require
lockpicks or other appropriate taols. Ona borch, the charact
clumsy break-in attempt goes horribly awry.

5

ting up security measures s a standard acri
multiple success
quality (essen

n, but

whieved in the ceffort iner

s ase the system's
ly adding to its difficulty to |

breached).

® Jumping [Strength, or Strength + Athletics for a
running jumpl: Typically, jump rollsare made versus adifficulty
of 3. Each successona jump roll launches your character two feet
rfeet horzontally. To jump successfully, a
1 clear more distance than the distance between
ation. Ona failure, the character fls o clear
nce, but the player may make a Dexterity +
Athletics roll {rypically versus difficulty 6) 1o allow the charac-
ter to grab onto a ledge or other safety as she falls. On a borch,
your characrer may trip over her own feer, |
or fall to he

vertically or f
character ¢
her and her d

the required dist

ap right into a wall

doom

If the player makes a Perceprion + Athlerics roll (difficulty
6, three successes required) before attempting a jump, he may
gauge exactly how many successes are needed to make the leap.

Viwsz: Toe Masquerape
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® Lifting/Breaking [Strength]: The chart below provides
the minimum Strength needed 0 deadlift or break various
weights without a die roll. Characters of lower Strength may roll
to affect heavier weights than their Strength scores allow for
The roll is made not with Strength, but with Willpower, and is
difficulry 9. Each success advances the character by one le
the chart

n

The Potence Discipline also adds its dots w the

character's effective Strength.

Strength Feats 1

1 Crush a beer can 40 hs.

2 Break a wooden chair 100 Ihs

3 Break down a wooden doar 250 Ihs.
4 Break 4 2'xé’ board 400 Ihs.
5 Break open a metal fire door 630 Ihs.
6 Throw & motorcye 800 Ibs

7 Flip over a small car 900 Ibs,
8 Break a 3" lead pipe 1000 Ibs.
9 Punch through a cement wall 1200 Ibs.
10 Rip open a steel drum 1500 Ihs.
1 Punch through 1” sheet metal 2000 Ibs.
12 Break a metal lamp post 3000 Ibs
13 Throw a station wagon 4000 lbs,
14 Throw & van 5000 Lbs
15 Throw a truck 6000 1bs.

Characters can work rogether 1o lift
simply a reamws

object. This is
rk roll with the individual players rolling
separately and combining any resulting succes

Liftingisall ornotha

g — if you fail the roll, nothing happens.
A the Storyteller's discretion, your character's effective Strength
may be raised if all she wants to do is drag something a short

distance instead of pick it up. Ona horch, your characrer may steain
samething or drop the object on her own foot

» Opening/Closing [Strength]: Opening
force calls for a Strength roll (difficulty 6 1o 8, dey
material of the door). A standard interior door requires only one
success to bash open or slam shut. A reinforced door g ly
rakes five successes. A vault door might take 10 or more suc-
These successes may be handled as an ex

wor with brute

ndi

e

cesses.
Whi

be forced open through a single individual’s repeated hammer

wed action,
e teamwork is possible (and recommended), adoor can still

ing. Obviously, a door not held in some way can be opened
without resorting to force. A borch causes a healrth level of
normal damage to your character’s shoulder.

Cert

in doors (metal vault doors and the like) may require
a Strength minimum even 1o mk
Discipline

an attempt. The Potence
s auromaric successes to the roll.

[Dexterity + Athletics/Drive]: Vampires must
often pursue their terrified prey, and sometimes they themselves
must flee. Generally, pursuit can be resolved automatically by
using the formulas for calculating movement (p. 200); if one
party is clearly faster th:

* Pursuif

1 another, the faster party catches or
voids the slower party eventually. However, if two ch

araciers
are of equal or nearly equal speed, or if one character is stower but
might lose the faster character or make it to safety before she
catches him, use the system below







i

W

w\q
l

F

needed. I a roll fails, the character loses ground — perhaps

pulled out of her way by a current. If a roll botches, she starts to

sink, or perhaps stumbles upon a less-than-finicky shark
Vampires in shallow water during the day will take

famage fr ot (assume that a submerged vampire has

ver)

protect under ¢l

« Throwing [Dexterity + Athletics

Objects {grenad
knives) wi
of Strer
thata

massof three poundsaor less can be throwna

h x5 in yards. For every additional two pour

s, thisdistance decre
Vegoveryfar). As
reduce throwing distance to ze
throw it. If an ok

distance tozero, the object can'be hurl

ds (particular]

heavyobjectsd

ct can be lifred,

yard's distance. Obviously, if an object

thrown at all (refer nstead to “Liftir

larly unw ic ones.

Throwi

lires a
Dexterity + Athletics

alf maximum
:). Thi

sther var

range) or 7 (half ma

iculty
es at the

haracter may drop the

can be adjusted for

Storyteller's whim

object or strike a cor

MenTAL FEATS

These systems cover tasks inve

the three Me
), as well as

Attril

tes (Perception, Intelligenc

s the Virtues, Humanity and Willpower. M

you with inf

creativity when solving problems — not on die rolling

ption, Humanity]: Vampires are noc
icdifficult ro awake the day. A
v the sky may

haven while the sun 1s

+ Auspex rating, if the var t) versus

lifficulty 8). E ccess allows the

other creative types in life

le the spark of passion that undeath b

ainly, the society of the Damned has

1ever seen

in an artistic me




ameters of what she w

general p ants her character to cre
haiku about roses, a portrait of the princ
christening
depending on the nature of the creation (it's easier to write
limerick than a villanelle). The number of successes govers the
quality « n: With one success, the character creates
o mediocre, uninspired but not terrible work, while with five
successes the character creates a literary or artistic masterpicce.
Some works (novels, large sculprures) might require extended
successrolls. Onabotch, the character creares the greatest work
nown to Kindred orkine (of course, everyone else whosees
tely realizes what crap it actually is).

an epigram for the
a new Elysium site). The difficulty is vari

the cre:

At the Storyteller’s discretion,
particularly

vampire who creates a

wpired ms

terwork might be eligible for a rise in
Humanity, via experience points.
« Hacking [Intelligence/Wits + Computerl: Most busi-

ness and polirical transactions involve

the use of computer
which can give neonates a surprising advantage in the Jyhad. A
would-be hacker's player rolls Intelligence or Wits + Computer
variable difficulry (6 for standard systems, up to 10 for
nfra
ber of dice (up rc
inter:

mes and the like). Successes indicate the num-
the normal dice pool) that can be rolled to
t with the system once it

heen breached

Actively blocking a hacker is a resisted action; the adver-
sary with the most successes wins. Onaborch, the character may
ip a flag or even reveal her identity to the system she's trying
to breach

* Investigation [Perception + 1

igation]: Any searc!
nd involves Investigatior
add w the difficulty of investig

forclues, m..I:-mn-.w'hmdmmnml
The Storyteller

ns
involving obscure clues or particularly well-concealed objects.
One success reveals basic details, while multiple successes prc

vide derailed information and may even allow deductions based

on physical evidence. On a botch, obvious clues are missed or
ly

even destroyed accide

* Repair [Dexterity/Perception + Crafts]: Depending on
the precise specialty, the Crafts Skill allows for repairs of every-
thing fr
device

n pottery to automohile engines. Before repairiny

at's on the fritz, your character must identify its prob-
lems rd research roll; see below). The
Storyteller then sets the difficulty of the repair roll, if any. This
difficulty depends on the problems' severiry, whether the proper
tols or any replacement parts are on hand, and if adverse
conditions exist. An inspired research roll may offset these
what. A simple tire change is difficulty 4, while
rebuilding an entire engine might be difficulty 9. Basic repairs
ta few wims to complete. More complex repairs are
l\hndul actions that last 10 minutes for each success needed
On a borch, your character may simply waste time and a new
ar may make the problem worse.

* Research [Intelligence + Academics/Occult/Science:

arch s performed when searching computer databases for

wccomplished

s 4 stand

factors so

ts, when looking for obscure references in ancient
,orwhen trying roleam the true name of a Methuselah.
In all cases, the number of success hieved determines the
amount of information discovered; one success gives you at least
inform: we details.

histori
document

bas ion, while extra successes provide r

ryteller may assign a high difficulty for particularly
scure data. On a botch, your character may not find anything
‘or may uncover completely erroneous information.

® Tracking [Perception + Survi
tracking requires you to follow physical ev

[]: Unlike shadowing,
ce tofind a targer,
ails or other physi-
cal signs leads the tracker right to the subject. Following such a
trail is a standard action; multiple successes provide extra infor-
mation (subject’s rate of speed, estimated weight, number of
people followed). The quarry can cover her racks througl
successful Wits + Survival roll. Each successon this roll adds one
tothe difficulty of tracking her. Abnormal weather, poor track
ing conditions (city streets, Elysium) and a shortage of time also
add ro tracking difficulty. On a botch, your character not only
Tases the trail, but destroys the physical signs of passage.

Social FEATs
These systems cover
tributes (Appes

Discovering footprints, broken twigs, blood tr

'k~ involving the three Social /
ion and Charisma). Rolepl
»unl skill roll, for better or worse.
Storytellers may ignore the Social systems when aplayer exhibits
particularly good, or excruciatingly bad, roleplaying

arousing [Charisma + Empathy}: You influence others
(particularly potential vessels) to relax and have fun. This might
mclude showing a potential ally
informant’s

ince,

usually supersedes any

good time, loosening an
tongue or making instant drinking partners who
he difficulty is typically
6 (most people can be persuaded to loosen up, regardless of
intellect or will), though it might be higher in the case of large
{or surly) groups. Certain Natures (Bon Vivant, Curmudgeon)
canalso influence the roll'sdifficulty. Onabotch, your character
comes off as an obnoxious boor, or people begin to question why

come to your aid when a brawl starts,

her own food and drink
on/Perception + Subterfuge
Talent is used with Manipulation when perpe-
rrating a scam or with Perception when trying to detect one (a

your characrer hasn't touched
* Credibility [Manipu
The Subterfuge

scam can range from impersonating the authorities o using

forged papers). All parties involved, whether detecting the licor
perpetrating it, make an appropriate roll (rypically difficulty 7).
The scam’s “marks” must roll higher than the perpetrator to
detect any deception. False credentials and other convincing
props m Wd to the difficulty of uncovering il
teamwork may help reveal the scam. Hacking
rolls may be called for to pull off an inspired scam successfully. If
your character perpetrates the scam and you borch, the entire
plan falls apart.

* Fast-Talk [Manipulation + Subterfuge]: When there's
e for subtlety, baffle them with nonsense. The target can
ible

nything she hears

dupe, while

andfor intrusion

be overwhelmed with a rapid succession of almost-belie
half-truths. Hopefully, the subject believes

just to get away from the babble — or becomes so annoyed that

she ignores your character completely. This is a resisted action
— your characrer's Manipulation + Subterfuge against the
targer’s Willpower. The difficulty of both rolls s typically 6, and
whoever scares more successes wins. On a tie, more babbling is
needed. On a botch, your character goes oo far
nd rambling withour effect

ngering the

targe
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11 the character has time to prepare a speech beforehand,
the Storytellermay roll the character's Intelligence + Expression
{difficulty 7). Success on this rall reduces the subsequent Cha-
visma + Leadership difficulty by one, Failure has no effect, while
a botch actually increases the Charisma + Leadership difficulty
(the character inserts a gaffe into the speech)

* Performance [Charisma + Performance|
certainly

Vampires are
stistical creatures, and some among their number are
sicians or other sorts of entertainers. When a

ms live before an audience, roll Charisma +
Performance (difficulty 7). As with «
mood can incr

ation, the audience’s

se the difficulty, as can the performance’s

complexity. One success indicates

n enjoyable, if uninspired

effort, while additional successes make the performance a truly

memarable event to even the most surly crowd. On a botch, your
character forgets lines, hits the wrong chord or otherwise flubs.

* Seduction [variable
their very sustenance often depends on coaxing
intoan mtimate liason. The particular situs
seduction determine which Ability is use

Vampires are master seducers, for

potential prey
ionandstyle of the

Seduction isaninvolved process involving several different
rolls and Abilities:

® First roll
Appearance + Subterfuge versus a difficulty of the subject’s Wirs
+ 3. Each success above the initial one
dice pool for the second roll

pproachfopening remarks): The player rolls

adds one die to rhe
A failure me:
subjectexpresses his disinterest; a botch means the subject might

vampire ns the

grow disgusted or angry

* Second roll (wirty rep
Subrerfug

The player rolls Wies +

versus a difficulty of the subject’s Intelligence + 3.
Again, each successabove the initial one

ldsone die w the dice
pool for the final roll, If the roll fails, the subject breaks off the

contact, but might prove receptive at a larer date (after all, the

first impression was good).
* Third roll {suggestive/intimate conversation): The player
rolls Charisima + Empathy versus a difficulry of the s

tion + 3. If the third roll succe

ct's Percep-

ds, the subject is enamored with the
ves o depart with her ro a private spor. What
happens next is best handled with roleplaying, bur can certainly

ve the drinking of blood, as well as

character and

ther complications.
Onaborch, the vampire likely ends up with a drink in her face

COMBAT SYSTEMS

Combat in Vampire attempts to capture the drama of
conflict without downplaying its grim reality. Every
effort has been made 1o create a system true to the dynamics,
limitations and viciousness of real combar while still leaving
que {and often spectacular) elements that

room for the o

vampires briny

The Storyteller should be flexible when arbitrating combat
situations; no rules can fully reflect the variety of situations

encountered in warfare, If these systems slow the game or cause

bickerin
depth
the St

don't use them. Combat systems are meant to add
» the gam,
ryteller.

not create conflict between the players and

TXESCRIBING THE SCENE

Before each rurn, the Storyteller should

cribe the
scene from each character's perspective. Sometimes this
will be a wrap-up of the last turn, making what occurred
clear toall players. This constant description is essential to
avoid confusion.

wrganize and arrange
all goes smoothly when the players interacr
ated. The Storyreller
should make her descriptions as interesting as possible,
ving open all sorts of possibilities for ch.

Thisis the Storyteller'schance
events so tha

with the environment she |

15

Tvprsor ComBAat
There are two types of combs:

ach involving the same

basic system with minor differences:
* Close Combat: This covers unarmed ¢

+ Brawl}and melee (Dexterity + Me

nbat (Dexteriry
ee). Unarmed combat can

involve a dow

nd-dirty Pier Six brawl or an honorable test of

skill. Opponents must be within touching distance (one meter)

gage in unarmed combat, Melee in

ves hand-held weap-
ons, from broken bottles to swords. Opponents must be within
one or two meters of each other o engage 1in melee.

* Ranged Combar: Armed combat using projectile weapons
— pistols,rifles, shorguns, erc. Opponents must normally be within
sight {and weapon range) of each other to engage in

fircfight

ComBaT TURNS

In combat, many things happen at vietually the s
Since this can make things a biv sticky ina
divided into aseries of three-second turns
three stages — Initiasive, Attack and Resolution — 10 m:
casier to keep track of things.

e time.

combat is

ch combat turn has

ke it

STAGE ONE INTTIATIVE
This stayge ongan
character's action. Various actions are possible — anything from
leaping behind a wall tw shouting a warning. You must declare what
your character does, in as much detail as the Storyteller requires.

thestumn and is when you declare your

Everyone, player and Storyteller character alike, rolls one

die and adds it to their initiative rating [Dexterity
character with the highest result acts first, with the

ining
characters acting in decreasing order of result. If two characters
get the same total, the ane with the higher initiative rating g

first. If initiative ratings are also the same, the two characters act

simultancously. Wound penalties subtract directly from a

character's initiative rating,
Although you declare your character's action now, includ-

ing stating that your character delays her acrion ro see what

someane else does, you wait until the attack stage ro implement
that action. At this time, you must also state if
tions will be performed, if Disciplines will beacti
if Willpower points will be spent. Char

ny multiple

ared, andfor

s declare in reverse

order of initiative, thus giving

ister characrers the opportunity

to react to slower characters' actions.

All of your character’s actions are staged at her rnk in the
order of initiative. There are three exceptions to this rule. The first

Crarren So: Systents 4vo Drawa
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cter delays her action, in which case her maneuvers
n she finally ak
er her designated order in the mitiative, ev
slower character's action. Iftwo characters both
wy their actions, and both finally act at the same time, the one

isif your ch
happen wh
any time
interrupt another,
de

s action. Your character may act at

with the higher initiative score for the turn acts first

Thesecond breach of the initiative order occurs in the case
action (see “Aborting Actions,” and “Defensive
on the next page), which your character may
any time as long as she has an action left

of a defensiv
Mancuvers,

perform

nally, all multiple actions (including actions g

activating

he Discipline of Celerity) occur at the end
of the turn. [ wo or more characters take mulriple acrions, the
actionsaccur in order of initiative rating. An exception is made
for defensive multiple actions, such as multiple dodges, which
happen when they need to happen in order o avert aack.

Srace Two: ATTACK

Atracks are the meat of the combat turn. An action’s

success or failure and potential impact on the tanget are dete
ge. You use a certain Attribute/Ability
ding on the type of combat in which your

mined at this st

combi

1on deper
character is engaged:
® Close Combat: Use Dexterity + Brawl {unarmed)
Dexterity + Melee (armed)
* Ranged Combat: Use Dexterity + Fircarms
Dexterity + Athletics (thrown weapons).

suns) or

Remember, if your character doesn't have points in the
necessary Ability, simply default ro the Arrribute on which ir's
terity).

based (in most cases, De

In ranged combar, your weapon may modify
ordifficulty (due to rate of fire, a ta
weapon's statistics for details.

your dice pool
getingscope, etc. );check the

Mast artacks are made versus d

fficuey 6. This can he adjusted
for situational modifiers (long range, cramped quarters), but the
default artack roll is versus 6. If you get no successes, the
character and inflicts no damage. If you botch,
tack fail, but something nasty happens: The
xplodes, the blade breaks, an ally is hit.

ils her attack

not only does the

w

S

0N Jams or

Turee: ResorutioN
During this stage,

ermine the damage inflicted by
your character’sattack, and the Storyteller describes whatoccurs
in the turn, Resolution is a mixture
interesting for players to hear *Your claws rip through his bowels;
he scre

you de

of game and story; it's more

s in

s he clutches his bloody
Arracks
and damage are merely ways of describing what happens in the
story, and it's important to maintain the narrarive of combat
even as you make the die roll

pain, dropping his gun

abdomer

than simply “Uh, he loses four health levels,

Normally, additional successes gained on a Trait roll simply
mean that you do exceprionally well. In combar, each success
above the first you get on an attack roll equals an additional die
you add automatically to y

wtic combat

ur damage dice pool! This creates

fatal and cinen

Damace Types

All attacks have specific damage ratings, indicating the
number of dice that you roll for the attack’s damage (called the
damage dice po n the
attacker’s Strength, while others are b
Damage dice rolls are n
damage roll inflicts one he

1). Some damage dice pools are based

ed on the weapon used
fe versus difficulty 6. B
leh level of d

applied may be one of three types

ach success on the

amage on the ta

et
However, the dama

® Bashing: Bashing dams
slikelyokil

1 orher
vampire)
instantly. All characters use their full Stamina ratings t
frecrs, and the damage heals firly quickly. Bashing dam
is applied to the Health boxes on your character sheet with a

* Lethal: Attacks meant 0 cause immedi
injury to the target. Mortals may not use Stamina o

s comprises punches

blunt traumathat are

lavictim (especially

resist

bashir

and fatal

esist lethal

effccts, and the damage takesquite awhile toheal. Vampires may
resist lethal damage with their 1. Like bashing da amage,
lethal damage is applied to the Health boxes on your vampire’s
1"
* Aggravated: Certain types of attacks are deadly eventothe
undead. Fire, sunlight, and the teeth and claws of vampires,
werewolves and other supernatural beings are considered agg
vated damage. Aggravated dam
Fortitude, and it takes quite a while to heal. Aggr:
applied to the Health boxes on your character sheet with an *X

mit

character sheet with a

e cannot be soaked except with

ated damage is

Damage dice poals can never be reduced ta lower than one
die; any arrack thar strikes irs targer has ar least a small chance
of inflicting damage, at least before a sonk rollis made. Moreover,
damage effect rolls cannot hoteh; a botched roll simply means
ack g

ge cffects are describe

theat nces harmlessly off the targer. Specificsonapplying

216-218.

on pp.

COoMBAT SUMMARY CHART
Stage One: Initiative
* Roll initiative. E
character with the highest initiative performs her action
rst. Actions can be delayed to any time |
of initiative

their actions. The

eryane declare

er in the order

weord-

® Declare any multiple actions, reducing dice pool
ingly. Declare Discipline activation and Willpower
expenditure
Stage Two: Attack

* For unarmed close-combat attacks, roll Dexterity + Brawl
® For armed close-combat attacks, roll Dexterity + Mele
* For ranged combat, roll Dexterity + F
Dexterity + Athletics {thrown weapons).

ms (guns) ar

* A character can abort tw a defensive action (block, dodge,

parry) at any time before her action is perdformed, as long as you

ke asuccessful Willpower roll (ora Willpower pointisspent).
Stage Three: Resolution

* Determine total damage effect (w

ver), adding any extra dice

attack roll

apon type or maneu

vined from successes on the

* Targets may attempt to soak damage, if possible.




SoAH

Characters can resist a certain degree of physical punish-
ment; this is called soaking damage. Your character's soak dice
pool is equal to her Stamina. A normal hum

1 can soak only
against bashing ge (this reflects the body's natural resil-
ience to such attacks). A vampire (or other supernatural being)
is tougher, and can thus use soak dice against lethal damag
Appravated damage may be soaked only with the Discipline of
Fortitude. Against bashing or lethal damage, Fortude adds o
's soak rating (so a character with Stamina 3 and
has five soak dice against bashing and lethal da
two soak dice against aggravated damage).

After an attack hits and inflicrs damage, the defender may
make a soak roll to resist. This is considered a reflexive; charac-
ters need not take an action or split a dice pool to soak. Unless
otherwise stated, soak rolls are made versus difficuley 6. Each soak
success subtracts one die from the total damage inflic
dama ak rolls may not boteh, only fail.

Example: Liselle the Gangrel has Stamina 3 and Fortitude 1
She is attacked with a knife, and the attacker scores three levels of
lethal damage. Liselle may soak this attack with four dice (Stamina
3+ Fortitude 1). Sherolls 1,9,9,7. The *
ving Lisclle with two. She thus ignores two of the three
J:unhh levels inflicted by the knife, taking only one level of damage

Had Liselle been merely human, she would not have been
able to soak the (lethal) knife wound at all, and would have
taken the full

am

the defend
Fortitud

age,

e rolls,

1" cancels out one of the

esses, led

three health levels

ARMOR
wply put, armor adds to your character's sook. The
wting combines with your base soak for purposes of

armor's

reducing damage. Light armor offers a small amount of protec
but doesn’t greatly hinder mobility. Heavy armor provides
alot of protection, but can restrict flexibility,

Armor protects against hashing, lethal and aggravared dam-
age from teethand claws; it does nor protect against fire or sunlight.
An

oris not indestructible. If the damage rolled in a single atta
jals twi

Ar
onp. 214

CoMBAT M ANFUVERS

These maneuvers give you

the armor’s rating, the armor is destroyed.

their ratings and other specifics are described

OF type

1 variety of choices in coml
ying combat is more entertaining if you can visualize
cter’s moves instead of simply rolling dice. Most of
these maneuvers take one action to execute.

GENFRAT MANFUVERS

+ Aborting Actions: You can abandon your character’s
declared action in favor of a defensive action as long as your
character hasn't acted in the tum. Actions that can be aborted
to include block, dodge and parry, A successtul Willpower roll
versus difficulty 6 (or the expenditure of a Willpower point) is
nd perform :

required for a character to abort an action
1. When spending Willpawer for an abort
maneuver, a character may declare the Willpower expenditure

defensive one inste:

209

at the time of the abort. A Willpower roll to abort is considered

1 reflexive, nor an action. (See “Defensive Maneuvers,” below,
for descriptions of block, dodge and parry.)
* Ambush: Ambushes involve surprising a target 10 get in

decisive first strike. The attacker rolls Dexterity + Stealth ina
resisted action against the targer's Perception + Alertness. If the
ttack on
the target and adds any extra successes from the resisted roll 1o
her attack dice pool. On a tie, the atte still awacks first
although the target may perform a defer If the

attacker scores more successes, she can stage one fre

defender gets more successes, he spots the ambush, and both
parties roll initiative normally. Targets already involved in
combat cannot he ambushed.

hting/Fire: Staging artacks while blind (or in
fi lartacks
accurately made ar all. The powers of Heightened
Senses (p. 149) and Eyes of the Beast (p. 173) partly or fully
negate this penaley.

* Flank and Rear Attacks: Characters at
from the flank vadditions
ing from the rear gain two

* Movement: A character may move half of her running
distance (se p. 200} and still take an action ina
tumn. Other maneuvers such as leaping or tumbling may be
considered separate actions, depending vn their complexity.

acking targets
attack die. Characters attack-
litior

L attack dice.

Movement,

ions, sub-
| number of
nt action loses an additional die

* Multiple Actions: If you declare multiple

tract dice from the first dice pool equal to the rol

actions taken. Each subsequ

(cumularive). If a character performs only defensive actions ina

rurn, use the appropriate block, dodge or parry system.

The Discipline of Celerity allows vampires to take multiple
actions without this penalty. See the Discipline description for
particulars.

» Targeting: Aiming foraspecific location incurs an added
culty, but can byp

vresult i an

FMOT OF COVET, OF €
he Storyteller should consider special
results beyond a simple increase in damage, depending on the
actack and the target

sed damage effect.

Target Difficulty  Damage
Medium (limb, briefcase) modifier
Small (hand, head, computer)  +2 +1

Precise (eye, heart, lock)
DEFENSIVE MANFUVERS
1t's a given that your character tries to avoid being hit in
k rolls. Sometimes,
though, all your character wants to do is avoid artacks, Y

combat — that's why everyone makes a

o0 may
announce a defensive action ar any time before your character’s
akes an attack roll, as long as your character has an
action left to perform, Youcan declare adefensiv

opponent i

ictio

onyour

character's tum inth

nitiative, or can even abort toa defensive
maneuver, You must make a successful Willpower roll (or may

Mfthe Willpower

action that

simply spend one point of Willpower) 1o abol

roll fails, your character must carry out th

declared originally.
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MANFUVER CHARACTERISTICS
Mancuvers ar

ypically performed versus difficulty 6.
Maneuvers with specific combar effects may modify your
attack roll, difficulty or damage dice pool,

Trait
en. Ify
Ability, de

The Trait combination used for the action

ir character doesn't have a rating in the needed
ault to its base Actribure

Accuracy: The dice added ro the roll w hit an opp
nent. A“+3"adds three dice to the dice pool for that attack.

Difficulty: Anyadditions orsubtractions woan attack's
difficulty (which is most often 6). A

means the
difficulty of an attack, if initially 6, is increased 1o 8

Damage: The damage dice pool used

There are three types of defensive actions: block, dodge a
parry. Your ch

1
against virtally any kind of
attack with these three maneuvers. Howeve,
may not he able o

crer can defend

your character

avord every single artack thac'sdirected at her.
She can’t dodge when there's no room to maneuver, and she
can't block or parry if she doesn't know an attack is coming.

Each defensive mancuver uses the same hasic system: The
defensive

ction is a resisted roll against the opponent’s attack
roll. Unless the attacker gets more toral successes, he misses. If
the attacker gets more successes, those that he achieves in excess
ed o hit (the attacker
the successes he rolled). So if the
defenderhasfewersuccesses than theattacker does, the defender’s
maneuver can still reduce the effectiveness of the 4
the n

of the defender’s successes, if any,

doesn't necessarily use

tack, even if

neuver

* Blocl
character’s own body to deflecr
Lethal and «

't counteract it completely.

: A Dexterity + Brawl maneuver using v
hand-to-hand bashing atrack.
vated artacks cannot be blocked unless the

defender has Fortitude or is wearing armor
* Dodge
ing attacks of all types. Your character bobs and weaves to av

A Dexrerity + Dodge maneuver useful for avoid-
i
Melee or Brawl attacks (if there’s no room to maneuver, she must
block of parry instead). In firefy
least one yard

hts, vour che

acter moves at

nd ends up behind cover (if there's no room o

maneuverand/ornocover availal

. shecandrop tothe ground)
r prone thereafter, cover

If your character remains under cove:
rulesapply a

 Parr Dexrerity + Melee maneuver using a weapon ro
block & Brawl or Melee attack
attack and the defender |

nst further Firearms attacks (see “Cover,

If a character makes a Brawl
rries with a weapon that normally

auses lethal d

artacker can actually be hure by a
successful parry. If the defender rolls more successes than the
attacker does in the resisted action, the defender rolls the

weapon’s base damage plus the parry's extra successes as
dama

dice pool against the attacker

Block, dodg as part of a multiple
in your character's tum (punching then blocking, shooting
then dodging, parrying then striking). Using a multiple action to
act and defend is advantageous beca

and parry can be performe:

rer can still
accomplish something in a tum besides avoiding attacks.

Example: Liselie wants to claw a ghoud, then dodge two atracks

amultiple action. This ider

use your char,

e separate actions using

her Dexterity (3) + Brawl ( 2} for the claw slash, and her I
(3) + Dodge (3) two se
reduced by three dice

er
law slash
in her dice pool)
Liselle performs three actions. The first dodge is reduced by fi
(for another dice pool of two) , per the multiple-action vides. The final
by five dic

ate times for dodging
(giving her two dic

dice

(leavmg one dic)

Rather than make defensive maneuvers a part of
action, youmay declare that your character spends an.
defending. The normal multiple-action rulesare no
case. Insread,

multiple
tire turn
ed inthis

wu have a full dice pool for the
o, bur lose one die, cumulativ
defense acrion m,

st defensive

ac

subsequent

n the same turn. It is difficule ro avoid
several incoming arracks.

Remember th
versus multiple arta
Muluple Opponents,

ample: Liselle sp ng. Witha Dexterity
3anda Dodge of 3, she acks. Liselle'
Is six dice against the first antack, five dice against the second, four
dice against the third, thre

v actions, including defensive ones,

rs stll suffer difficulty penalties (see
P20

nds a whole tierm dodg

dodge up1osix

dice agai

st the fourth, wo dice against
the fifth and a single die against the sixth aack. Liselle can't do
anything else that nern bt dodge

Crose CoMpat MANEUVERS
This is simply a listing of the common

close combat; feel free to devel

Storyteller'sapproval). Allhan

cuvers used in
p your own moves (with the
to-hand attacks inflict bashing

damage unless stated otherwise. The damage inflicted by melee
attacks depends on the weapon type (see the Melee Weapons
Chart,p. 214). Itistypically lethal, though clubsand other blunt
instruments inflict bashing damage

Difficulry and damage for these maneuvers may be modified
at the Storyreller's discretion, depending on the combatstyle the
character uses. As always, drama and excitement take prece-

ble only 1o vampires (or
other supernatural creatures with sharp teeth, such a

werewolves). A bite maneuver is a “combat” bite, intended 1o
cause damage rather than drain blood. Bite damoge is agg
vated. To use a bite attack, the vampire must first perform a
successful clinch, hold or tackle maneuver (see below). On the
run following the successful attack, the play

may declare the
bite atrempt and make a roll using the modifiers below

Alrernal

vely, a player can declare her vampire's bire 1o be
a “Kiss" artack. A Kiss is resolved in the
bite, but inflicts no health levels of da

s a normal

me way

. Upon connectir

with a Kiss, the vampire may begin to drain the vitim's blood ar
the normal rae, and the victim is typically helpless taresist (see
p. 139 for specifics). Followir

the Kiss, a vampire may, if she
chooses, lick the puncrure wound of the Kiss closed, thereby
removing any evidence that she has fed

Difficulty: Normal

Damage: Scrength +1

Traits: Dexterity + Brawl

Aceur: +1

® Claw: This attack is ava
Protean power of

ilable only to vampires with the

il Claws or who constru

bone spurs with
the Vicissitude power of Bonecraft. A few other supernatural

creatures, such as werewolves, also have claws. A claw attack

Vawrsie: Tie Masquesane
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nents: A

Accuracy: Normal
* Multiple Oppor
he next

Difficulty: Norm.

Dama




chainor similar implement
to perform a sweep. The effect is the same, although the target
takes damage per the weapon type.

Traits: Dexterity + Brawl/Melee Difficulty: +1
Damage:

* Tackle: The attacker rushes her opponent, tackling him
to the ground. The attack roll is at +1 difficulty, and the
maneuver inflicts Strength +1 damage. Additionally, bothcom-
batants must roll Dexterity + Athletics (difficuley 7) or suffer a
knockdown (see “Maneuver Complications,” p. 213). Even if
the target’s Arhletics roll succeeds, he is unbalanced, suffering
+1 difficulty o his acrions for the next turn.

Traits: Strength + Brawl Difficulty: +1

Accuracy: Normal Damage: Strength +1

* Weapon Length: It is difficult to get in range with a
punch or knife if someone ekse is wielding a sword or scaff, A
character being fended off with a longer weapon must close in
one yard, then strike, losing a die from her attack roll in the
process.

Accuracy: Normal knockdown

* Weapon Strike: A slashing blow, thrust or jab, depending
on the weapon used. See the Melee Weapons Chart, p. 214, for

particulars.
Traits: Dexterity + Melee Di
Accuracy: Normal Damage: Perweapontype

ulty: Normal

RANGED COMBAT MANFUVERS

Many physical conflicts involve ranged weapons, The follow-
ing maneuvers allow for a number of wseful actions during a
firefight, but don't feel limited by this list. If the need arises, rry
yteller'sdiscretion). Refer
to the Ranged Weapons Chart, p. 214, for specific information,

* Aiming: The attacker adds one die to her attack dice pool
on a single shot for each rurn spent aiming. The maximum
number of dice that can be added in this way equals the
character's Perception, and a character must have Firearms 1 or
better to use this maneuver. A scope adds two more dice o the
attacker's pool in the first tumn of aiming (in addition to those
added for Perception). The attacker may do nothing but aim
during this time. Additionally, it isn't possible to aim at a target
that is moving faster than a walk.

developing a new maneuver (ar the Stor

* Automatic

ire: The weapon unloads its entire ammuni-
against asingle targer. The artacker makes
v. However, the attack
ulty due to the weapon’s recoil. Extra successes
ld to the damage dice pool, which is still treated as equivalent
toone buller. An attacker using automatic fire may not rarget a
specific area of the body

Example: Kincaid unloads a full AK-47 clip at the advancing
elder. His player rolls Dexterity (4) + Firearms (3) + 10 (for the
maneuver). The voll is made versus difficulty 8 (6 for shartvange +2
for vecoil). He scares a toal of six successes, and the elder doesn't
dodge. Kincaid's player now rolls 12 dice of damage — 7 {the base
damage for an assaule vifle) + 5 (for the successes). The clip is
completely emptied.

:
asingle roll, adding 10 dice to heraccura

rollisata+2

Thisattack is permissible only if the weapon's clip isat least
half-full to begin with.

Traits: Dexterity + Firearms Difficult
Accuracy: +10 Damage: Special
* Cover: Cover increases an attacker’s difficulty to hit a

target (and often the target’s ability to fire back). Difficulry
penalties for hitring a target under various types of cover are
listed below. A characrer who fires back from behind cover is also
at something of a disadvantage to hit, as he exposes himselfand
ducks back under protection. Firearms attacks made by a
fender who is under cover are at one lower difficulty than listed
below. (If a listed difficulty is +1, then the defender suffers no
penalty to make ks from under that cover. ) If your character
hides behind a wall, artackers' Firearmsrollshave a +2 difficulty.
Your character’s attacks staged from behind thar wall are at +1
difficulry

Note that difficulties for combatants who
cover are cumulative. If one combatant is prone
behind a wall, attacks staged by the prone
difficulty, while artacks staged by the chara
are also ar +2 difficulty.

tac!

e both under

nd one is

aracter are at +2
r behind the wall

Cover Type Difficulty Incre:
Light (lying prone) +
Good (behind wall) +1
Superior (only head exposed) +3

* Multiple Shots: An attacker may take more than one shot
in a tum by declaring a multiple action (the first shot's dice pool
isreduced by the total number of shots fired, and each subsequent
shot is reduced by an additional die, cumulative). The attacker ca
fie a number of shots up to the weapon's full rate of fire.

Abilit Difficulty: Normal

Accuracy: Special Damage: We

* Range: The Ranged Weapons Chart lists each weapon’s
short range; attacks made at that range are versus difficulty 6
Twice that listing is the weapon's maximum range. Aracks
made up to maximum ran, versus difficulty 8. Attacks made
at targers within two meters are considered point blank. Point
blank shots are made versus difficulty 4.

* Reloading: Reloading takes one full turn and requires the
crer's concentration. Like any other maneuvi
can be performed as part of a multiple action.

+ Dextenity + Firearms

pon Type

s eloading

*® Strafing: Instead of aiming at one target, full-automatic
ing adds 10 dice 10
accuracy on a standard attack roll, and empties the clip. A
maximum of three yards can be covered with this m:

weapons can be fired across an area. Str

attack coll

ed area (successes assi

The attacker divides any successes gained on ¢
evenly among all targets in the co
idualare added to that target's damage dice pool, as well).
arget is within range or the area of effect, only half the

Ifonly one
successesaffect him. The attacker then assigns.
asshe desires. [ffewer successes are rolled th
one may be assigned per target until they

ny leftover successes
there are rargets, only
| allocated.

ainst strafing are at +1 difficulty.
Difficulty: +2
10 Damage: ¢

dexterity + Firearms

pecial
* Three-Round Burst: The attacker gains two additional
dice on a single artack roll, and expends three shots from the

Vanarmz: Tie Masquerant
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Automatic Fire

Multiple Shots

CroseComaar Marneuvenrs Tanit

Traits

Dex + Brawl +1

Dex + Brawl Special
Dex + Brawl Normal
Str + Brawl Normal
Dex + Melee Normal
Dex + Doxlge Specis
Str + Brawl Normal
Dex + Brawl Normal
Dex + Melee Special
Dex + Braw] Normal

Dex + BawlMeclee  Normal
Str + Brawl Normal
Dex + Melee Normal

Rancen Compat MaNEuvE

Traits Accuracy

Dex + Firearms  +10
Dex + Fircarms  Special

Dex + Fircarms

Dex + Firearms

Normal

+1

Normal

Normal

+1 Str (K)
+1 Str+1 (K)
Norm Weapon

rs TanL

Difficulty  Damage
+2 Weapon
Normal Weapon
Weapon
o Weapon

Difficulty

Damage

Normal Str+1 (A)
Normal (R)
Normal Str +1 (A)
Normal Str (C)

Normal

Two Weapons  Dex + Fircarms  Special  +1/of-hand  Weapon
ARMOR CHART MELEE WEAPONS CHART

Armor Rating  Penalty Weapon  Damage Conceal
! 1 0 Sap+ Strength +1 P!
Class Two (armor T-shirt) 2 1 Club+ Strength +2 I
Class Three (Kevlar vest) 3 1 Knife Strength +1 J
4 2 Sword Strength 42 T
Class Five (full riot gear) 5 3 Strength +3 N
T

mcter's soak dice pool

ge from fangs
st fire orsunlight. Howeve:

e from dice pool.
enty-by

Vawese: Tie Masquerane
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ngth +1

et. Blunt objects inflict
less targeted ae the head
209). If 50, they mflict

* May paralyz !
heart. The attacker must earger the heart (di

ficulty ) and score three damag




HeAarTtH

pires ar

incag

Tne Heartu Cr

your character's current
penalty impased on your dic
your cl

her health declines until she becomes incapacirared

RANGED WEAPONS CHART
Type Damage  Range Rate  Clip Conceal
Example
Revaolver, Lt. 4 12 3 6 P
SW M640 (.38 Special)
Revolver, Hvy 6 35 2 6 ]
Cole Anaconda (.44 Magnum)
Pistol, L. 4 20 4 17+1 i
Glock 17 (9mm)
Pistal, Hvy 5 30 3 T+ ]
Sig P220 (.45 ACP)
Rifle 8 200 1 5+1 N
Remington M-700 (30.06)
SMG, Small* 4 25 3 30+1 |
Ingram Mac-10 {9mm)
SMG, Large* 4 50 3 32+1 oy
Uz (9mm)
Assault Rifle 7 150 ] 42+1 N
Steyr-Aug (5. 56mm)
Shotgun 8 0 1 5+1 T
Ithaca M-37 (12-Gauge)
Shotgun, Semi-auto 8 20 3 B+1 T
Fiachi-Law 12
Crosshow** 5 20 1 1
nsidered lethal
ed {see T
e fired ut twice this distance, but the
ursts the gun can fire in a single rum. This rate
Clips The number of shells & gun car held in the chamber, ready
1o fire
Can be lodden in

. your characte

els. Alr

As mentioned in Ch

th Trait comprising seven healt

mmortal Jsufficient injury can
itate them, by periodsof dormancy,  PIOF 2
or even kill them once more (this time 1) of damage inflicted (see

The number to it
R1

ent dice pe

The Health chart on the character sheet helps you track

ysical condition. It also lists the of task

pool for each level of injury that

cter sustains. As your character suffers more injuties,  wourd heals

or dead
Cotarrin Sox: StsTins v Diaws
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below).

the lowest marked box indicates

alry. As your character gets more and more
ingly difficult for him ¢

perform even the

The dice penalty is subtracted from your dice
or every action (not reflexives such as soak) until the




OptioNaL Rut e: ERTRAS
To make large fights cinematic and easy to mas
assign “extr, wnnllunlurn:umn\\l‘-urh».mhh\
[Hurt -1, Maimed -3, Incapacitated and Dead). E:

nameless (usually mortal or ghoul) thugs whom characters
run into from time to time, not key Storyteller characters.
They're diversions who are usually controlled by the more
important enemies whom your characters are really after.
These extras are a plot device, and shouldn’t interfere with
the main story. After taking a few lumps, extras retreat,
surrender or fall over so the real action can get underway.

from lethal injury, and even the undead can be traumatized by
massive amounts of lethal damage. Finally, aggr e
ces even other vampires fear — fire, sunlight
and the teeth and claws of their own kind.

includes those fi

, and the combined
injury determines your character'scurrent health level. Specifics

All types of injuries are cumulati

on each type of damage are provided below.

Bashing and lethal damage differ in their effects, bur, for
vampires, both types of damage are considered normal. Normal
da (/") in the appropriate Health chart
box. Aggravared damage is marked with an “X” for each level
inflicted. Aggravared damage always gets marked above normal
{whether bashing or lethal). So if you mark a level of normal
damage in the Bruised box, and take one aggravated health level
later on, “move down” the bashing level to the Hurt box by
marking that box with a“/." The aggravated level is then noted by
simply drawing another slash through the Bruised box, tuming it
into *X."" Normal levels taken after aggravated lev

isrecorded asa

5 are simply

wh in on the next open box. Normal da 't as severe as

ge
geravated, so it's always marked last and hmlul first (see below)

HearH

Bruised =
Hurt 1A
Injured -1 0
Wounded -2 0
Mauled 2 0
Crippled 5 0
Incapacitated O

Example: Veronica Abbey-Roth, wapped in a witch-haner's
sanctian, has already taken a level of bashing (novmal) damage from
an Inguisitor's punch (Veronica's Health chartis noted with *I" inthe
Bruised box). Another witch-hunter blasts Veronica with  propane
torch, scoring three aggravated health levels. Veromica's chant is
marked with “X" in the Brudised, Huart and Injured health levels, and
“I" i the Wornded box (essentially moving the punch's damage doun
the chant}. The combined damage puts Veronica at -2 dice to all her
action dice pools. On the verge of frenzy, Veronica beats her way
through the Inguisitors and suambles ont of the ancient cathedral

BASHING DAMAGE

Bashing damage covers all forms of injury that aren't likely
o kill insta ickly. Most forms of
hand-to- kicks, rackles and
the like — inflict bashing dam e generally
impairs less than lethal damage does, and |

Vampires are relatively unaffecred by bashing damage — a
punch to the gut has little effect on the undead. However,
massive concussive trauma can send a vampire into torpor.

Mortals may soak bashing damage with their Stamina,
while vampires may also soak bashing damage with their Stamina
(+ Fortitude, if they have that Discipline). However, any bash-
ing damage applied to a vampire after the soak roll is halved
(round fractions down) — the Kindred's corpselike bodies
simply don’t bruise and break like the kine's.

Example: Veranica has been comered by her enemy, the Sabbat
vampire Kincaid (it's fust not Veronica's lucky night!). Kincaid wkes
aswingat Veronica. He strikes her, and his player calculates damage
Kincaid has a Strength 4 and two levels of Potence. His damage voll
isavery good 8, 6,7, 9, plus two automatic successes for Potence —
a full six health levels of damage. Veronica rries to soak (versus the
standard difficuley of 6), using her Stamina of 2. Her player volls a 3
and 8 — one suceess. Kincaid inflicts five health levels of bashing
damage — but, because Veronicais undead, she halves the final result
and rounds down. She suffers anly two health levels of damage

Veromica, in desperation, swings back, and manages 0 hit the
Sabbat. She hasa Srengthof |, soonby one die isvolled. Luckaly, it comes
up 9, inflicting one health level of damage, and Kincaid fails his soak roll
(Stamina 4 and Fortitude 1 allow him to 7ol five dice, which come up
4,5,1,9, and 3). However, because the damage is bashing, the one
health level of damage is halved and rounded down to zero! Veronica
flails frantically at Kincaid, who laughs at her pathetic efforts to hurt him

If your character falls to Incapacitated due to bashing (or
lethal) damage, then takes another level of bashing (or lethal)
damage, she enters torpor. If your character falls to Incapacitated
due to bashing d e but then takes a level of 4
damage, she meets Final Death

ted

Letnar DAMAC

Lethal damage s just that — lethal, at least
vampires take a sword-wielder seriously — a vampire who is
hacked to bits or decapitated will die the Final Death, though
not as readily as a mortal. Knives, bullets, swords and the like all
cause lethal wounds. At the Storyteller's option, blunt attacks
aimed at a vital body part (difficulty 8 or 9 to target) can cause
lethal damage, particularly versus mort

L nd grievous
injury. For the kin me to heal and
usually require medical attention for any hope of recovery. For
well-fed vampires, knife wounds, shotgun blasts and the like are
simply...annoying

»mortals. Even

hal damage is intended to cau

, lethal injuries take a long

Mortal characters may not soak lethal damage at all — all
such damage is applied directly to their health levels. Kindred
characters may soak lethal damage normally with S
Fortitude, if they have it), Lethal damage that pe
roll is applied normally to their health levels. However, lethal

nina (+

tes the soak
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MoRrtars HeaLING Tim

Though the power of their Blood enables vampires toh

icksticks"are notsofortunate.
age on vampires’ mortal foes, fr

most wounds instantly, mortal |

The following systems allow Storyrellers to simulate the effects of da

Like vampires, mortals have seven health levels and suffer dice pool penalties for wounds
heal their wounds only thr time, rest and medical care. Moreover, mortals have no “torpor
below the Incapacitared level kills them. M
(though obviously mortals rake no dam:

nlike vampires, mortals ¢
ate; any amount of damage
rtals can soak bashing damage, but cannot soak tethal or aggravated damage
e from sunlight).

re to a mortal (whether bashi
hashing damage to reduce him to Incapacitated, he spendsafull 12 hours in adelirious state before he:
that level takes six hours, and so on.

level of dam: zor lethal) must be healed individually. Thus, if a mortal takes enough

g toCrippled. Hes

HEALING BASHING DAMAGE

Bashing an be cared for without medical skill these wounds heal on their ow,
treatment. Bashing damage beyond Wounded may have deeper consequences. A mortal's vision or hearing may be alered duc 1o
aconcussion, she may suffer excruciating pain from intemal bruising or experience some other extreme discomfort, These effects can
be negated if the mortal rece ion.

mage up to the Wounded level without

s adequate medical atte

Health Level Recovery
Brussed to Wounded One hour
Maime Three hours
Crippled Six hours
Incapacitated 12 hours

Once bashing levels reach Incapacitated, mortals fall unconscious, but do not sink helow Incapacivited... yer. However,
shing ones, making them lethal. Avthat point, recovery ishandled aslethal
martal can be slowly beaten to death

HeALNG LETHAL DAMAGE
f any sort can be deadly — thar's why it’s called lethal. Lethal wounds that go unattended m. ntife o bleed

or broken limbs.

Any lethal damage past Hurt requires medical trearment to prevent further harm. Unireated lethal wounds worsen by
one level of letha ge per day. When a mortal sustains lethal damage down o In
h. If he takes one more wound {whether bashing or lethal), he dies,

irated, he's one health level away

from dea

If the individual is at Maime
CrippledorInc

the mortal is
Indced, at Incapacitated the individual

or higher, he may recover with rest aver the times listed below. Howeve
pacitated, no recovery is possible unless he receives medical atenti
se at worse and delirious at best, and could still die.

is comat

Health Level Recovery Time

Bruised One day

Hurt Three days

Injure One week

Wound One month

Maimed Two months

Crippled Three months

Incapacitated Five months

The blood bond is most commonly used to ensnare mortals might show up. There is no mechanical effect ar this stage, but
ind ghouls, but Kindred can bind each other as well. Such is the it should be roleplayed. All childer have this level of bond
blood bond's power that a mighty elder can be bound to a lowly  toward their sires, for the Embrace itself forces one drink upon
neonate; in this respect, the blood of a 3th-generation fledgling  the childer; they may love their “parents,” hate them, or both
15 (presumably) as strong as that of Caine himself. As such, the but are rarely indifferent toward them

blood bond forms an essential strategy in the Jyhad; some Ancients

Second drink: The drinker's feelings grow strong enough

are said to hold dozens of influential Kindred in secret thralldom o influence her behavior. Though she is by no means enslaved

® First drink: The drinker begins 1o experience intermic- to the vampire, he is definitely an important figure in her life.

tent but celings about the vampire. She may dream of She may act as she pleases, but might have to make a Willpower

him, orfind herself“coincidentally” frequenting placeswherehe  rollo takeactionsdirectly harmful tothe vampire. The vampire's
Ciuagmen Sox: Systins AnD Diava
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* Third di




the

Idicrion.” As a general rule, a thrall who neither sees nor
v her regnant for a period of (12 - Willpower) months
finds her bond reduced by one level (so, a fully bound thrall with
a Willpower of 5 has her blood bond reduced ro the equivalent
of two drinks if she goes seven straight months without any
contact with the regnant). If the bond is reduced to zero in this
ndit
she r

feeds |

fashion (a feat typically accompanied by the exy
it deal of Willpower on the thrall’s part, ists the
irge to seek out her sire), it is nullified entirely

wing

other, though somewhat less certain, way tobe rid of the
bond is ro kill the regnant. Such a choice is extremely perilous
onmany levels, and makes no guarantees that everything will go
smoothly. Those who have been released by such means claim
the bond shatters like spun glass upon the moment of the
regnant’s Final Death. The thrall's Nature may play a large g
whether the contre
math is best left in the hands of the Storyteller.

rt

is completely ended, though, and such

DEGENFRATION

Let's face it: De
going to succumb to moral failure sooner or later in his unlife
Willfully or otherwise (ethics are particularly ha
in frenzy), a vampire occasionally commits atrociry
lasing his Humanity to the Beast. If the character feels remorse
for his actions, he knows tha his Humanity is still intact. If he
commits a wrongful act and callously disregards ie, however, his
Humanity is obviously waning.

One of the most important themes of Vampire: The
Masquerade is the Kindred's struggle to retain their souls and
avoid the clutches of the Beast. Thaus, it is extremely important
touse morality and Humanity in

pite all efforts to the contrary, a vampire is

d to maint

consistent, dramatic manne;

If the Storyreller allows the players to (sometimes literally) get
away with murder, the story will suffer, as one of the tragedies of
vampiric existence vanishes. If the Storyteller is too strict w
Humanity n

h
the characters will be ravening

s, though, all
blood-gorged maniacs by the end of the first session. Keeping a
handle on Humanity isa hard thing to do, but the Degeneration
system is designed to help that

scores aren't particularly appropriate cither, but can be enjoyably
tragic figures in comparison to their nobler counterparts.)

O~

1€ BRINK

A Sroryteller should always warn a player before she takes
an action that may cause degeneration. Players should under-
stand the consequences of their characters' actions, and should
have the opportunity to enjoy making the decision. Likewise, a
player whose characrer is in frenzy should be told when the
character is abour to do something heinous — and can only
watch in impotent horror as the character casts her morals to the
winds at the Beast's command. (Remember, though, thar a
player may spend a point of Willpower in order to stave off the
pangs of frenzy for a turn. ) Players should not be allowed ro think
they can get away withanything. Make it obvious that a roll may
become necessary if vicious characters persist in commirting
self-centered deeds. Likewise, don't bait and switch. If you warn

them that a roll is imminent, go through with it, or you risk
ruining the mechanic's usefulness.

UsinG HIFRARCHIFS OF SIN

Degenerationchecks mayseemarbitrary o
degree, they are, but this is intentional. Moreover, degeneration
checks are not random so much as they are subjective. A Storyteller
hascarte blanche 1o monitor character morality in her chronicle. This
is a huge responsibility for the Storyteller, but one that ultimately
makes for a grear deal of tragedy and horror, as the characters
gradually descend into a state of urter monstrosity though they
desperately rail aganst it. Storytellers,
never feel that you are screwing them out of Humanity or, conse-
quently, their characters. Use degeneration checks consistently but
sparingly, lest the tragedy erode to an incessant series of failed die
rolls. Because this mechanic is so heavily entrenched in the
Storyteller’s line of duty, her own morality is often reflected in how
she applies the rule. This is encouraged, as it illustrates literally what
Vampire may do only in allegory.

Tolend ¢
Hierarchy of Sin here. (Note: Other Paths use Hierarchies of Sin
as well, though their ideas of “sin” are different. See the Appendix

Il defined. Tosome

beware — players should

sense of order to degencration checks, consult the

Thesy Whenever acharacter takesan action
that the Storyteller decides is morally questionable, the charac HIERARCHY OF SIN— HUMANITY
ter may suffer degeneration — a permanent loss of Humanity. If Humanity  Moral Guideline
degenerationisa possibilicy, the player whose character commits
i 10 Selfish thoughts

the act should make a Conscience roll for that character. The e
difficulty is 8 — reprehensible acts are hard to justify — though 9 Minar selfish acts
the Storyteller may modify this. Willpower may not be spent for 8 Injury to anather (accidental or otherwise)

wtomatic successon thisroll —all the egoin the world won't 7 Theft
protect a chatacter from guilt 6 Accidental violarion (drinking a vessel dry

If the player makes the roll with even one success, the out of starvation)
character loses no Humanity — he feels enough remorse or 5 Intentional property damage
somehow manages to justify his transgression. Ifhe fails the roll, the Impassioned violation (manslaughter, kill-
character loses a point of Humanity. If the plaer botches, the ing a vessel in frenzy)
character losesa point of both Humanity and Conscience, andalso 3 Plannedvistition foutighcawiler;sivore
gains a derangement, decided upon by the Storyreller (who should cxsamguination)
make it appropriate). Obviously, morality is not something 3 Casual violation (thoughtless killing, feed:
Kindred can afford to take lightly. Remember that a vampire 5 pat i)
whose Humanity drops to zera is no longer suitable o be a player’s ' i s
character. {To be perfectly honest, Kindred with low Humaniry SEEE PECVRER O BT AT
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ther Parhs and their ethical cosdes.) Whenever a characrer
commatsadubious act, see how that action relates to the hierarchy
ton is at or below the level of the character’s Humanity
roll s warranted
Humanity scale, she hecomes incr
peccadilloesce

wrer falls further down the
asingly callous, and minor
frhe term violation in the
ely vague, to aid the Storyteller, A violation

asach

bother her. The use.
hierarchy is deliber.

may be anything questionable, and is presented to avoid inclinir

the scale toward any single transgression. Violation may be L.Iim;
callous injury, rape (what do you think raking blood by force is?)
or any other villainy the Storyteller considers wr,

Itseems hare

v later, the character will be committing depr:
own volition, The Storyteller is free to decree thi
low Humanity (4 o less) occasionally act accord-

ing to various urges and impulses that must be resisted with
Conscience rolls or Willpower expenditure, This s the eritical
crux of Vampire: The Masquerade — how closely can the

character skirt the Beast before it dra

s her into damnati

DERANGEMENTS

Derangements are hehaviors that ed when the
mind is fo r conflicting feelings,
such as overwhelming terror or profound guilt. When the

re cre:

ced to confront intolerable

ind
isfaced with impressions or emotions thar it cannot recongile, it
arrempis w ease the inner conflict by stimularing behavior such
bulimia or hysteria to provide an outlet for the
ndl stress that the conflict generares.

as megaloman

tension

Vampires or mortals receive ¢
tions of intense terror, guilt or anxiety. If a player borches a
Virtue or Willpower roll (for example, when confronted with
R

rangements under condi

schreck), the Storyreller may decide thar the experience
ement in the character. Othe
angement-inducing events include killir

n a frenzy, being buried 4

causes a der examples of

loved one while
e, or seeing hundreds of years of
careful scheming dashed in an instant of bad luck. Generally, any
experience that causes intense and unpleasant emotion or thor-

de

iv

oughly violates a character's beliefs or ethics is severe enough ro
cause a derangement. The St
angement a character receives, choosing (or creating) on

ryteller alone determines which

appropriate to the chay

er's personality and the circumstances

of the event that caused the disorder
lemust be ny

ed that people whoare “crazy” are neither funny

nor arbitrary in their actions. Insanity is fr

tening to those who
are watching someune rage
rotten me:

anst unseen presences or hoand

to feed to the monsters that live next door;
something as harmless-sounding as talking to an imvisible rabbir

n
can become disturbing to observers. The insane, however, are only
responding toa pattern known to them, stimuli thar they perceive
in their own minds. To their skewed perceptions, what's happen-
ing to them is perfectly normal — to them. Your vampire's
derangement is there for a reason, whether he's a Malkavian who
resicled at Bedlam before his Embrace of o Ventrue who escaped
nths of torture at the hands of an Inquisitor. What
stimuli is his insamity inflicting on him, and how is he reacting 1o

from five mu

what's happening? The player should work with his Storyteller to

1 pattern of provocations for his derangement, and then
decide how his cha

cre

acter reacts to such provocat

\
Derangements are a challenge o roleplay, without ques

tion, but a little time and care can result in an experience that

is dramatic for all invalve
Onsessivie/CoMpur sive

The trauma, guilt or inner conflict that causes this derange-
ment forces the individual to focus nearly all of herar
erey onro a single repetitive behavior or action. Obsession

tion and

relates to an individual's desire to control her environmenr —
ful, or keeping
imple. A comp
n action or set of actions that an individual is driven 1o

keeping clean, keeping an area quict
undesirable individuals from an arca, fore
"

ilsion

perform to soathe her anxieties: for example, placing objects in

an exact order, or feeding from a mortal in a precise, ritualistic
fashion that is never allowed to vary

Vampires with an ohsessive orcompulsive d

\gement must
derermine aset of specific actions or behaviors, as described above,
and follow them to the exclusion of all else. The effects of
gated for the course of
anescene by spending a temporary Willpower poine. The difficulty
of any artempt 1o coerce or Domir

obsessive/compulsive behavior can be

asing her

e 3 vampire into ¢

behavior is raised by one, If a vampire is forcibly prevente

adhering to her derangement, she automatically frenzies.

Mul 1ip1 & PERSONALTTIES
The trauma thar spawns this derangement fra
victim's personality into one or more additic

e

ures th
Al personas, allow-

ing the victim to deny her trauma or any actions the trauma

causes by placing the bl

ame on“someone else.” Each personaliry

| stimuli — an abused

is created to respond 1o certain emotior
person might develop a tough-as-nails survivor personality,
protector,” or even becom

amurderer inorder to deny
the abuse she is suffering. In mast cases none of the personalities
isaware of the others, and they come and go through the vicrim's
1s or condil

mind in response to specific sinfari ons.
When a vampire suffers this derangement, the Storyteller
and the player must agree upon how many and what kind of

sonalities develop,

nd the situations that trigger their dom
ch personality should be relevant to the
trauma that causes it. Not only s each personality distinet, but
in the case of Kindred, the different personalities might believe
themselves to be from different clans and sires.

in the victim

Kindred with multiple personalitics can manifest different
Abilities and even Virtues for each of their personalitie

the Storyteller's responsibility to determine the specific d

SCHIZOPHRENIA
Conflicting

unresolveable sets of feeling

ind impulse:

cause u victim to develop schizophrenia, which manifests as a
withdrawal from reality, violent chan,
cinations. This is the classical sort of d

es in hehavior, and hallu-

ngement, causing
victims ro talk to walls, imagine themselves 1o be the King of
Siam, or receive instructions from their pets telling them o
murder people

Roleplaying this derangement requires careful thought,

because the player must determine a general ser of be
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deran, nt. The

uma thar caused the
bek
hat the individual cannot resolve. The
ind

levant 1o the

vior and unseen voices stem from a

hallucinations, bz

terrible inner ¢
player needs to establish a firm idea of what thar conflict
o behavior this conflicr will cause

then rationalize what kind

ment are unpredictable and dan.
conflict, the
and the

Kindred with this derar
gerous. In siruations that trig
difficulties of all rolls o resist frenzy increase by three

| Willpower rolls

cr 4 vampire's i

vampire loses thre

Parano
The victim of paranaia b
rity stem from external persecution and hostility. Paranoids

ves that her misery and insecu

ess about their persecution complexes, often creating vast

rmentic

thewries o explain who is t

and intricate conspirac

them and why. Anyone or any perceived to be "one
them" is often subjected ta violence
red who suffer from paranoia have difficulty with

Kind

raction; the difficulties of all dice rolls involvir
tful and suspi-

i

interaction are increased by one. They are distny

cious of everyone, even their own blood bound progeny. The
sl
frer
behavior. This par:
rigorous feeding practices, to ke

test hint of suspicious hehavior is enough to provoke

e of the

roll, with the difficulty relative to the d

n extend to complex and

a may

from contaminating

the vampire’s food supply.

MEGALOMANLA

Individuas with th
dwealth, salving
ndividuals in their e
gant and supremely sure of their abilities,

theirmsecurities by bec

Iz n
most
are inv
convincedof theirow
ing their status can take many forms, from devious conspiracies to

B power
Such individu

vironment

tent
ably

ansof achiev

inherent superiority, Th

tbrural individual ofequal or higher starus than the

outr

victim is perceived to be “competition

Kindred with this derangement constantly struggle 1o rise
to the height of power and influence, by whatever means

ac's view, there are only two classes

komar
ire weaker, and those who do not deserve
is belief

In a me;

neces

of peaple: those wh
the power they have
ne an

1st be made weaker.

¢ vampire, including membs
adie toallofthe

s to every

extend
herown coterie, Thisd
victim's Willpower roll

ndsanex

e toher towering sense of suy

If a megalomaniacal vampire is presented with the chance
shie wiill be sovely tecpred

to diablerize a more potent Kindred

A Willpower roll (difficulty 10) 15 needed for the vampire to
avoid taking “what s rightfully hers.”
BurmMia

Individ h bulimia assuage their guilt and insecurity
by indulging in activities that comfort them — in this case,
consuming food. A bulimic will eat tremendous amy sof food

when subjected to stress, then empty her stomach through
frastic measures so she can eat still more.

ment, the need tc

In the case of vampires with this de

feed is a means of relieving the fear and anxiety endemic to the

World of Darkness. A bulimic vampire may feed four or mare
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times i night — gorging herself, burning the blood in pointless

{or nor so pointless) activity, then startir

he cycle again

wpire with bulimia gers hungry much more quickly th
other vampires do, When feeding,
nscienceroll (difficulty 7). Ifshe
blood pool is full, whether the
not

N
a bulimic vampire must make a
uls the roll, she feeds until her
vampire needs
Avampire who is forcibly kept from feeding risks frenzy {make
afrenzy roll, difficulry 6). The difficulty increases by one for every
15 minutes chat she is prevented from drinking

he extra blood or

HyvsteRIA

A person in the grip of hysteria is unable to control her
ions, suffering severe mood swings and violent fits when
subjected to stress or anxiery

em

checks whenever
subjected to stress or pressure. The difficultics of these rolls are
normally 6, ncreasing to 8 if the stress is sudden or especially
severe. Additionally, any action that results ina botch causes the
vampire o fre omatically.

Hysterical Kindred must make frenz

MANIC-DEpRESSION

Manic-depressives suffer from severe mood swings, some-

times resulting from severe trauma or anxicty. Victims may be

upbeat and confident one moment, then uncontrollably lethar-

gic and pessimistic the next.

Kindred with this derangement are constantly on a hair

trigger, never knowing when the next mood swing will strik
Whenever the vampire failsa task, the Storyteller has the opic
of secretly making a Willpower roll (difficulry 8) for the charac-
ter. If the characrer

ils the roll, she lapses into depression.

dditionally, the vampire will go into depression whenever one
of her rolls is botched, or if her blood pool ever drops below 2.
The Storyteller should roll

the chy;

adie to determine how many scenes

acter remains depressed, keeping the numbe

asecret.

ampires in adepressive state have their Willpow
halved (minimum 1). In
her blood pool o

Fratings

dition, the vampire may not access

se Arributes. Upon emerging from the
depressive state, the character is energe

relentlessly upbsat
and active (obsessively so) fora number of scenes proportion:
rothe

me spe

tin depression. When a vampire is in this manic

ate, the difficulty of all rolls to resist frenzy is raised by one

ns suffering from fugue experience “blackouts” and

loss of memory. When subjected ro stress, the individi

I be

s

aspecific, nigidset of behaviors to remove the stressful symproms.
Ths differs from as the individual in the
grip of a fugue has no separate personality, but is on a form of
“autopilot” similar to sleepwalking

tiple personalities,

Kindred suffering from this derangement require a Willpower
roll when subjected o extreme stress or pressure (difficulry 8). If
the roll fails, the player must roleplay her character’s rrancelike
state; otherwise, contral of the character passes to the Storyreller
fora number of scenes equal to the roll of a die. During this period,
the Storyteller may h:

e the character act as she sees fit to remove
the source of the stress.

At the end of the fugue, the charac

“regains consciousness” with no memory of her actions.

SANGUINARY ANIMISM

This derangement is unique to the Kindred, a response to
vampires' deep-seated guilt regarding the act of fe
blood of mortals. Kindred with this d
they do not merely consume victims'
well, which are then made

ing on the
ngement believe rhat
blood, but their souls as
part of the vampire's consciousness

In the hours after feeding, the vampire hears the voice of her
victim inside her head and feels a tirade of “memories” from the

victim's mind — all creared by the vampire's subconsci In

extreme cases

this sense of possession can drive a Kindred 1o
1 behalf of her victims. Obviously, diablerie
would be unwise for an animist ta perform

CarTy out actions

Whenever a vampire with this derangement feeds on a
1 Willpower roll is needed (difficulty 6, or 9 if she drains
| to the point of death). If the roll succeeds, she is
tormented by the “memories” of the person whose soul she has
partially consumed, but is still able to funcrion normally. If the
roll fails, then the images in her mind are so strong that it is akin
tohavingasecond personality inside her,

mortz
the mor

vangry and reproach-

ful personality that secks to cause harm to the vampire and her
associates. The pl:
of the

er must roleplay thisstate; otherwise, control

haracter passes to the Storyteller, who runs the characrer
asifthe mind ofher victimis incontrol. During the moments just
before dawn, contral auromarically reverts o the v

mpire.

DETERIORATION

A vampire who is staked o otherwise paralyzed continues
tospend blood at the rate of one point per nighe. If the vampire
is further deprived of blood, the decaying process that unlife has
held at bay begins again. A vampire with no blood begins
consuming all excess moisture within his bod,
health level per day. As the process cont
begins to resemble a mummifie
appe ly dehy-
drated, the meat and ligaments, along with the mostly useless
organs within the body, begin to wither. By the seventh day,
when the character has reached Incapacitated on the Health
char, the s shrivel within his skull, the tendons
nd ligaments within the body draw painfully tight, the gums
recede from the reeth, and the lips draw back in a death-rictus.
Au this point, the ch,

arate of one

es, the

vampire
corpse. At first the vampire

merely emaciated, bur as the body is comple

character's ey

aracter enters torpor.

Once inrorpor, the character cannot rise unless supplied with
enough blood to bring him back to Injured on the Health chart (at
least four blood points). A vampire emerging from this st
ravenous o the point of insaniry, and will attack wh
of blood s closest, regardless of any emational ties

ever source

Leaving

ih
state, then reviving him with just enough blood to prolong the
safavorite method of torture for both the Inquisitionand
the Sabbat. Most vampires undergoing this form of torture suffer
perm | damage

mpire staked until he reaches this near-de:

agony

s a result.

ent ment

DIABLERIE

There isone thing that elder Kindred dread even more than
fire or the light of the sun. This is the sin known
the Amaranth. Among Camarilla society, di

s diablerie.

blerie is the ulti-

mate crime: those who practice it are subject to the harshest
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aginable. It is as loathed and feared as cannibal -
ism is among mortal society. The vampires of the Sabbar, as well
‘I~l]\|‘\n wrrions of Clan Assamire, are said to indulge in diablerie
Iy, which is yet another reason why the elders hate them so.

Quite simply, diablerie is the actof feedingona vampire in the
way that a vampire feedson a mortal. Inso doing, not only does the
munderer consume the vicrim's hlood (and vampire blood is far, far

sweeter than even the tastiest mortal's), but the v

ictim'’s power as
well. By stealing the life of a vampire closer o Caine, the vampire
can permanently enrich hisown vitae. Inthis manner can eventhe
youngest vampire gain the power of the elders, should he have the
strengeh and daring o wrest it from them.

Elders know the crime as the Amaranth; in olden nights,

presented to the victim a week
e was to be hunted. Kindred legend tells many dark tales
of murderous childer betrayingand cannibalizing their own sires,
and it is for this reason more than any other that elder Kindred
harbor such distrust for the neonates among them. Indeed, the
grear Jyhad it al

before

If may well have its roots in this ete nd

savage struggle for ultimate power.

CoMMITTING DIARLERIE

mpire seeking to commit diablerie must drain all t
m his Kindred victim. Following this act, the vampire
continue o suck, for (according to Kindred legend) the
is withdrawn from rthe victim’s body and taken into the
The effort involved in diablerie is monumental, for
the vampiric soul is a greedy thing and cl
unlife, hoping to re

e

ings renaciously to
nerate its body and rise once again.

Once a vampire’s body has been drained of all blood, the
true struggle begins. The diablerist’s player makes an extended
Strength roll (difficult
health le

ach success inflicts one automari
1 (the victim cannot soak, and damage
aggravated). When all the victim's health levels
have beendrained, the victim'sessence is taken into the attacker

el onthe vict

15 considel

and the emptied body begins decaying immediately.
A v
attack. Toral concent

npire committing d

ablerie is quite vulnerable to
on goes into the struggle to draw forth

the essence of the vict ind stopping for ever

amoment nuins
the chance of capturing the spirit. All attacks against a vampire

artempring diablerie are made versus a difficulty of 2

Tre REWARDS OF IDIABLERIE

Uson siccessful o

mpletion of diablerie, the diablerist is
overwhelmed by cuphoria, and a Self-Control roll is necessary
(difficulty 10 minus the character’s Humaniry) to avoid frenzy
The sensation is a
powerful, in f

in won

asm, but much more powerful — so
in Kindred are addicred o the
All ather Kindred fear these v
"for their addiction to the pl
them a threat to everyone

sensation,

mpires, known as
asures of Amaranth makes

“rogues,

en vampires too weak to provide

additional power are devoured for the simple pleasure of the act.

entifthe diablerist
feeds on the vitae of a vampire of lower generation (e.g., if a
ninth-gene ableric on a seventh-
ire). The diablerist literally steals the power
and potency of the victim's own blood, and thus permancntly

The true benefitofdiablene becomes ¢

fon vampire commits
penerari

lowers her own generation by one, bringing her closer to the
mythical power of C: All benefits of the |
— alarger and more potent blood pool, the ability to Domir

wered gene

ation

more Kindred and, in some cases, the ability to increase Tr

above 5 — are bestowed upon the vampire

If the victim was of much greater power (five or more
ation levels) han the diablerist, the Storyteller may rule
that the predator lowers her generation by more than one step.
This is particularly likely if the victim was ancient (2000+ years
of age). It would not be unreasonable for a 12th-generation
neanate who drank the blood of a 3000-year-old member of the
Fifth Generation to advance three or even more generation
steps. Ultimately, this decision rests in the Storyteller's hand

gene

Moreover, drinking the vitae of elder vampires can induce a
temporary increase in the diablerist’s Discipline levels (by one, two
or even more dots), as the potent blood augments the predator's
own mystic arts. If the elder vampire was several generations

removed from the diablerist's own generation, the effects can seem

miraculous, even if they are short lived. These increased powers

for a single s

cene, unless the Storyteller decides otherwise.

To commit diablerie, the diablerist must take hlood directly
and immediately from the victim; the blood may not be stored and
used later. Moreover, only one diablerist may commit the actona
given victm; apack of neonates cannot swarmaround an elder like
hungry sharks, no matter how potent the victim's blood. The
Tremereand Assamite clansare rumored to have deve
means of bypassing one or both of these prohibitions

yped mystic

Tre PerLsOr DIARLERTE

Committiny 1 crime to many
power-hungry neonates. There isnobody left whenthe deed isdone,
as most vampires over a decade old quickly rot into unrecognizable
mounds of carrion. Withoutsolid evidence, i'sdifficult for even the
maost despotic prince to make an outright accusation of murder. But
m ik
evidence of their crime on their very souls. Vampires with the
Aura Perception
The stolen energies of the victim mingle with the energies of the
diablenst, leaving rhick black marks running across the diablerist’s
aura. These marks stand our as clearly as
pond, covering the softer colors of the vampin
betrayiny the crime beyond question.

2 diablerie seems like the per

those who commit the atrocity soon lea fiablerists wear the

Auspex Discipline can detect a diablerist by

I-clear

otor il

's own aura and

Not all vampires know of diablerie or the stains it leaves
behind. Many younger Kindred might simply question the odd
discoloration on the vampire's aura. M

st elder vampires under-

stand what the stains mean, though, and could well call for the
diablerist’s immediate punishment or use the information as
blackmail at a later date.

These marks remain in evidence a number of y

ars equal to
thedifference between the vicum's generationand the diablerist's
original generation (mimimum one year, even if the vicrim was
higher generation). In example, if a 12th-generation vampire
drinks the blood of a ninth-generation vampire (becoming 11th
generation in the process),

he evidence remains on his aura for
Additionally, prac

three years oners of Thaumaturgy can use

the Path of Blood to detect the diablerist's sin, even centuries
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dogs are frowned upon heavily in the Camarilla, for not

ol
only does discase thres

en the human populace, but victims of

the disease mightspeak of theiraffiliation with vampires, putting

Je in grave dang

the Masque

Vampires with the Medicine Knowledge are some

I by the primogen in m:

or cities to regulare the spread

¢ through the Kiss. I the past decade, such vampires
have been invited to speak before conclaves, alerting elder and
: nd obvious
physical symproms that vampires should try to avoid. Even the
vampires of the Sabt

hav

onate alike about noticeable signs of drug abuse

r, with their lack of concern for the herd,

n to consider regulations regarding disease carriers.

An Intelligence + Medicine roll (difficulty 7) will allow
s to detect the presence of HIV

ther

ch:

hepatitis or
blood-related diseases. If the roll is failed, the vampire does not
notice the symptoms and expases himself to disease (Stamin
roll, difficulty 6, to avoid). A borch indicares the character feedk

sloppily and automatically hecomes a carrier for the disease

d legends speak of certain plagues potent enough r

wpires. v

ry few vampires have any knowledge of such
highly prized. Despite the
e ill prepared ro handle the

ailments, and those who do

Kindred's formidable powers, they

accasional illness that can cause them harm

FI FCTROCUTION

Vampiresare not nearly soaffected by simple electricity as are

mortals. Nonetheless, electrocution might occasionally prove a

danger. The strength of the electrical flow determines the amount

thal dama
mage cffect
source is severed (Strengrh roll 1o pull away

e a character takes from electrocurion. She suffers

wed below each turn unnil contact with the
difficulty 3 for

vampires, 9 for mortals). Vampires may soak this damage normally
— but, if a soak roll is botched, the damage i considered aggra
vated, as the vampire's bloodstream and brain are fried

Electrical damage 15 a lethal effect, and armor doesn't

protect aganst it (depending on the subject’s defenses, the
arcumstance and the Storyteller's decision).

Health Levels/Turn Electrical Source

One Minor; wall socker

Two M

Three

or; protective fence

Severe; vehicle battery, junction box

Four Fatal: main feed line, subway rail

If a mortal character is subjected to significant amounts of
(that reduce her to Incapacitated), she may
suffer permanent dan This can be physical impairment
(reduced Physical Artributes), permanent memory loss, brain

elecrrical dar

damage (reduced Mental Artributes) or disfigurement (reduced
Appearance). Specifics are up to the Storyreller.

Farmn

According to Kindred legend, the Curse of Caine has m

all vampiresforever outcast in the

ves of God. This mighe or mighe

not be the case, but it s quite true that symbols or persons of gres

wrm to the Damned

ith can cause discomfore or

Most mortals, even supposedly devout anes, lack the ability to
affect the Kindred wath faith alone. However, certain mortals, those

Trait, can use their devotion as a defense or
her information.

with the True Faith
weaponaganst vampires. See Chapter Nine for fu

FarrLinGg

mpires can

ym falling signifi-
The Staryteller rolls one die of bashing damage

Even iffer great damage

cant distances.

for every 10 feet (rounded down) that your character falls hefore
hitting something solid.

Falling dam: ay be soaked normally. Landing on sharp
objects can change the damage from hashing to lethal at the
Storyteller's discrel

ion.

s 30 meters or more, she reaches

If your character plumm

erminal velocity, The dama

im of 10
Addition-
minal-velocity fall

e effect reaches a maxil

ally, any armor your character w
ft

ars in a te

ctions at only half its rating (rounded down), since it's not

designed for this sort of punishment

FIr¥
Vampires fear fire, for it is one of the few things thar can end

18 aggravs
armor; it may be soaked only with Forttude. A fire's size

theirimmortal existences. Fire dam: land ignores

determines the levels of aggravated damage a ch rendures
per turn, while irs heat determines the difficulty of the Fortitude
soak roll. A characrer suf

thatshe'sincontactwith the flame

s the full damage effect for each tum
she must leave theare
All damage

or put out any fire on her to stop taking damag
inflicted by fir
character trapped in a bonfire takes two automaric health levels
of damage per turn, not the
Soak Difficulty
3 Heat of a ¢

5 H [

is automatically successful unless soaked (1., a

sults of two damage dice per turn)

Heat of Fire

lle (first-degree burms)

at of a torch (second-degree burns)

7 Heat of a Bunsen bumer (thind-degree bums)

8 Heat of

trical fire

n ¢l
9 Heat of a chemical fire
10 Molten metal

Health Levels/Turn  Size of Fire

One Torch:a part of the body is exposed (o flame
Two Bonfire; half of the body is exposed to flame
Three Raging infemo; entire body is engulfed in flame

Note: Electricity in and of itself does not cause ag

damage to vampires, bur the hear generated by lightning or high-

ause internal bums which are

ical current can
Clectrical damage may be soaked normally
tamina + Fortitude. Damag
acter botches her soak roll, in which case

e ele

s considered “normal

damage unless the cha

the injury is considered aggravated as a resulr of internal bums.
Ify
by the flames (reduce Appearance by one until her w

it character falls to Maimed, she is scarred remporarily

s

recove!

ruised). If she is reduced to Crippled or Incapaci

rated by the fire, the bumns cover the majority of her body

reducing Appearance by two.
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FRENZY AND
ROTSCHRECK

There is, trapped within the false civility of the Camarilla and
thealleged camaraderie of the Sabhat, a hadden truth. Vampires are
, possessed of an inner Beast. Though, like humans, they

monste
have the

spability of overruling their baser instines, sometimes
they fail. When this occurs, the Hunger and the Beast become
uncontrollable, and no one is safe from their excesses. Oldk

vampires refer to the ensuing savage fits as“succumbing to the Beast

Within." Yc

ger Kindred refer to these outbursts simply as frenzies.

THe NATURE OF THE BEAST

During = + a character literally — and usually unwill-
ingly —givesinto thedarkest instincts of the v
character isconsumed with rag

fre:

piric nature. The

i hunger, unable — or unwilling

— toconsider the effects of any action. Friends, foes, lovers, ethics:

None of the

e things matter to a vampire in frenzy. [fa vampire

rd
for the vessel's well-being. If the vampire is angry, he will do

frenzy ishungry, he will feed from whoever is closest without re

everythingin hispower todestroy the causeof hisanger. A vampire
struck by fear will commit any atrocity to remove himselffrom the
source of histerror, regardless of the consequences. The character
completely surrenders to the basest aspects of his Nature, shunting
aside the Deme:
him. He is, in she

nor most commonly presented o those around
the Beast.

illa, succumbing to frer

nong the Car is seen as weak-
a humiliating loss of control. Vampires wha frenzy often, and
lly in public, run the risk of social rejection or worse. Though
many among the Camarilla Kindred are monsters through and
through, the laws of the Masquerade and simple civility require th
the B
but ani

east be kept in check; those wha cannot do soare not vampires,

and should be put down for the good of all. Among the
s for food

npires deride the Camarilla's atritude toward

Sabbat, frenzy is seen as a natural urge, like mortals'

and sex. Sabbar v
frenzy as that of weak-willed fools who cannot accept thei true
predatory nature. Accordingly, Sabbat typically seek not toprevent

frenzy, but to co

ol it and use it to their advantag

A frenzy can be induced by many things, but grear rage or
hunger are the me
deny or humi of the
Camarilla commonly veil slights and threats inwebs of doubl
talk and subtlety, that they not suddenly trigger an outburst in
clave. Ultimately, the Storyteller can call for a
frenzy roll at any time, whenever he feels the
character might have cause to lose control

st common provocations. It is dangerous to

¢ the undead. For this reason, vampir

Avampire in frenzy gainssev
state. Vi

al temporary benefits from the
pires in frenzy completely ignore all dice pool penaltics
inflicted by ijury until the frenzy ends. Once the frer
the pain comes back and the crippling
hold again. All difficulties ro Dominat

y isfinishe
flects of the wounds rake

a frenzied char

ctet are
increased by two, and all difficulties to resist the effects of Domi-
nae are reduced by two. The character never needs Willpower
rolls to accomplish a fear, bec

use the ra

e fueling the vampire's

actions is both a catalyst to heightened state of mind and a barrier
ninst unwanted intrusions, Lastly, characters in frenzy
mune to the detrimental effects of Rotschres

a

im-

Swsrems
The rules for handling a frenzy are delibe
the Storyteller is encouraged to make wh

cly vague, a
ever changes she
deems necessary to accommodate her chronicle.

In some cases, Kindred can manage to overcome the urge 1o
frenzy. A vampire on the verge of frenzy must make a Self-Control
roll against a variable difficulty. The difficulty is often 6 to 8, but if
trying to overcome the urge to commit a blatantly evil act, the
vampire's player can rollagainst adifficulty of (2 minus Conscience)
instead. The character must score five successes 1o completely
overcome the desires for violence, but even one success halts the
fre

y temporarily. For each success below five, the character can
vesist the urge ro frenzy for ane tum. Afier thisduration expires, the
characrer may try again to gain extra successes and thus continue to
resist the frenzy. Once fiv

successes are acquired, over a greater or
lesser period, the vampire resists the Beast’s urges.

Failure means the chamcter goes into an e
doing exacrly what she wants to do with no worries of
sions. Botching the Self.Control roll means the character remains in
renzyuntilthe Stonyrellerdecidesothenise,
discretion) she may gain a de

otional rampage,

et repercus-

nd (at the Storytelle
ngement related to the frenzy.

The following list shows common stimuli that can incite a
frenzy, and the typical difficulty for a character o resist. Remember,
if the frenzy has the potential to cause the vampire to commit an
atrocity (killing a child or other nnocent, for example), the Story-
teller can rule that the difficulty is (% minus Conscience) in
Difficulry

€T in EXITeme cases)

Provocation

Smell of blood (when hungry) 3 {or hi

4 (or higher in extreme cases)

Sight of blood (when hungry)

Being harassed 4
Life-threatening situation 4
Malicious taunts 4
Physical provocation 6
Taste of blood (when hungry) 6 (or higher in extreme cases
Loved one in danger . 7
Qutright humiliation 8

Note: The Storyeeller has final say in what can or cannot
provok . In some cases the Storyteller might completely
ignore what the players feel should send their characters into a
rage, and instead have some minor event cause a frenzy. This is
commonly done in situations where the Storyteller feels a frenzy
canmake a point about a character’s personality, or enhance the
events of a story.

fret

Rorepraving FrRenzy

Characters in a fren
accurately, rev
They will do anything to sate the
of the fr

e not themselves — or

more

almore of themselvesthan they normally would

hunger or destroy the source
5. Charac-
generally attack their enemies first, but if no

n atracking other players' ct
ters in a frer

mies are present, friends are perfectly acceptable fodder for

their baser instincts. Even lovers and family can fall victim to
vampires in frenzy. The character might feel remorse and hid-
eous guilt later, but while the frenzy occurs, nothing matters save
the immediate gratification of the ch ’s desires. This can
often lead to subsequent degencration checks (p. 221). There
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fare, repeated frenzies can prove very detrimental toa vampire’s
Humanity

Some players might feel hesitant about playing a frenzy,

but such is the nature of the vampire, Pls il
aged to portray the frenzy effectively. If they cannot

Storytelle

should feel free ro take over control of the character,
runming it as he deems appropriate unul the frenzy ends.

A player whose character is in the midst of frenzy may
spend a Willpower point. This enables him to control
one action of his character
vampire may give her victim-

chox

me turn. In this manner, a

e 2 chance 1o rus, of an
ortal the chance to stammer out an apology. This
self-control lasts for only a turn, possibly twos it does
b the frenzy, merely atlows the character to coatrol it
tly. As Storyteller, if a frenzied character takes an action you

deem inaj iate, you may allow the action, but rule that the

character has just spent a Willpower paint to take the action.
The Storyreller decides how

scenc typically suffices. If ac

vy frenzy lasts, but one
is knocked ur

trapped alone for an extended periad, the odds are gor

eventually regain control of herself

Roviscnnreck: Tne Ren Fear

Though there are few things that can kill a vampire — and
though many amor he Damned claim to loathe
hten all v

tality — certain sources of injury fr

wpires. Sunlight

and fire can bring about a panicked flight tality
While under the spell of this Retschreck, a vampire flees in blind
panic from the source of her fear, frantically lashing out ar
anything in her way regardless of any persc hments or
affiliations. Rotschreck is in most ways similar to any other

frenzy; just as the Beast s es seizes control in times of
anger, so 1o in times of

Relatively

character's cc
example, a charac
screened-in fireplace ir ally's home, m
is unlikely to succumb to the Red Fear. If th

pointed threateningly at the vampire, th

A vampire secking

roll. Aswith frenzy, five suce
the Beast completely

w overcome her fear

Ewer succes vamipire

ne. Failure
means the vampure flees madly from the danger, makin
beeline for safety and tearing

eater o lesser pe

art anything or anyone that
ain a vampire suffering from the
e attack, just as if the character
mafrenzy. One Willpower point may be spent

het way. Any attempt to

Red Fear results in an imme

were sufferi

o maintain ¢

 one turn,
A character who is th
y frenzies and

ictim of a borched Courage roll

ains in a frenzy until the Storyreller
stherwise
Provocation Difficulty

2 A cigarette 3

Sight of a torch 5

Criapmez S SysTins. an
9




Bonfire

Obscured sunlight

Being burned 7
8

Direct sunl

T

d in burning building 9

GorcoNpaaND OTHER
MFEANSOF SAL VATION

For most Kindred, to be vampire is to be eterally Damned

Many legends speak of vampirism as the curse not only

Canne, but
of the Devil himself. To become vampire means being forew
1 by God and man, and so an unlife of horror leads, at

anafterlifie in Hell. Even thase vampires who scom such "supersti-
netheless see a secular hell of sorts in their Beast, their

andthe simple ennui that comes with centuriesof existence.
It 1s not surprising, then, that some Kindred speak of a state of
being whereby they may transcend their eremal huny

Vampires who attain this state, which is called Goleonds

r and rage.

re said 1o

controls

have mastered the F tosuch an extent that it no

their actions. While still tied to the need for blood, vampires in
Giol

wda need far less of it than their ravenous kin, Moreover, they
ell the urges of the Beast to such an extent thar they
losing control 1o it. They are no longer properly
a different, hugher species of creature entirely,

are able 1o g

need never fe
Kindred, by

As the stories go, Golconda is known only to a few among the
undead, and these no longer participate i the Jyhad or the society
of their kind. They live in the wild places, as one with the beasts of
the field and the birds of the sky. Even ¢

werewolves leave the

masters of Golconda be, for they are not Damned, but Hallowed.
Vampires in Goleonda occasionally enrer 1
undead, seeking disciples whom they can g
Golconda — but only in secret, for the Jyha
they wish nothing

e larger society of

long the path w

displeases them and

o do with it. A few stories say that one of the

and thar this bei

Antediluvians has found the path to Goleonds

ther Damned into Goleonda’s grace and 0

frustrate the schemesof its nivals. Intruh, none e orwill —say

Among the Camarilla, Goleon sasant but

ely whimsical fable — an alleg

1is seen asa |

ultim

y for maintaining one's

Humanitas, but nothing more than that. Some among the
ets of Goleonda, and to aid

Inconnu are said to possess the se

actively in its attainment — then again, there are many rumors
concerning these recluses. The Sabbat, by contrast, scorn
Golconda and its seekers as unworthy of true vampires, Wolves,
they say, should not seek to emulate sheep

Storytellers are free 1o include Golcanda in their chronicles, and
ining Golconds, thoug

players may pursue it if they choose. At

cannot be simulated with chares or experience points. It is as cphem
eral, yet as powerfil, as love or self-acceptance, and its attaunment

should be dhy

focus of an entire chronicle. In general, characters leam
of Goleonda only J, for
ling ridles and whispered from seeker

+ spending some time among the un
Jin pu

1o seeker. Many vampires ey

conda lore is sp
er hear of it at all,

Pursuit of Golconda entails not only seeking out erypic lore, but
that

also se the truth in the vampire's own being, It is cer
vampires who wish to attain Golconda must foel — and display —

remorse. The greater a vampire's sins, the greater the penance neces

Vansee: Tie Masquisans
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nda must seek out the families
of old victims and make amends, protect those weaker than the d
try to make the World of Darkness a better place. This inevitably
tails maintaining one’s Humanity and spending Willpower 1o

sary. Vampires wishing to enter Gole

mmit good deeds (and avoid monstrous ones) whenever possible.

taining Golcondashould come onlyat theend
of along (months, if not ye:

Asmentioned,

rs, of real time) and arducus chronicle
They
must attan Humanity mtings of 7 or higher and Conscience ratings
of 4 or hugher, and they must maintain those rarings over lengthy
periods. They must sce
frenzy, fighting the urge and spending Willpower poines if necessary
toavord commutting atrocities. Moreover, they must, over dotens of

DPuring this chronicle, characrers must meer certain crite

always to overcome the worst effects «

stories, consistently display penitent, abstment and honorable be-
havior. Power, indiscniminate feeding and the games of the Jyhad are
woided by vampires secking the hagher path,

b

the midpoint of the chronicli

prospe
uted to

kers travel in search of a mentor re

harbar the secrets of Golconda. Having found this mentor, the

vampires must prove themselves worthy through the undertak-
ing of quests and answering of riddles. Such tasks often lead the
questers through grave perils to both body and soul

The culmination of the chronicle comes when a worthy vam-

pire undengoes a rirual called the Suspire. Sometimes the vampire is
approached by others already in Golconda, who guide the vampire
other times, the mentor conducrs the Suspire; sill
wmpire travels into the wilderness and undergoes
alone. The precise effects of the ritual are unknown {and

through the tes

ather times, the
the Suspi

in the Storyteller’s hands), save that it involves a perilous joumney
intothe world of dreams and, ultimately, into the vampire's own soul
Itisextraordinarily difficult, and many vampires fail tosurvive it with
. Stillothers retum from the Suspire whe
ed togain Golconda, Thereare nosecondchances,

but

unlivesorsanity in
havingforeverf,

and so pethaps the lot of the latter is the most bitter of all.
Should a vampire actually gain this legendary state, the
effects are most miraculous, Foremost among them is a total

immunity to frenzy or Rotschreck. The vampire will never again

commit an evil act at the Beast's urging (though the player can
still choose ro sin, the dice will never again force a character to
do wrong). Tho
ne

h a vampire in Golconda must drink vitae,
need he fear inadvertently taking roo much from a

rmon
victim,
Aswell, the characrer does not need to drink blood as often.
The character loses only one blood pomnt per week rather than
one blood point per night. He must still spend blood normally ro

power Disciplines, heal wound:

Furthermore, a vampire in Golconda partly transcends the
Curse binding his own Blood to the fount of Caine. In so
wny Trait to as high
tion, His blood pool remains as it wa

ing,
dless of genera-

se 10, rey

though.

slconda must maintain rigid standa
. Should his Humanity rating evershp
ting ever fall below 4, the vampire
its.

wpire in

d mental py

or his Conscience
G

loses all benefits lconda, including heightened Tr:

BecominGg MoRTAL

Besides the tales of ndls among the Kindred
speak of vampires who have thrown off the Curse of Ca vd become
mortal once more. Novampire seems actually to know any of their kind
who has done such a thing all such rales involve “the lover of my
grandsire’s ally” or “the childe of a distant pri
ndeterminate figure. The catalysts behind such a change can be
anything from slaying one'ssire tofinding tue love tosscrificing oneself
unselfishly for another (and becoming mortal in the dying). Most
Kindred, cynical and jaded as they are, scoff at such tales — then again,
actsof true loveorunselfish sacrifice in the world of the Damned are rare
indeed. Ultimately, the muth of such things is up &

PorsoNsanp DRUGS
As und
However, ey tay succurmb to poisons or drugs concained within

onda, cert

e or some other

the Storytel

ead, vampires have little fear of conventional poisons.

the bloodstream of their victims. Indeed, certain vampires, known
s*lushes"or

ads," actively seek out victimsunder the influence

h

of alcohol or drugs, that they might receive a vicarious buz

Obwiously, we cannot present the eflects of every drug and

poisoninawork of thissize. Followingare some examplesof what
might happen if a vampire drinks the blood of a poisoned or
drugged victim, A vampire with low Willpower (4 or less) and)
oranappropriate Nature (Bon Vivant, Child) might
but this is unlikely. In
than their effects on

k addic-

tion to a certain substanc I, the

effects of most druj

m Dexrerity and
Intelligence dice pools for every two drnks’ worth of alcohol in
his victims'blood. This effect fades at the rate

» Alcohol: The vampire subtracts one fr

rhour,

mediey
as the alcohol purges itself from the bloodstream.

hly altered

* Marijuana: The vampire experiences s

perception of time, as well as a one-die reductic

o Perception

dice pools. Difficulties of frenzy rolls are decreased by one, due to

the calming effect of the drug. The effects last for an hour.

* Hallucinogens: The Vampire lowers all dice pools by one
to three (inability ro ¢

the Level Two Dementation power The Ha

). He suffers ¢

ncentra

cts similar to
ming. Depending
on the precise nature of the “trip,” he may gain extra dice in one
particular Ability or find his Auspex Discipline raised by a dot or

more. The effects last for (8 minus Stamina) hours.

* Cocaine/crack/speed: Vampires with the Celerity Discipline
gain an extra level of the Discipline for (10 minus Stamina) minutes
after drnking. Difficulties to resist fr

* Heroin/morphine/barbiturates: The vampire subtracts
two from Dexterity and all Ability dice pools for (10 minus
Stamina} minutes, and experiencesadreamlike st
nina} hours. Difficulties of frenzy rolls are decreased by one.

are increased by one.

e for {12 minus

* Salmonella (food poisoning): The vampire becomes
nauseared, unable to consume more blood (roll Stamina, diffi-
culty 6, to overcome), and suffers one health level of bashing

damage. The effects last about a day

* Poison: The vampire subtractsone from all dice poolsand

rakes from one to three levels of normal d

age per scene or
even turn, dependingon the intensity of the poison, Few poisons

have any real effect on the undead, and most inflict a fixed
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The vampire

nage before wearing

aximum amount of
may purge the blood at his normal expenditure r
hours

¢, and the

effects heal automatically within minutes ro

the blood

SUNLIGHT

Sunlight, even more than fire, is deadly to vampires. Even
diffuse sunlight running through a heavy curtain can cause
¢ sears all but the most powerful vam.

burns, and direct sunl
pires. Unless a character has Fortitude, the rays of the sun cause
burns, no matter how weak they are. Characters with Fortitude
(and only characters with Fortitude) may
using a soak dice pool equal to the level of the Disci-
amage dependson the intensity

tempt 10 soak sun

damage,
pline. The difficulty tosoak the
of the light, while the amount of damage taken depends on the
amount of protection between the vampire's skin and the

sunlight

Ne¢
character looking into direct sunlight is blinded instantly, her
ately for vampires, the

part of a vampire is immune to the rays of the sun. Any

retnas burned by the illumination. For
light reflecred from the moon is not strong
serious damage, though some suffer the equivalent of mild
tothe light of a full moon and aren't

nough toinflicr any

sunburn if th
Wearing any protective gear.
As with fire, sunlight inflicts aut

natic damage per turn

Soak Difficulty  Intensity of Light
3 Faint light coming through a closed curtain;

heavy cloud cover; twili

5 Fully protected by heavy clothes, sunglasses,

gloves and a wide-brimmed hat

7 Indirect light coming through a window or
light curtains

9 Outsideonacloudy day: hit by one ray of direct
light; catching the sun's reflection in a mirror

10 Direct rays from an unobscured sun

h Levels/Turn  E:

Small part of body exposed — a hand or

posure

part of the face

Two Large part of hody exposed — a leg, an
arm or the whole head
Three Fifty percent or more of the body ex-

posed — wearing thin clothing

TeMpPERATURE ERTREMES
undead, suffer little from the privations of
ures might have

Vampites, being
temperature. However, high (200°F+) remper,
at the Storyteller's discretion. Vampires

the same effects as fire,
suffering from extreme cold might be forced to spend additional
thite (-1 or more to

blood points or suffer from the effects of fros

, though, vampiresshould

Dexterity-based dice pools). In gener:
not suffer greatly from most “normal” temperature fluctuations.

Bl




ExAMpLEOFPrLAY

hered Rob, Cynrhia and Allison together for
\ Vampire story. Justin is the Storyreller. Rob plays Jillian Brand,
aToreadordilertante; Cynthia plays DMZ, aGangrelg et/
would-be anarch; and Allison plays MortyxX, a loathsome
Naosferatu ex-coroner. The three have gathered ro investigate
strange activities in the barrens of the inner city, activities which
have led to the disappearance of Jillian’s sire Miranda, open
warfare among DMZ's gangsta allies, and the firchombing of a
Nosferatu rene; ric. The three characters, reali hat
fate has thrown them together for the nonce, have agreed 1o
meet at a popular Kindred hotspot

[Justin b

ng

[Rob arrives a few minutes before the other play
pass thetime, heand Justin launch intoaone-on-onestorytelling
nvolving Jillian's interaction with her herd.]

o3, 50, 10

Anhour aftersundown. Jillian lies pale and languorous
on velver sheets, entwined in the romance-novel arms of
Miguel, her latest doll. His mouth on her neck is simulta-
neously enticing and vaguely irritating, his breath pungent
ts her head about to dislodge him,
ng ones, nibbles at his lower lip
and then slowly sinks her teeth into the fleshy bit.

A sharp intake of breath —from him, nor her, of course
— as she sucks. Muttered exclamation of pain:

“There, there, sweetness,” she mutters abstracredly,
kissing the wound closed. “Such abrave lad you are. See. Just
a love bite.” She rolls up, assuming a sitping position, This §
wasn't distrac Images of Miranda superimposed
themselves over the kine's vapid features. “Now, M, lie
hack. Jill has errands toattend to this evening. Perhaps we
should rendezvous at...no, I might be out a while. Sleep,
dearest, then go home, and I'll call you sometime.” Miguel
gives a bovine grunt of half-conscious assent, already sink-
ing into slumber.

g he

Hummingtunelessly, she dresses quickly — something
eye-catching yee practical, yes? — and $teps out into the
secret world,

[Cynthia and Allison arrive, so Justin and Rob cut their
lay short and hegin the game as a whole |

freestyle roley
Jillian drives herself — even with all eremiry ahead of her,
there’s nothing like effortlessly whipping a Beamer down a busy
thoroughfare — 1o the agreed-upon spor, valet-parks, and
waves to the bouncer in lieu of paying. Even by mortal stan-
dards, this club has seen an absurd number of incamations, so
it'sa perfect rendezvous for younger Licks seeking to avoid the
ntions of their change-wary elders. Now it plays rechno, or
elecronica, or D&B, or whatever the children are
this week. There’s the amus
ricallyearly, faceset m:immﬂlgnmmnatsggmfavuhmhuhn
hiddenunder Jifference. It'sonly nechi-
' nism for. mortals, better when coupled with the mhly w
eviscerate prey with a backhand swat

Dustin sits back, sets the scene at the club, and watches as
Rob, Cynit Ilison guide their characters through a little

and

roleplaying and one-upsmanship.]

Jillian saunters over as DMZ sneers. Normally, she lo
baiting the shrill litrle anarch, but she’s too anxious about
Miranda. Besides, a cursory aura-glance reveals' that the |
Gangrel’s not in the mood to lase a duel of repartee, so Jillian
decides to come right to the point. “Any news on-what's up?™

“Shit.” DMZ dry-spits in disgust ar the dance floor.
“Not a goddamm one of the motherfuckers is saying any-
thing. All anybody knows is that some motherfuckers with
extreme firepower are setting up shop, no connections to

myone known, and fuck any boundaries.” DMZ sniffsarthe
air, in the manner of a dog. I smell a bad time rising in this
city. Maybe time to move on.”

“Werewolves'd make sushi of you, flavor it with that
chip on your shoulder.” It's MortyxX, creeping upon them
asusual, presumably just crawled upout of whatever hellhole
he rested in during the day. Jillian can barely make him out;
shadows mercifully cloak the patchwork thing he calls a
body, revealing only the odd lump or appéndage bent in
decidedly unnarural fashion.

“Ahh...1 thoughtthe place smelled of formaldehyde,”
Jillian mutters.

“What you smell, sweetie, isa lead as towhat's going an,
which is more than any of the restof you've gor. Bur ifyou're
going to cop an atritude...” MortyxX seems to shrug in the
shadows, then turn his bulk away.

“Go on, then, Rat," Jillian says. “Who'll help you! The
prince? Unlikely! The rest of your foul brood? You're doing this
to eamn status with your sewermates, not roady 1o ‘em. Why
don’t you just spit out what you've got s0 we can move on?'

[Last session, Allison Kad MortyxX dig around (by phone)
through his network of cont ajor contact in
the shipping industry, MortyxX is privy to many comings and

goings in the ciry.]

“Well, then: A little bird in a certain shipping com-
pany tells me that, while all this hubbub's been going on,
trucks have been driving over to, and unloading crates
the Devil's Playground. Yep. That plice — the
tenement turned squatrer zone. Now what use would a
bunch of crackheads and derelicts have for crates full of stuff
— right on the borders of a war zoné in your turf, anarch!

“Crates of what?”

“Don't know. Mysterious how the invoices just up and
disappeared. | caught a glimpse of some of the hoxes in a
temporary — sunproof — starage facility. Big enough for
weapons — or your sire, Jill, or maybe just-pieces of her.”

“That's all you've got? Strictly circum—"]i
in midsentene
scarf. “Interesting how [!nmgrllnfth-mg'm ind,"MorryxX
says. “I seem to recall your sire wearing this little rrinker to

andc 'm.\!
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one of those high-society soirees | wasn't invited ro but

crashed anyway. Wha
And why s
middle of a gangland ¢

chous

¢ Kindred being m

ttleground — unless someone's ¢

it

adecided use for somerthing they've got — like theirblood

There's no more to say, The three leave the club and
hop in Jillian's car. Jillian spins the BMW intown, taking
oid the Avenue — where their movements will be
plain as day 10 gossiping harpies— and discreetly circum-
enting the Five Bowers region — de facto territory of

caret

andlemas,

Lunatic of great age and uncertain humo

[Because the players state that they wish to avoid notice

from the Kin

Jillian roll W

| community as a whe

+ Stealth (difficulty 5) to avoid scrutiny

e success.]

The neighborhoods deteriorate around them— prime
rch hunting grounds. Jillian, not wanting to park hercar
close to the Devil's Playground or alert anyone within the
building, parks the Bez na deserted side street, praying
that no one trashes the vehicle while she's away. The three
Kindred g
purgatory. Sirens wail in the distance, groans echo from
nearby alleyw
d zone.

and once a chopper swoops over the

“Nice neighborhood you i
“Fuck you, you sk
fuck would you know:

e in, Z,” Jillian mutters.
nky bitch!” DMZ retorts. “What the
bout having a neighborhood, since
you get handed everything on both sides of life?
“Oh, spare me the—"Jillian"s rebuttal is interrupted as
sgusted MortyxX, eschewing subtlety, walks out right
underaflickering streetlight —anaction, Jill
flou

the

nnotes, that
the prince’s law more meaningfully thanall of DMZ's
posturing — and brazenly snatches a woman off the street

[While they walk through the adjoining tenements to the

Devil’s Playground. Allison, re

but decides to raise the difficulty by one — after all, Mortyx:

artention is elsewhere. The difficulty is 5 — they're more or less

in red-light cent
J.Herolls 1,9,8 —¢
Justin decides

e success toral. Prey is in the an
act out the hunt.]

The woman, anobvious whore, screeches and beats at
MortyxX's implacable talon. “Get yer damn
asshole. You want a blow job, it's gonna be-
eyed woman catches a glimpse of Mortyx
under the streetlight.
mask, or

The glassy-
lump of e
What the fuck is that, some kinda

you just—"

“Ie isn't a mask, you stupid, dead bitch,” MortyxX
hisses, and wrenches her neck with one hand. The verte-
brae separate with a crack thar would have churned Jillian’s

Vaws: Tt Masouznaot

it doing in a rundown and dirty
d through the

. the Storyeeller b

She
e dice for her Wits, plus one for her Stealth rating of 1

out, walking through an urban version of

ng that MortyxX is low on
Blood, asks Justin if she can make a hunting roll. Justin says okay

d MortyxX has a Perception rating of
, and

stomach m her breathing days. Pressing the spasming body
against the alley wall and the horrified face to his own,
MortyxX gnaws away ar the corpse’s skin in ody of
passion, then sucks luridly at the tatters of the face. In the
nearby buildings, lights flicker pradently off.

“Damn, that is cold,” DMZ mutters, while Jillian turns
away. They come to me, she tells herself, and I give them
pleasure m renem. And if one dies, it's like an angel taking them
to Heaven

[Because MortyxX sc atly overpowers his victim, the
Storyteller dispenses with combat rolls and the like, simply allow-
ing MortyxX to kill the girl. MortyxX still retains Hum.
though, and murder is a grass violation of the Hierarchy of Sins.
Justin calls for Allison to make a Humanaty roll, using MortyxX's
Conscience rating (2) versus a difficulty of 8. Allison scores 3 and
9— one success. MortyxX is gripped with a sense of the pointless-
ness of the slaughter, and will probably dream of the girl for days
afterward. He does not lose a point of Humanity — this time

[Figuring the woman might be on drugs or |
Justin decides 1o secretly roll a die — 1 1

anity,

we a disease,

, she's sick
something, 6 to 10, she'sclean. The roll comes up8,
is no filthier than usual |

on

0 MortyxX

Leaving the corpse twisted inadumpster, MortyxX leads
the trio two more blocks, then motions them around a corner.
In front of them, the edifice known as the Devil's Playground
looms against the dead gray sky. Fires crackle on the rodftop,
and laughrer reverberates from broken doarways whese gap-
ing interiors dance with fireflies of blue flame.

DMZ gives a long, low whistle. “My sire told me thar
when the Black Hand came to his ¢ity, in the ‘505, they lit
fires everywhere. Burned the damn primogen hall down
under cover of a race riot. Bastards love to bumn shit."

The three Kindred carefully begin walking around the
sides of the tenement, staying close to the shadows. As Jill
walks, though, her foot crunches on something ch
squirms at her — a huge rat! Jillian yelps,
ing shouts echofrom ane of the tenement’s broken doorways.

|The cotene decides to sneak
building,

ound the sides of the
soking for an entrance or anything else of relevance
MortyxX, not wishing to be invisible to his companies,
Obfuscate. Justin calls f

schews
the trio to make Dexterity + Srealth
lison m\lx MortyxX's Dexterity (3) +
8,4,5,4, wo successes. Cynthia
wlM‘\l% Dexterity (4) and Wits (2) and scores 9, 1,7, 5, 5,
— one success. Rob, though, after wtaling Jillian's Dexterity
(2) and Stealth (1), rolls 1, 5, 4 — a botch!]

rolls versus difficulry 7

Three figures emerge from the doorway, knives in
hand. The huge, shambling shapes lumber toward the
pires, and Jillian's Heightened Senses smell the distine-
tive scent of augmented vitae charactenstic of ghouls.
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[Justin calls for Rob, Cynthia and Allison to make initiative
rolls for their characters. Rob adds Jillian's Dexterity {2) to her
Wits (3) and rollsa die, scoring 5, for a total of 10. Allison totals
MortyxX's Deexterity (3) and Wits (3), then rolls a very high 9,
for an exce for DMZ2'
scoring 14, Justin,

tional 15. Cynthia does the same thir
Dexterity (4) Wits (3), then rolls a 7,
rolling for all the ghouls at once, scores a 6 and adds it to the
ghouls’ Dexterity (3) + Wits (2). The ghouls will go on 11
[Now actions are declared, in reverse order of initiative.
b, speaking for Jill

n, decides that she will spend a blood

ina to 3 (a reflexive), then use her
Presence power of Dread Gaze an the ghoul closest to her. Justin
decides that the ghouls will split up, one ghoul for each player's
ays that DMZ will spend a
blood point to extrude his Talons of the Beast

then launch himself
v Allison declares M

by alley, at which point he hopes 1o be able o use his

point 1o raise her

character. Cynthi.

i her part,

an automatic
est o him.
wtyxX's intent to run back into a

the ghoul cle

Obiuscate power of Unseen Presence.]

MortyxX spring
whence he'd just em

back toward the shadows of the alley
erged; leading a ghoul in pursuit.
Snarling with fury, DMZ pounces toward another ghoul,
baring fangs and claws as he leaps. Jillian, meanwhile,
composes herself, doing her best to evoke her unearthly
powers of Presence as her assailant balls a meaty fist a
shambles toward her, grinning.

DMZ and the ghoul meet in the middle of the deserted
street. Ducking beneath the ghoul's swing, DMZ slashes
frantically, and disembowels the ghoul in one blow. The
ghoul wails, a high, piercing shriek, and drops to the ground.
DMZ snarls, a predator's cry, and dips his fanged maw
toward his fallen foe...then thinks better of it, and shakes
off the haze of bloodlust

The ghoul ck
the Nosfe
Jillianstand asthe last creature cocks a fistand slams
it nio hes ggers back, but the undead are lirtle
hindered by ~u;|| I\i..\u Is rh.d the best you can Jn.
f

hasing MortyxX runs into the alley after
but sees only empty shadows. Meanwhile,
firml,

ar

he purrs, then contorts her face info
building hit h :
sround, sobbing in

sweetness?”

rage and hisses at the ghoul. Like
wrecking ball, the creature falls to
front of his much smaller assailant.

[Now the resolution phase of the wrn begins. MortysX is
fastest, and he's simply moving, 5o Justin allows the action to
take place unhindered. Next goes DMZ,
Protean pawer, moves into combat
since the gh

and slash
DMZ's Dex

s his

Iy,

who activ

ange — without per
ilsare less than halfhis movement maximum ay
es at his opponent. Cynthia takes seven dice for
rity (4) + Brawl (3) and rolls versus difficulty 6,

scoringa 3,1, 10,9, 7, 4 and 6. The * elsout the “10," but

thar seill le

ves a respectable three successes. Because the ghoul
was not attempting to dodge, Cynthia rolls DMZ's damage pool

3 (for Strength) + 1 (fora claw) + 2 (
overthe one needed to hit). Furtherme
Beast inflict aggravated dar

he extra successes
alonsof the
sl cannot hope to soak
less he has the Fortitude Discipline (he doesn't)
96,6
houl from He Irlv, to C

 bec

"

e, the

Sixsuccesses— enough todrop
ippled in one strike. Though
hnically the ghoul is still in the fight, Justin decides thar such
lamage more than suffices to dispaich the lowly minion. The
ghoul sinks ro his feet, dead or soon to he.

[However, Justindoes decide that such a quick kill might be
enough to provoke a blood-frenzy in the vampire. He tells
1 DMZ’s Self-Control score (2) versus a difficulty
of 5. Cynthiarolls a 2 and 5 — one success, and barely that. DM7.

Cynthia to

es 1o rein in his Beast, but only just

houl chasing MortyxX continues his pursuit. Because
MaortyxX reaches shadow, and Justin thinks it would be dramatic
for him to turn the tables on his pursuers, he tells Allison that
h. Il allow the Obfuscate power's use if she r
I {difficuley 8). Allison takes six dice (for
MortyxX's Wits of 3 + Stealth of 3) and rolls 2, 1, 10,9, 8, 6. The

0." but Allison still scores two successes. The
oul chases MortyxX into the alley's mouth.

s a successful

and sees no one

[Meanwhile, the ghoul swings at Jillian, who elects not to
dodge (in hopes of making her Dread Gaze all the more intimi
dating). The ghoul has a Dexterity of 3 and a Brawl of 2, so he
rolls five dice versus difficulty 6 to hit. He rolls 5, 1, 9, 6, 5 —
cls out the ul scores only one

because the “1" car the

success, not cnough to ackd damage successes to the punch. Still,
he'sastrong fellow (3) and has a dot of Porence, so he rolls three

for a punch. His damage roll (versus difficulty 6) comes up

three
tempts to soak and fails outright,

3, 8, and he adds an automaric Porence success

successes, pretty good. Jillia

ling4, 1,9. However, beciuse Jillian is undead and concussive

ma means relatively little to her, she halves the result o

ne

level. The punch drops her to Brussed, but doesn't cause her to
suffer any wound penalties. Rob says that Jillian laughs in the
ghoul's face, then hisses menacingly

[Because Jillian basically shr
punch, Justin elects to reduce the difficulty of her Dread
roll by one. Rob rolls Jillian's Charisma (3) + Intimidatian (2)
versus a difficulty of only 4. She scores 3, 10, 10,9, 6 — easily,
casily enough 1o cow the ghoul. The
il ball, sobbing

ed off astrong m:

oul shrieks, then drops

intoafe

|And so the combat continues, until one side or the other
wins. Are the ghouls indeed minions of the Sabbat? Will Jill find
her sire, or are they being led into an elabo

rrustworthy a

all, or is he stringing them along l)|||\ acontinu-

ation of the story will answer any of these questions.|
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Whereas the Cainite knorwn as Dylan has committed grievous acts which
threaten both the Camarilla and the survival of our kind entive

ano

Whereas be has committed numerous acts in violation of the Traditions,
such thathe has breached the (MNasquerade, assaulted and killed other
Kindred in express violation of the laws of our kind and consorted with
the Kindred of the Sabbat

and

Whereas he has confessed to these acts without repentance, and sworn
blood-oaths to the effect that he intends to repeat these crimes

Beitnoted that

By the will of Clan Tremere, he is heveby declared Anathema. Hisname is
to be placed on the Red List, and a blood hunt against him is to be
declaved inall our domains. Any who granthim succor ave likewise
guilty and shall likewise be punished. Let there be no penalty ov censure
against any who drinks the blood of Dylan, for he has declaved himself
outlaw and enemy of the Children of Caine.

Sobeitdecreed this 23vd night of June, 1987

Quagstor Domina
Johawnnwes Tlee _£.0. .00

Witness
Peliodon
(Justieas
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INTHE BEGINNING

Maost of what we know about our ¢
fragments of The Book of Nod,
legends, for all that many of

s comes from

is couched in
kir n‘mh\uhru gospel. Weall
d the murder of Abel (1 hope). God exiled

know about Caine z
Caine from morral company for the erime, and Caine went asan
exile into the “Land of }
to the Book, he mer Lilith, the first wife of Adam according 1o
Hebraic folkle

touk a long

wherever that is. There, according

rrals succored him, and he
hich he was supposedly
wpproached by the angels Uriel, Raphael and Michael, Each
told Caine that he
would be ended. Each i
little by little, into the be
vampire. With
s that we call "Disciplines,

only beg God's forgiveness

sed, and was thereby
Id be called the first

he learned the abilities and
finally leaving her when he
h ham

Lilith's assist:

believed she had no more to tea
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THe FIrsT CI1YVY

For
ible and
of men. The Finst Ciry, 2
The Book of Nod, was
hardly have heen
mae up«

werermined amount of time, Caine wandered, miser-

the wastes, until t he reached a dwelling

along

jent iterature in
quity. Realistically, it could

m\u

probably a primitive town

but it was Caine's

years .4\.\‘i.m‘\.‘.u.w.mh -m\\ :
one of the

1t

asons for th

ship. Few things change, particularly one like this
Despite omens that his childer would eventually slay each

other, even as he had murdered his brother, he persisted, even.
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tually creating three — Enoch (for whom the city would even-
rually be named), Zillah and Irad, accordin,

me Hrmnl Iinwl\mlumm;lﬂh rlmmlln\ der now wished
for childer of their own. They Embraced Ml]'\nll[lhir\kuu_ antil
och was nearly overrun, in spite of Caine's wishes. Humans
and vampires lived side by side,
humans were m

ch aware of the other, bur the
eant Lo serve vampires, not coexist with them.

The Great Flood (the same Flood of Noalv'sstory) wiped out
many mortals and a number of the weaker vampires. When the
waters receded at last, though, none could have imagined what
happened next

THeSeconn Crry

Caine hid himself away from his grandchilder, haring the
sightof them. He believed the Flood was a punishment from God
forhaving Embraced, and he decided t
tempt.
looking for |

remove himself from the
He didn’t want to be found, and the €
were told to depart and leave him 1o his self-
imposed exile. While he was hidden, however, the Third
Generation (now known as the Antediluvians, for they had
survived the Flood) sle

e who we

v the Second Generation.

Enoch the city had been destroved in the Flood, true, but a
place, what we roday call the Second City.
The mortals, 1~.m..mm..kum set his childer in his place. It was
not a wise choice. As time went on, the Antediluvians beg
fight among themselves, setting their own progeny at each other’s
throars. The quarrel consumed all, including the mortals, and the
ciry soon fell. This marks the beginning of the Jyhad, although
wh

DEW City 5000 Tose in it

event started the whole thing none seems to be able ro
answer. The Book of Nod insists that the Jyhad was a curse from
Uriel 1o Caime for creating progeny when he had been forbi

en
to do so. Others believe it was some petty matter between two
Kindred (just like it is today) thar blassomed out of control.

Just because Caine was hidden did not mean that he didn’t
take an interest in his grandchilder. Legend has it that he cursed

the founder of the Nosfer:

uwithuglinessfor some ugly practices
(the legends, asusual, are closemouthed about what) and Malkay
ng an image of him. He mourned the loss
m, still cursing his grandchilder for the
ruin they brought on themselves and the world. However, the
Third Generation truthfully did not care. Once the Jyhad had
begun, they became more concerned with n
occupy them for the next several thousand y

with madness for de

of the Second Gene

atters thar would
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THEANCIENT WORLD

After the Second City's destruction, many vampires chose
ta scatter, finding their own ways and making th
nies.

r own desti-
The Kindred walked in ancient Britain, Greece and Rome
as gods, inspiring poets and warriors much as they would for the
next 2000 and some y

rs, and those poets and warriors would

remember those they had encountered in stories of kamia and the
sional lycanthrope.

However, wherever the Kindred laired, rivalries flared up.
In Greece, it was the Kindrod of Athens against their enemies in
Sparta. They goaded the Peloponnesian Warsand left both cities
when the dust settled; Sparta humbled,
Athens’ resources mostly exhausted. When the Kindred of
Macedonia poured in, the invasions drove the comb,
Of particular note is the rivalry between the Kindred
and Carthage. Indeed, Carthage deserves special
the role it played in Kindred history, both as a whe
vampires involved,

nd

nts out
f Rome
ention for
v for the

CARTHAGE

Depending an whom you ask, the vampire colony of

Carthage is either one of the Kindred's greatest achiev

ntsor
a stunning example of hubris. In the end that's for history o
decide. But one thing is certain — C.
shadow down through the ages. Some Kindred squ
fight with each other to this night because of what happened
there over two millennia

thage has cast a lor

0.

Carthage, the capital of Phoenicia, was something to see in
Medire
lom their city and others
Phoenician sailors were some of the finest in the Greco-Re
world, and their ships plied the wa
1o Iheri

the mortal world. Phoenician traders crossed the

a

nean, bartering for riches o :

an

ers from the Fertile Crescent

For many years, Carthage even surpassed Rome for
beauty, something Rome didn't take very well. But while the
mortals quarreled over trading rights, and Rome's

t burned
with envy to see Carthage s6 prosperous, there was more going
on in the shadows of both cities. For Carthage had been set up
by the vampires of Clan Bre

h to be a grand experiment
atempt both to re-create Enoch and 1o pr
nd Kindred could live

¢ once and f

that mortals

enly together

I've heard so many differing stories about the
that I'm not sure which 1s true. By all acc Carthage's
vampire inhabitants managed to make things work for at least a
little while, Those mortals who lived beside
understood their neighbors”

sccess of this

ampires apparently
d allowances were

“differences,”
made for them. For instance, the blood in the slaughrerhouses
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It was during this time that our clan, the Tremere, joined
the vampires. €

ecords claim we began as a cabal of mortal
fers, the Master and curséd Goratrix, sought
themselves and the rest of the

mmortality to House the

uuxknmlmrm.wlu 'Imhm-m,lhrg studi |

necessary time t

\[-\unp]m l\\‘rLIJ;‘rlulh - E\m i e
selves inserious danger, the cabal's leaders set out
Ivesaa place in the night's hicrarchy hefare they
d. The culmination of this effort was the elimir
tion of Saulor, an Ancient of the late-lamented Clan Salubri

had put tt
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Tre BURNING Tivmes

Unfortunately, the openness of vampire society started to
have some serious consequences. Not everyone was f the
vampire ruling as lord from the castle on the hill. The Church,
using the weapons of courage and Faith, be
the night. Some were mortal pawns whose g

overcame their fear enough to betray their
driven by righteousness and religious fery
were cleansing the world of evil
intentions, driven by tales or
atroc

believing that they
A few actually had good
ghts of vampire arrogance and
Long N o
Vampires of today might nor think this so much
think that the Inguisition is just an empry 1l
to keep the whelps in line, or that it was asrir
the men who were said to make up its ranks.
further from the truth. Imagine a world where the Church has irs
fingers in everything— from medicine, toeducation, to politics

es during the so-called

most
1 the elders use

ltoothless as

her could be

It has the power to order wars fought in its name, to dethrone
kings,
society.

nd to command obedience from just about everyone in

And it has started to tumn its might on the whole of
vampirekind.

Frightened yer?Neither were the vampires of 1200 — until
the Church started to win,

*ANARCH Revort
the mortals of
I the Church turned
For the next 200
carth
and and into

THe Wrten-Fires ant
The Crusades finally ended —

Europe. They wanted someone to blame,

inward on itself, secking our the “corrupt
years, the Inguisition and its allies practiced the scorched
policy on Europe, spreading outward from Swir
Germany, France, Hungary, Spain and England. These people
took whoever they could find who might be sending Europe and
God's people to Hell, whether they were Jews, Muslims, C

“athars,
The toral list

derstand

women, political enemies, heretics, vampire
would take up too much space, but yor

A number of vampires were found and sent to the fires
some caught off guard in the 3
‘murdere

rhavens, some be

murdered. Yes o'ty s ot b by
Some clders, in their rush and struggle to escape, decided to
throw the neonates and ancillae of the age like so much cannon

fodder in the path of the oncoming Inquisitors. Not ¢

eryone
d with
escaped and
an to band together for safety, finding common cause. This
the '\wumnmru! the rabble that wnul.l call themselves the

went quietly — the self-preservation instinct doesn't ¢
the Embrace. A number of these
be

wa

throwaways
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manor and abbe; 3
mor mll ihbey. It was the beginning of unlife as most of us know
i i 3 ' :
walking in the shadow between worlds, never revealing
ourselves to the eyes of the masses.

nightly battle, the Camarilla finally gained the upper hand. The
itwould be suicidal to continue, raised the
S e g he first conclave was call £
‘,,me. e he middle of all this the Anarch Revolr, Conventionof Thomns treaty ended th S
on. Now thar the Camarilla had orgar b, cheeniog

arion, it had of anarchs refused 10 surren,

ans by which to mass its s
i n“”\ its strer ]_ [ and bring the wrath of group. When they reeme: h
e down ¢ e offending anarchs. For the Tre ‘ d
il emere, the war tion kno b .

e own as the S dHiIUn \umlr d

Vil ' e hundred y f bloc g ;

|||_'\- R IL running feud with the thrice- ro give us two sides, and the guarant f o i

isce, and here they were on the other side of the through the years. ol i

fence. Naturally we gave no q
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AGUEOFSTEAM —
CENTURY OF DROGRESS

This was a time of exploration and industry, Mortals leaped
d i a quest for progress, and the Kindred were there 1o

s enjoyed the propriety
and even tonight they continue to ma

1

Wherever mortals went, we were there. [ would s: Tucra

sesn’t begin to describe our ventures

tive

What's above is the texthook version, what is normally told
tices. For as much wenton in the 19th century, | think

“pre

itdeservesal vaparagraph, fnothing else, it tends

to gloss over a few important points,

As vampires in search of new domains and herds pressed
into continents where they had rarely
selves running into enemies and wonders the likes of which they
had never encountered hefore. Far many vampires, this was their
t with the vampires of the Far East, of the
L and of Africa, Many gor quire a shock when they
realized that these vampires were vastly different from those of
Europe and America. Like the rest of the explorers, the vampires
decided 1o push they
over like the morta

e, they found them-

first real cor

ndas for colonization, Instead of rolling

natives did, these strange vampires r

sponded with full force. Powers tha I ever seen before
were loosed on the invaders. The fight went on in the shadows

asthe

none

wropeans fought tocolonizeand "civilize the savages.” At

one point, mortal and supernatural {on both sides) ended up as
nst the other. In th

allies ag wl, the Kindred withdrew and

waited for the humans 10 b mostly done before trying

n. Even then, rt
but stayed very firmly within the
Madagascar, Bombay, C
definrely in charge. I'll freely admir that we don’t know nearly
as much as we'd like abour the Far East and /
some really strange stories that P'm not sure [ want to believe.

ned didn't press their luck,
ili

es where the white man

areas — Hong Kong,

ro -

frica, except for

Africa has also proved a thom in the collective side of the
ablish ended
in failure for reasons few can explain. ained

Tremere —all attempts to

something of a mystery to us. The only chantry that has main
tained any stability or longevity is in highly Westernized Hong
Kong, and its future is currently in debate in the wake of the
handover. [t would be folly for us ro break off our one inroad into

the East, but the place desperately needs those who are more

schooled in Eastern culture and mysticism (or whoat least speak

some Chinese) ro take advantage of the vast opportunities or
make any infoads with the Eastern Brethren

Steam ushered in enormous developments in manufactur

ing, travel, industry —whatever it was, steam somehow improve
it. For the Kindred a number
that most were very happy to take advantage of. Steamships and
locomotives meant that vampires could actually consider travel
and make a go of it — fewer stopping points, quicker progress,
sunproof conveyances, the sors of things that ensured you would

steam brought about nces

prot

bly arrive at your destination in one piece. Steam in the
factories brought in capital, and many Kindred made m

hand over ralon when they realized that steam was in fact the

ney

wave of the future, The best example of such success is Michael

Vanderbilt, who rode both his name and his business acumen to

nsion, a herd of New Ydrk's finest socialites, and a set of

factories up and down the East Coast
The 19th century was also a time of socis

change. Not every Kindred of the cls

ns was involved with this,
rions can be made regarding who did what
orkers, and the Brujah were

but some general
With the factonies came exploired
after those like flieson shit. Mue
andd labaor org

nizers gained prominence, often through dint of

mysterious (Nosferatu?) informants, but the elders” interference

ensured that they never got as far as they wanted. Factories ok
wded

and other

the people away from the small country cowns and into ¢
city slums — good, if filthy, hunting, Textile,

nining

industries also wreaked havoe on the landscape, pouring smog

cutting forests and poisoning the water, no

doubt to the rage of our Lupine foes,

Inaneraofcauses and social activism, anumberof vampires
found mortals whose efforts doverailed nicely with their own,
albeit with far different and certainly not always benign

ched Nellie Bly go undercover in

30NS,

wtu, especially in London md New \n:k occasion,
ed the burgeoning social workers ro look after their herds
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d
—a cuphemism,
asy blood. More refined Kindred parron-

ed with Socialists, labor unions

Brujah Rabble frater
social workers 1o *bring more to the underdog;
for findiny

ever cause was fashionable at the moment; nothing
made quite ashion statement for mortals like how many
harities ding. If nothing else, it was taking care of
the herds, inthe same way that a farmer rakes care of his animals.

me v

Healthy cows give good milk, if you follow my line.

Pve been told that, socially speaking, Elvsiums and parties
s wut of Edith Wharton., It was one thing to have
money in these nights, but unless you had someone relling you
where tospend it and what to spend it on, the harpies had a field
day with you. The ideal of Elysium, unchanged since the Ren

ance, was taken out of mothballs, dressed up with a few new
fnl nd proved rhar it could still take a rurn around the
lroom floc
Elysiur

ran like p

- A clansman tells me that during these days,

could be anyrhing from the mtellectual (a lecture on

Socialism) to the artistic (a drawing

oom recital) to the tran-
to open oneself to “transcendental
whatever that was). | occasionally wonder how
many vampireswereactually delighted todiscover they were still
human eno

scendent (exercises
possibilities

\ to be bored to sleep in Elysium

The Sabbat decided to make another attempt to throw the
Camarilla out of the Americas, and, according to a rather
unpopular scholar of our kind, the elders acrually came damn
close to losing. Thank the Sabbat who fell through on their end
of things — if not for that, you wouldn't be reading this. The
werewolves in the American frontier decided that they weren't
interested in sharing it with the rest of us — so much

“manifest destiny.” As for the rest, if even half the accounts I've
read or heard from elders are true, the red-light districts and drug
trades owed a large part of their briskness to certain er

vampires, particularly S

res.

Most Kindred I've ralked to are positive that there must
have been something in the wate
account

rround this time. How else ro

or all the supernatural events crapping up all over the
landscape? From phorographed faeries to tapping tables, haunted
rectories and oceultism, the 20th century followed the 19tk as if
by clinging to its shroud
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AGUOF SpIRITS
The Age of Spintualism deserves a lintle more than a

throwaway line or two, straddling two centuries as it
playing a role in Kindred history far greater than most g

credir for. Having seen it from both sides (as a momal in its

heyday, thenas a vi
that this was a time

mpire watching it sputter and die), | can say
ch with strangeness and the supernatural

We Tremere were busy, much more th

ageof table-rappings, séances, mediums, channelers. . and frauds,
fakes, showmen and debunking that would wound us for years to
come. Ghosts and mediumship was something that we had had

trouble getting into with any deprh, and this cra scemed to have
been all but made for us to finally do so. Even Kindred who
raditionally avoided occultism (primarily out of respect for our
long-held stake in the marter) made ventures into the field, and
gave us some surprising undiscovered treasures

an enough fraudulent séances that
purported to contact my late mother, | can easily understand
whar it was that drove Houdini to e xpose these charlatans. Over

the years, I've heard a number of story

Having endured more ¢

mere and some
ather vampires regarding this time, and few have spoken about
it with aught save bitterness — tales of lost lovers, children and
sires they had hoped to contact, only to be bilked and blinded.
Part of the birterness stemmed from being n for fools, bur
even the Damned did not care to have such fragile hopes and
motions so casually used and exploited. In that rey
no different from the kine, and | think th
some more than they wanted ro reveal. Perhaps enough o
sponsor debunkers and bribe assistants into revealing their iricks
for a spectacular fall

ard, we were

may have bothered

Some have suggested the rather high amount of supematural
instances that took place during this era were signs thar the
Masquerade was weak. That was only part of the eq The
supernanur udy, and
even the shyest people came forward with stories of their encoun-
ters with ghosts and other nigl knowing they would be
received with a modicum of seriousness. Supe
likewise

ation.
| became a desirable thing to discuss and

Creatures,

ural literature

whed

a rather respectable spot, particularly stories
rding vampires. And lastly, serious inquiry and study of ghosts,
medimship and other paranormal eventsand den
its own, particularly with the founding of the Society for Psychical
Research (SPR) and its American counterpart

According to my sire, who spent most of this time in
London, certain busybody vampires insinuated themselves in
the publishing industry after vampire and ghost stories started
appearing in grear numbers. Nonetheless, the py
Dracula sent the Camarilla mto a tailspin. Some found it amus-
ing, but not all did. A few elders believed that it m
widespread breaches of the M

ZETIS CAME IO

blication of

chons,

who were waiting &

Kindred. Strangel

bring the hammer down on any erring
ough, the Fiends were remarkably quier; |
ould have thoughe that they would be out burning every copy
they could get their hands on for s portrayal of “The Dragon.

Berween Dracula, the Cottingley photoss

d table-rappings,

¢ the hunters didn't know which way to go. Unfortunately for us,
t
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technology has spread like wildfire; literally every night seems o
I adget or discovery. | know of elder vampires who
have fallen so far behind the times that they won't accept a
telephone call

they are fearful of wsing such things. 1 must admit,

hring some new

much less use this marvelous email, mostly because

it's rather

disturbing to find that the machines and ideas | once read about in

HG

arc coming

ells ules Verne when [ was a mortal

to common use. Occasic

ningsomething new or throw myself on the mercy of a neonate

for assistance, but it’s part of bei

what we are

we may
but the world does not. If you don't keep up, you'll be lefi by the
wayside. What is frightening is that these same vampires some-
timesdestroy the youngerones whodoknow how rouse rechnolog

And they

because the elders are equally frightened of them.
supposed to be leading us into the next millennium

Maust of the violent crime occurring today isn't vampire
committed, but it's great cover for other things to take place.
When 1 first arrved, Milos Kilar (the previous regent) wld me
that the Sabbat attacks had shown a pattern of growing steadily
more frenzied over the past decade
thir

This sounds like of one of rwo
ther they're going for the *last swing before the fall," or
they're desperately trying to make
coming. My guess is the former, although

a difference with what's
1 couldn't be certain
what they're swir

With one
cults and elder doomsayers (you'll meet them — the ones who
publiclyscoff at the notion of Antediluvians, then whisper their
fears and blasphemy in their chamhers when they think they
can't be heard) are even
tick

illennium changing to the nexr, the Gehenna

ore anxious and des

closer. | know of a cenain pontifex who is increasi
sed with finding the “woman with the crescent moon
talked about in The Bo }

ignoring other, ¢
Sabbat is goi

birthmark™

1, to the point of
ore pressing concerns. Some claim thar the
0 its last frenzy and hurrah

wuse irs leaders

b

believe the
after, the b

ediluvians will rise sometime near, or shortly

Already, they've taken
nd have claimed
arilla has traditionally held. We hold

ning of the millennium

back several domains from the princes,
more that the Ca

York, but only by hanging on with our claws like ¢

desperate to avoid getting wet. 1f New Yark falls, the Ease C

crumbles

Asfor the Camarilla irself, see my above comment. We stand
fast, but — and speak not of this outside the chantries — we're
starting toshow the wear and ¢

arof the centuries, Unless somethi
lers come to their senses, the Sabl
vanishes, the Master awakens — we may find ourselves startir
crumble likean And then it won't matter what cities
we hold, because without the Camarilla to hold things wgether in
any reasonable fashion, the Kindred will fall apart

And this is where we stand, after 5000 years of history

z%' w&zJ‘ae
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finally gives way — our

d tombstone.
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15 three in the morningand S m in the process of figuring out how good it
Jfeels to be dead. The streets are stick with riain.and the streetlights are
reflecting of the pvement like QG0 wants every manhole cover lo havea
Iuilo. A block down Locust Qdtreet. & can seea car pulling out from a
turn. & can read the license pliate from here — 3 never could e done tht
when & wasalive At the endof the street  can see the trees in
Rittentouse Qquuare.and S swear & can count erery leal and every
beadof witer on cach one.

S cuan see it all.and it's so beautiful

Scian see foam. too. e s wearing a lan trencheoat andcarmyingaclosed-up
black umbrells & start walking toward the Qdquare. timing mp pice 5o
that S bump into hum at the crosswilk: Now S can see the streaks of
gray in s hair, the lines on his fice. S looks ahout go.a little tired of life
but still chugiing along in his rut. SF€is pice is stealy. mechanical. & more
faster.

I sudenly stops and looks upat the clearing sky. SNSwbe he s looking
forananswer through the hire branches of the pirk s trees. XN&wbe he 5 just
ot the animel instinct thit screams “Rredator! S docsn tmatter S
close now. 20th Qdtreet, 19th—

e turns from the sky and starts wilking agiin. SFEis cpes meet mine from
a blockaway, and S think he knows. e doesn 1 stop agin, though e
Poesn t turn coway. And & see the pein and the hope and the history written
on hiis fice. every last moment of a life that s about to end and 3 fall in love
with lim.

& feill in dove this way every night and every evening & wike up witha
Droken heartagain. There s ne one to blame but me. though Xo one to
Dleeme but me.



s of rules and the handfuls of dice
k, turn out the lights, and tell me astory abour dark
desires and relentless hunger. I'll tell you about a vampire, about
her talents and her weaknesses, and you tell me what kind of
challenges she fa

et about the p

Close the box

what rewards or perils come her way. You
plan the twists and turns the story will take, and 1will tell
how the vampire n.

n

tes them. Only you know how the story

ultimarely ¢

s, but only | know how the vampire will arrive
there. Along the way, the work you put into the story gives my
vampire the chance to grow and develop, and her actions
breathe life into the world you have created.

Th

mner sty

is the challenge of storytelling

Vampiee is about the

e berween humanity and monstrosity in the face of

unfettered power and erernal life. No morral law binds the

Kindred, no moral code restrains them — only fadir

passions

or ideals nurtured in mortal lie keep a vampire from indu

her homific nature, and those memories become harder and
harder to recall as the years stretch into centurics. In short

Vampire is about the characters and how they de

wither — in the face of tragedy and temptation. Can a moreal

us faith reconcile her deeply held beliefs with

her lust for blood? C

steeped in rell

an a vampire resist the temptation to
lover rather than face an erernity of loneliness? The
Beast awaits any Kindred who surrenders herself completely to

Embrace hel

her predatory urges. The Storyteller must draw on the charac-

s, hopes, and ambitions to creare stories that

ge their — and their players' — convictions and beliefs.
Asaresult tellerina Vampi
equiring careful thought and bac
crer-driven chronic

kingon therole of a

is very demandin,
work ro build ¢k
create aworld th

and repellent, exhil

nd
and stories. You must

isanightmare reflection of

IFOwn, enticing

i and horrifying. You must evoke the
thrill of inhuman power and a fear of what might happen if the
characterever loses contr

L. And you can't let the characters just

from the local

ies of the elders

ate neonates as

rhey sec fit, promising grear rewards ter risks.

Storytelling sounds like a lor once, and it

is at first. Fortunately, the Storyteller does

t have to do it all
herself. The secret to successful scorytellin
work of the players. Fulfilling th

ironically, the

pectations and interests of

a chronicle’s players is the first trick to creating the game’s
setting. Then — if the chr
carefully developed — th
and bad,
stories. N

nicle and its overall story have been

tions of the characrers, both good

will have consequences that in turn spawn further

ever forget: The mote the players are involved with
what happens in a chronicle, the less work you, the Storyteller,
must take upon yourself. You aren't supposed o do it
The Storyteller should have as much fun with the
players, and this chapter details how

This chapter illustrates the process of creating and run

ning o Vampire chronicle, and offers advice for making the

most outof the individual stories thar carry the chronicle along.
Building a detailed and cohesive background, a world for v
players ro hunt in, begins with input from your pl
own ideas for what kind of an overall story you w

i

ers and your
uld like rarell
Once you have decided on the details of the setrir
ters to fill ir,

the next

e n keeping in mind the

kind of chronicle you want to tell. After the characters are in
place, you can then get to writing the chronicle in eamest,

working out the intrigues and events that move the overall

story along and draw on each character's goals and motivations.

Each step builds upon the next, giving you more and more

background to make each story enjoyable and easy to manage

If you have never run a rol me before, don't be
ture, Take it 4

rination run wild

intimidated by the big p step ata time, do it for

fun, and let your in

Vawee: T Masquerane
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THe First, FreeTING GLIMPSE

It starts with a couple of ideas. You read through the hook
and some things jump out at you. Maybe ir's the image of a
haughry prince ruling ciry with an oppressive hand, or perhaps
youlike the idea of a

ind of anarchs making their own rules and
living like wolves in the urban wildemess.

omething catches
your eye and sets off a spark in your mind, and you think, *This
could make a cool chronicle

The question is, how do you tum
these nebulous ideas into a well-rounded foundation for the

stories you want to tell?

The first step begins with the players. Before you can really
develop the foundation for your chronicle, you must have a

strong grasp on what sorts of chy

icters they want o play and

how their concepts relate to your ideas. Suppose you are consid-

ering a chronicle set against the hackdrop of a prince’s meteoric
ht envision stories
of intrigue, treachery and the corrupting influence of grear
power. But what if one player has her heart set on playing a
Nosferatuanarch, and another wishes t

rise and fall in a large, important city, Youm

be an apolirical, narcis-

sistic Toreador, neither of which is compatible with your overall

concept!? It's never a good idea to force a character concepr on
a player, because you wane players to feel like they are conerib-
me and playing characters in whom they ally
interested \r||||~|wu| comes some amount of negotiation and
comprom rhiaps you can interest them in your backdrop of
politics .;v.mimw.m‘! double-dealing, but shift the focus of the
chronicle to center instead on the characters struggles to avoid
the plots of their elders while pursumg their individual agendas
The important point is to make sure that your ideas and the

uting to the g

players’ expectations are in synch before you even begin 1o
develop the chronicle. This way the players can add their idea
d make your job much

0 YU own o

sier in the long run

Once everyone agrees on the general idea of the chronicle,
the players can begintocreate their characters and you can begin
tocreatethe workd inwhich they will hun, It's warthwhile todo
thissimultancously because it allows your ideasand theirs to play
offoneanother, and might point you indirectionsthat youcould
have missed otherwise. Suppose, for example, that a player wants

her character to have been a government agent prior to her
Embrace. Youcould then take this idea and expand upon it: The
character worked for a covert division within the FBI, perform-
ing counterintelligence work that specifically investigates
high-level corporate executives and politicians. This division
has in fact been subverted by a powerful vampire who uses it as

a resource 1o gather influential information and hinder the

activities of her rivals. To add yet another level of conflict, you

might decide that this primogen is now eyeing anather member
Embrace, someone whom the
had a friendship with or perhaps loved) as a mortal, You can
then encourage the player to further develop the agency her
characterworked for, letting her provide details such asa history
and important personalities that you blend into your world. This
lers her flesh out her character, allows her to contribute to the

of the division for the character

and gives you valuable resource mareris
your chooricli, Cict your playess 0 go Into a 16t of detail when
creating their characters. Sit in with them during the cr

ation
process, and brainstorm about their backgrounds, then make the

most of the information they come up with. They can provide
youwithawhole host of characters, situations and conflicts thar
will be of use to you later.

It is important to take the ¢}
account and develop them in de
newly

wters” Backgrounds into

ates these
Embraced vampires still have very strong ties to the lives
they have left hehind

, because

15 neor

Encourage the purchase of allies, contacts,
influence and the like, then brainstorm with the player to flesh
them out. Where doa character's resources come fron
heiress?Did sk

Is she an
vewin the lottery? Did she stumble ontoa drog deal

gone sour and steal the bloodstained cash? What effect do these
circumstances have on wha the character isand her place in the
chronicle? Likewise, allies or contacts are more than just dats on
the character sheet — they are peaple with their own feelings
andemotions, For instance, suppose player wantsher character
1haves midlevel contact in the police department. Who s this

act, and how did the character establish this relationship!
The conract might be the character's uncle

1veteran homicide
detective who hasa habit of asking pointed questions about the

character's lifestyle and activities (particularly if he catches her
at the scene of a recent murd

Ide:
lth of ideas to inspire a Storyteller.
How do the characters handle the sudden and irrevocable
separation from everything they have ever known or loved? Do
they fake their deaths, or simply walk away from their mortal

Each Background is an
concept,

dimension o the character

ntaining a we

lives? Do the characters leave loved ones who simply will not
wccept their disappearance and go 10 any lengehs o find them?
Can rhe characrers stay away from spouses or children, torn by
love yet knowing whar might happen one night when the
Hunger overtakes them! These situations are some of the first
dilemmas that the characters must face, and can infl
actions in many subtle ways, While it is always tempring 1o just

wee their

gloss over the particulars of each character's Em
with “heing a vampir

e and geton

this leaves our a vital dimension in the

character's struggle to maintain her humanity, and provides you

with a fertile field to draw ideas and supporting characters.

Once you have determined a general direc
chronicle

n tor your
corporated elements of the players' characters,
you can make some decisions about the world in which their
stories will take place
chronicle

d

Having detailed the setting for the

{usually a city, but it is possible to run small-town or
even wilderness chronicles) and peapled it with supporting
characrers thar add 1o your overall concept, you can begin
shaping the chronicle in earnest

AWorLDDARK
AND DEADLY

Before your chronicle can be written, there must be astage
where its actions can be played out. You need to creare a serting
for your stories, a world that supports the themes and ideas you
ant to explore in your chronicle and starkly illustrates the
gloriesand terrors of undead existence. The world of the vampire
is dark, dangerous, enigmatic and rich in imagery. Consider
these guidelines when inventing the details of your world:
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AWORIDATWAR

I think most Kindred believ
led to the notic

d themselves completely
of war and its brutality when the W
me in. But | know a number of complacent vampi
suddenly sat up and ook notice when tanks rolled across the
fields of France, mustard gas turned men into blisrered me

and rapid-fire guns demonstrated the ability to mow down
dozens at a time. Before then, brutality had meant some.

thing else — swords and axes, looting ¢

nd on

nd pillagin

arelatively smaller scale. Bur this time the destruction was

maore widespread, more were raki

up arms and those arms
were capable of dealing massive amounts of damage. While
a few young vampires plunged headlong into the fray, many

elders ran for the hills. Even if one doesn't breathe, mustard
gas can get really hard on the lungs. And brurality aside, the
sheer scope of the event amazed many. World War [ was
called the Grear War for a reason; at the time it was the
biggest event most had ever seen — literally entire na
puting themselves

ns

nst cach other. Telephones, rele
graph, racio — all
ot the |

ssured that no mateer where one was, he

est news on the war.

The Camarillastill fought with the Sabbar, even during

this time. Our wars with them never went completely out
just smoldered like embers under
flame

ashes before bursting into
n. Whether Camarilla Kindred were rumrunning
in Chicago, feeding on the shartered population of Russia,
g the fl
Sabbat was there

oversee

Jgling movie industey or just surviving, the

the Depression, though, Sabbat activiey all but

lirtle street-t
 but all seemed strikingly quier. 1 still don't
know w h titwas that pulled the Black Hand underg
vbe a Caine sighting
Kindred had before

ceased. The w |r|-u\k\\UH\umun.I.n:l for

ind
tany rate, with all the Camarill
n, a Sabbat war was the last thing

anyone wanted

ry few vampires of 1

iy like to talk about their
nt with WWII in Europe, and 1 suppose | ¢

vt
not with my own record before me. In retro.
spect it's easy to say, “We didn't know, we kept ourselves out

This sounds like a lor

of excuses to me. We who are all in some way living relics

of mortal o

irs, we were misled, erc

cannot claim that this was a first in history, because it

wasn't. lgnorance is no excuse for allowing genocide, which,

besides be

ng distasteful, was a foolish culling of the herds.
Take Two,
ght have been outlawed,
but bliezkriegs spreading fires all over a city isn't exactly an
vt Eu-
rope had become retreated to the States, straining many
power structures within established ciries and strerching

As for the rest of the war, it was the Grear W

improvement. Kindred trying to flee the hellhaole

resources to the limits. Those of us who stayed behind
watched cities by
cellars, fc

ng bombed while in the “safety” of the
hr off looters with our bare hands or drank from

anything wearing a German uniform,

7 i | or.cpom o sy s n vy i £ lp/’
rm:f e Thorld Thars tatry onwhals a‘w.-m.—r " from
ather eonflets, Tia sols azmm s s -

[ itad By phone aid ather
world netaly united By radln, teloghone ail ot bay

A {/

irbind s mm" ¢ for sleaghtor
] '.'nw{z : p od out oma m:ﬁmrdn stape,
Cn? cfm[' s sractod By the Th5d Reich ™
m.tmn"/:mn./mn frar i‘u:r dain m‘:‘
7o it epllor sina - by since 448 mardor of°
( S dafa L‘tu{!m’?‘ﬂnﬂmfw r i fﬁm cy
,{;, 7t gons anitiond] Helorand 16> : pack cars a
-

m,mw G- s b m,ﬁf iy e doad,

m.rmm.' d’m !

ivre o

THE MODERN AGE
After the bombing of Hiroshima and Nagasaki,
med to ur

e world
n, as if trying to reinvent irself. This
tme, 1t didn't do quire so well

over aj

Reconstruction was long and arduous, even more for vam
pires than for mortals. For many elders and ancillac, it meant
actually seeing their world, their havens, their treasures lying in
rubble. Many of the prudent (and lucky) had managed 1o move
their greatest prizes (childer, books, relics) tosafer locations,
not everyone was so fortunate. The old world literally had been
nipped apart, and was being put back rogethes
Kindred, it was a difficult time. A few simply c«
seeng the destruction of their worlds, and chose

nd for clder
ldn't handle

enter torpor

arstayed up ta watch the sun rise

The McCarthy era— I was sent out to warch this with a few

others, primarily to make sure no important pawns ended up on
the stands. Many of the elders who had
the World Wars went right back intc
most of them had been

arted to reemerge after
heir cellars and coffins;
uropean at one time or another, and saw
too many similarities berween the Buming Times and the
hearings for comfort, They were probably right; while thase
found “guilty” couldn't be '\wrnmi.xln: in the town square, they
could be publicly pilloried and humiliated, which could be just
as bad. Well, nearly as bad.

The Age of Aquarius — Believe it or not, we Tremere
accomplished little during the *60s. While there was a resurgent
interest in magic (a welcome change after the cold, sterile '505),
it offered relatively little to us. In truth, the orgies, psychedelics
o those who sull had living flesh. Yes, |
tried blood-borne psychedelics, but not on purpose — a mistake
in feeding that | will never forget. If nothing else, between the
fashions, the music and the people, it had to be one of the most

and music were me:

absurd eras I've ever seen

Now here we are, in an age that has seen mortals land on the
moon, the Tron Curtain rise and fall, and some of the most
destructive weaponry imaginab
“defense.

developed for the purpase of
Ever since the bomb came down on Hiroshima, this
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faithful in every det
e it any

; this is the World of Darkness, and you can

sh you choose. Consider the guidelines above, and

where necessary alter the details in favor of your own ideas, or 1o
build the proper mood. Many Storytellers prefer 1o set their
chromicles in dark reflections of o

r own hometowns, which
allowsthem and their players todraw upon everyday knowledge to
help envision the places that their characters visit

wr locale, draw
nt city features, combining function with

Asyou map out the length and breadth of
ideas from impor

symbolism o make interesting images. For instance, an aban-
doned and dec
make an id

wying train station in the center of the city mighr
site for Elysium, with its high, vaulted halls and
A little-used carhedral might become a haven
inff, who are drawn to its symbolism of sancuary

faded grande
for the ciry'sC
and

demption. A half-built z00 could serve as the
playground, o

archs’
block of skeletal construction sites could g
in aerie to look out over the streets. Vampires
es, and the places they claim invariably mirror
their individual character and artitudes, Again, don't let hard

the Nosfe
territorial cr

reality dissuade you from going with a cool ides; if you want your
prince to rule from a Victorian mansion but your city doesn't
have one, make one and put it where you want. In Vampire,
details always take a hack seat to mood and imagery.

Soat this point you have three sources to draw on to build the
setting of yourchronicle: You have your own general ideas, you have
Ithe details provided by your playersduring character cre: wl
you have at least some knowledge of the locale you have chosen.

Now comes the time to develop your chronicle in detail,

WRITTENIN BLOoOD

The chronicle is the overall story that the Storyteller w
tell. Tt is made up of a series of smaller ston

s in which the p

| figures. Think of a chronicle as a
Each book is
astory unto itself, which is further broken up into chapters, and
then into scenes. What happens in each individual story depends
a lot on the course of the chronicle as a whole, It's this stage of
dev

wacters are the cent

collection of hooks o

tella long, complicated ¢

¢ that s the most demanding and time-consuming for
the Storyteller. Unlike many other open-ended RPG *campaigns.
Vampire chronicles have a definite beginning, middle and end
Accordingly, you need todetail this structure in advanc
1O ongany

n order
¢ your thoughts, show you when to pick up the pace;and
provide tension over the course of individual stories. A chronicle
Joses its focus and energy if there is no real end in sight. After all
this work, you want to close things offwith a bang, nota whimper,
vight! Giet a journal o disk and set it aside to hold notes and ideas
as you outline the course of events in your chronic
keep it all in your head.

Don't try to
Atthis point, you have a pretty large amount of informati
to help guide your development of the chronicle; now you
to flesh out the course the stories

n

ve
ill take and blend all of the
workable whole. The first step is to choose a
ning theme. A theme is the central idea that describes the
line of the overall story, Some suitable themes for
wpire chronicles include

details into
[

« The Jyhad: Though the Antediluvians very names have
been lost to antiquity, it is whispered that their Byzantine
intrigues still permeate and direct the course of Kindred events.
Crusades have been fought, nations have risen and fallen, whole

clans have been destroyed, all to further their inhuman agendas
inastrugele where perhaps even the players have forgotten what
the game is all about.
believe

the end of the age draws nigh, some
that an apocalyptic endgame is at hand. The Storyteller
can use this theme to draw the characters

a chronicle of

secret societies or desperate, ambitious eldets who perhaps
believe that they see the threads of the A iluvi
and struggle to prevent their completion. Alernatively,
characters might find themselves pursuing their individual:

e ns' schemes

har tiesall of the ev
Have they become pawns in the Great Game? If so,
what are they being used to accomplish, and by whom &
being used

« Bound by Invisible Chains: Unlife brings power and
freedom beyond the scope of anything mortals can imagine. A
vampire is.a law unto herself — or is she? F

das, only to discern a pa

tern emergir

together

re they

For all that the Kindred
are the immortal masters of their world, they are still victims of
obligations, intrigue and their own passions. A vampire might
masteracity, but isshe truly the masterofherown fate? This theme
works best when the chronicle centersaround a group of ambitious
vampires who seek to establish themselves as powerful and influ-
ential figures in a city or sect, to become powers in their own right
and answerable to no one. From the beginni
and strug

hey must scheme
s, their equally
ambitious peers, and later the elders whose roles the characters
eventually wish tosupplant. Buralong the way deals must be made,
alliances forged and broken, friends won and enemies made, and
by the time the characters reach the pinnacle that they seek, they
find that they are no more m
before. The stakes hav

¢ to escape the influence of their si

sters of their fates than they were

mply gotten higher.
* Cold Redemption: Many among the newly Embraced

react with horror at what they have become and struggle 10

redeem themselves and their lost humanity at every tum, Char-

acters tumn their powers to helping the homeless or the poor,
acting like modemn Robin Hoods or simply defending the help
less from the predations of other Kindred. This thet
pits the characters against other vampires wh
such “misplaced” altruism, bu
Beasts within themselves. One moment of fres
mission of mercy into a horrific tragedy.

* The h of a New Age: Many vampires familiar with
The Book of Nod speak of an imminent cataclysm, the end of one
cycle and the beginning of another. The old orde
away, and many dealists and madmen

e not only

reject and scom
s of the
can mm a

so against the wild u

rwill be swept
wng the Kindred
increasingly espouse visions of the new order which will take its
place. As the end of the millennium passes and talk tums to
increasingly hysterical visionsofuph

al, the characters choose
for themselves whether to resist the tides of revolution or be
swept up in them. Will they fight 1o maintain the old order
gainst anarchy, or will they join (or form) an idealistic crusade
to reshape the world?

* The Shadows or the
and the Sabbar is

Shackle: The struggle between the
fundamentally a matter of philoso

Camarill:
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phy: Are vampires meant to give humans their due and coexist
ngside them, or are the Kindred the next evolutionary step

nd meant to rule humanity as mortals control their cartle
rilla-domin:
ring for this the;

Can ed city under siege provid

1 powerful set-

1s the characters find themselves caught in
awar of ideology. Which sect is right? The characters might be
adissenting voice amid the Camarilla, orsee *Sabbat sympathiz-
ers" inevery shadow. An especially challenging variation
theme k
bridg

I the characters on a noble and tragic crusade 10

the differences between the wo sects.

* Home Lics the Heart: The undead existence of a vampire
is lonely and full of horrors; it is no surprise, then, that many
neonates try desperately to cling to the relationships and noge
maley of their mortal lives. Can vampires truly go home, or are
they simply setting the stage for tragedy? This theme emphasizes
the vampire's irrevocable separation from humankind, For all
that they prowl the night, surrounded by unknowing kine, the
fact remains that the sunlit world is forever denied to them, and
the Hunger that they feel isaconstant danger to their loved ones.
Characters unwill sleave their mortal lives hehind muserisk
the Masquerade, their Hunger, and the safety of those they
bout. Are they selfishly elutching at the warmth and affecrion
thar they may have taken for granted in life? Or are they
desperately trying to hold ento their humanity by focusing on
the only things in life thar truly magter?

hemes are important because they ler you focus the evenrs
and actions along a central idea. This gives your chronicle consis-
tency and emotional resonance, which you can build roa elimactic
finale. It isentirely possible 1o huve more than one theme; you might
e chronicle that exploges the mortal ties of neonare
s they are ensnared in the schemes of their elders, who
themselves frantically prepare for the Gehenna to come. While the
characters become the willingorunwilliog agents of these schemes,
they are tom between buildinga new orderand preserving the world
¢ knew. Multiple themes ean build a rich chronicle for a
whole, orcach character can embody a theme all herown,
separate and distinct from her fellows. The only limir is how much
effort you, as the Storyteller, wish 1o devote in developing and
smoothly integrating multiple themes.

they or

troupe

Once you have chosen atheme, you can begin todevelop the
course of events that your chronicle will take, fram beginqing to
end. Like any good story, a chronicle must havea canclusion to he
truly effective, and if you know where the chronicle is going, you
will have much more confidence in, and control over, your stories

Consider the your initial ideas, the characters and the themes y¢
have chosen, then flesh our the d
outline of

Lets go back to the initial idea of a group of charscters whose
Embrace and unlife begin against the hackdrop of

ls of your chronicle as a rough

5. For example:

charismanc
vampire's rise and fall as prince of a ciry, You mught decide on two
The Shadow or the Shackle, and Bound by

You like the idea of giving the characterss

emes for your chronich
Invisible Chains
the freedom and power that elder Kindred possess, then drawi
themintoanever-tighter y find
themselves in i position to grab power and status by the side of the
woukd-be pr

visior

nddeceit asthy

g mesh of intr

ce. But once in power, the figade of idealism and

enlightenment falls away, and the new prince proves to be every bit

wcters, for all their

the despot that her prodecessor was, The ch
newfound influence
giances tothe prince and her other allies, no more free to
please than they were
dissent spread throughout the ciry, and the ch.
natanly their loyalty to the current regin
of the Camarilla’s philosophies as a whole
to end in a blazing finale, during which the characters must decide
whether to hold true to their loalties for the sake of honor and
pranciple, o to bring down the pringe they helped raise to power and
chooseanew course for the city. Now youneed ro derermine a rough
outline sequence of events to get the characters to that point
Thingsshouldstart outsimply, because the characrerswill need
some fime to get acquainted with the city and s denizens. You
decide that the first stories will center on the characrers’ Embrace
and their relationship to their sires, challenging the charicters 1o
reconcile their new existences with d\c ties of thicir mortal lives.

ations and all
pas they
18 neonates. As events worsen, mumbles of

are trapped in a web of obli

ters must question
 butalso the worthiness

You want the chronicle

Haow the ch to their ne spaw neonflicts
dgoalsth d bl rthecounseof the
chronicle. Almg&w\nr. t}ndmacmmm\ y contact with
some of the oth are presented before
the cit scmnr;ﬂme Ymmmemph asize the atmosphere

unrest in thecity: Ki handofatyrant,
mmdledmmmnxplm:ﬂleclwvluphn hnm.\ encounters

prince’styranny.
ﬂqm@uwnme-thebmulmnfpmumnu hosupport the
prince, or theirsires might call uponthem tocarry messages of dissent
routher powerful elders. Perhaps they might even become involved
in a blood hunt, called upon a hapless Kindred for a highly dubious
offense. Over the course of these incidents, the characters scquaint
themselves with another Kindred — an ancilla who is cautious but
eloquent in his opposition to.the current order. The cha
mighr listen and sympathize, or they might denounce him, or the
coterie might be tomalong conflicting lines of loyalty and philoso.
phy. Astime passes, it hecomes clear thar this Kindred seeks to claim
thetitle of prince for himsclf. The characters scand togain status and
power by supporting the usurper, or lesser rewards from the current
regime by exposing the rebellion. You choose 1o leave these events

open-ended, The players are the central figures in the chronicle and
should make their own decisions, according to their individual
concepes and agend.s.

Ultimately the rebellion must come to.ahead, and you choose,
for the interests of the story, that the rebellion succeeds, thanks to
orinspite of the characters” actions. Depending on the choces that
they made, the charactersmust meet the challengesof the aftermath.
Either they are powerful and influential members of the new order,
Iregime. How
latter halfof the
chronicle, as time progresses and the new prince s

orthey are hounded and reviled assupportersof the
the characters cope with these changes occupies th

ds his noble

etensions and is revealed as no less a tyrant than his predecessor,

Now the ¢l

wcters have assume

the rwlesof the ekders whom they
enviedas neonates, but find that such lofry heightsare no less fraught
with peril and constraints. In the end, the chronicle brings the
characters full circle; depending an which choices they made in the

beginning, they may find themselves part of the oppressive regime,

or charismaric firchrands seeking support smong the neonates o

age a rebellion of their own,
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You now have a basic outline of the overall events in your

addivion ro these ma

chronicle

points, smaller plotlines

will be spawned by the cha | goals and back-

werall plo, or they

wcrers’ persor

grounds. These subplors can be tied 1o the
\ nnected, contributing to the whole through
character development and added conflict. For example, while
the would-be usurper gathers his support to overthrow the
prince, he may have des
position of power
in question happens to be a friend of one of the ch
ers might find themselves opposed to the
al philosophy, though
i the main they support the plans for rebellion. Some ideas for
subplots suggest themselves at the beginning of your chronicle,

w he entirelyunc

s on Embracing a mortal ina key

acompany the prince controls. This mortal

acters, or

provided by the characters’ backgrounds and personalities, Oth-
ers arise over the course of the game, as relationships and
important decisions influence the course of events. Incorporate
asmany of these subplots into your chronicle as you feel comfort-
hey provide alternate storylines that add
dimension to the characters and the chronicle as a whale

able with, becau

Other possibilinies for chronicles and the themes they can

explore include:

* ToSearch for Hidden Secrets: Gehenna fastapproaches,
and many Kindred fear that the world may soon go up in flames.
Thecl

individuals who must search out the millenni

racters could be the brood of a single sire, ora coterie of

Id secretsof the

Antediluvians and identify their schemes before it's too late
Themes conducive to this kind of chronicle revolve around the
quest for power and the manipulations of unseen forces, or the
temptations that vast powers make upon the soul. The Story-

teller can add elements of terror and suspense, as the characters

draw closer 1o horrible secrets that perhaps no ane, mortal or

Kindred, was ever meant 1o know

ree or Die: The characters are a gang of anarchs
rebelling against the dictates of an overbearing, authonitarian prince
Perhapstheirsires

* Live

eoutspokenintheirdefiance of the prince’snule,

actively fomentingdisobedience and anend ro the established order.
The prince counters this by claiming thar her law alone keeps the
Sabhar from the city. Her rle brings order and stability, which the
charctensgravely threaten. Relevant themesfor thiskindof chronicle
can include self-will versus an impased order, or freedom of thou
and expression in the face of oppression.

# The Cold Company of Sharks: The cha
society vampires scheming to gain power and status among the
ancillae and eldersof acity. Power politics, intrigue and betrayal
are the

acters are high-

rder of the day, as rivals welcome one another with

| smiles while their underling: silent, ruthless w

cord wiy

1 the city streets. This chronicle explores the potent themes of

trust, friendship, loyalty a

1 the corrupting raste of power

* No Place Called Hom
acity taken by the Sabbat or torm apart by the intrigues of the
Jyhad. They must find a new existence in a different city,
choosing toretum tothe heightsof power they formerly enjoyed,
or perhaps to exist in seclusion and shun the intrigues of the
prince’s court. Then come indications that this city, roo, isabout

The characters are refugees from

o suffer the same fre as their former home. Do the characters
attempt to take

a stand and avert another disaster, or will they

flee again! This chronicle can explore themes like courage and
honor, or friendship, or betrayal.

* Conquistadors: This chronicle tells of the triumph or
gedy of founding a new fiefdom in a distant ciry. At the
bidding of either the Sabhat or the Camarilla for acting without
the blessing of cither sect), the characters mustat
the city from the forees, both human and supermat
might aln

mpE Lo wrest
al, who

ady clarm it Suitable themes for such a chronicle can

be anything from the Jyhad to complex ideas revolving around

the value of “progress” versus the value of an indigenous culture.
® The Free City: An ambitious ¢
city to be free and open to Kindred and kine alik

incil of primogen

declare o

e

ce where all can coexist. But can the dream work?

place of
The characters
dream, making friends and all

an be the agents working to build this daunting

s out of former enemies. Then

a misunderstanding (or outright sabotage)

gainst friend. Themes of this

tragedy strikes
by
chronicle can range from the poison of prejudice ro themes
ho

ks the rruce, and friend rums

o, courage and compassion.

newly
found

* Golconda: Rumors emerge ofamys
arrived in the ciry, claiming to be a M
the way to Golconda. Does she spes
of the Jyhad sent w divide the eity at the bidding of her masters!

Flous strange
ha

k the truth, orisshean s

huselah who

the way face the

The characters must find out, and alony
temprations of what the mysterious figure offers. Suitable themes

for this chronicle can center on redemption, humanity, gre

loyalty and compassion

* Angels of Merey, Angels of Deaths The characters rebel
agminst the teachings of their sires, horrified at what they have
hraced. Defiant
| war against the

which rhey were Ei

become and the means by

and headstrong, they declare their own persc
creatures who spawned them, fighting for the sake of people who
would see little difference between the Dark Angels and the
forces they do battle with, Suitable themes for thischronicle
include honor, humanity, courage, prejudice and betrayal

* Tale of Two Ci pack of
vampires who decide to defect to the opposing camp, cither
Camarilla to Sabbat or vice versa. The characters must somehow
make their way to their former encmies, show their interests are
genuine, and overcome whatever challenges are necessary to be

may

The characters are a coterie/|

accepted into the new sect. Then theyare enlisted in a campaign
1o conguer their former home. Themes for this chronicle can

include greed, love, friendship, betrayal, ruth and deceit

CouRTSOF CRIMSON
AND AL ABASTER

Once you have created your central themes and detailed

the course of the chronicle, you are ready to get down taspecifics

about your setting and the Storyreller characrers whoexist there.

The outline you have developed should give you a guideline as
towhich characters you need and when they will come into play

. in the example of the usurper prince developed

r instanc
previously, the Sroryteller would initially develop the major
vampires of the ciry and their holdings, as well
As play progresses, the

s details of the

city's Elysium and the current prince
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Storyteller can fillin details of the rest of the ciey's Kindred, from
the up-and-comers to the disenfranchised Caioff, as well as
mortals who might play roles in the chronicle. The point is that
you, 1s the Storyteller, should not feel like you have to generate
a whole world ina single day. Figure out what you will need

the immediate point in the chronicle, develop those elementsin
detail, then work

head to address your future needs,

More than any other roleplaying game, Vampire demands
well-crafted Storyteller characters to make the chronicle potent
and challenging. Mortal life is transitory; citiesc vl go. But
the Kindred remain, immortal, ourwardly unchanging, the only

me

ever-changing world. Storyreller characters
the heart and soul of u chronicle, giving your landscape life,
action and energy., Paint them in vivid detail and act through
them to evoke emotions and ideas in your players.

e will
dds. This
ers will help you
ffiliates” histories and characteristics. When
st Storyreller characters, work along the follow-

The first Storyreller characters you are likely to cre
e thase generated by your players’ character Backgrou
is a good place to starr, because the p
brainsto
creating your
Jelines:

heir

the role: Each ¢
chronicle, even down t

parking lot and

racter performs a role in your
the accountant who crosses a dark
toa character's hunger. Establish what
is to play, then derermine what qualities are
necessary for the character to fulfill the role effectively. A victim
s passible; make the
preying on peapl
embodies qualities of sym
n the other hand, evokes qualities of
ruthlessness, or cleverness, or even brute belligerenc

alls p

role the cha

(yes, put some detail into as many victims 2
plavers feel that their characters
cardboard cutouts)
pathos. An ant

athy, terror and

ronist

Paint a picture: Envision what the characrer looks like,
taking int

account the qualities you have chosen, Pick out one
ortwocharacreristics that make the character interesting to you.
Ity
the image of a tall, braad-shouldered man with a prominently
broken nos

1 are envisioning one of the characters” herd, for instance,

offers a memorable picture, and suggests other
interesting images which have appeal. The picture of a power-
fully built man, anobvious brawler, helpless in asmaller Kindred's
Embrace evokes the power and harror of the vampire

Choose a name: This sounds obvious, but carefully chosen

es detract from the
character image and can even lessen the overall mood of the
scenes in which the character appears. If we rook the brawler
from the example above and named him Poindexter, the players
would have a hard time getting past the name, much less
appreciating the character and his plight.

names enhance characters, while poor ¢

Age: A character's age is of great significance when creat-
ars
away at all the ties thar connect vampires to the mortal life they
onece knew. Friends and family wither away, homes fall to ruin —
the idea of finding warmeh and comfort in human company loses
all value as the yearsstrerch into centuries, For the Kindred, each
year separates them further from mortal sociery, as their experi-
ences and ambitions broaden and their perspectives become
increasingly alien. What value are a 30-year-old human's in-

ing vampire characters for your chronicle. Immortality w

and fall? Afrer a few
mortal as some.

sights to one wha has watched natic
hundred years of existence, a vampire regards
rhing akin to a domesticated animal — useful, perhaps even
worthy of some affection, but still a cre

lifespan and awarencss. A

s Tise

ature of very limited

vampire whohas existed and schemed

for millennia has no more regard for the monal societies she

coldly manipulates than a beckeeper has for his hives.

Personality: Choose one or two words that embady the
character's personality. In the beginning, you may wish to fall back
on the Natures and Demeanars provided for character creation,
then expand your repertoire of archerypes as you become more
experienced. To make interesting characters, consi
personality types thi
end them to play in your chronicle. F

er choosin
%
r example, if you are

unter to the “role” tha

SECM 10 run c

envisioning a master villain who will haunt the player characters
ar every rum, you could challenge the players’ expectations and
make the character friendly, outgoing, even compassiona
someone who bel characters is a regretful

necessity, but one that will benefit everyone in the long nun.

ieves that destroying th

Past History: Every significant character in your chronicle
benefits from some amount of past history. What conflicts has
the character faced; whom has she loved or h ! Are there

emies o former lovers out there who might cross |

ths with

wacter have a
mentor, and how did the relationship affect the cf
tablish a char:

the players’ characters ar some point? Did the cha

acte

ast history in as much detail as you deem

relevant to thechronicle. A character who performs very limited
roles, lik r a mortal family member, might not
il, whereas the course of a 300-year-old
fofthe

e a street contact

merit as much d

en's existence would certainly benefit from arece

s past experiences,
Quirks: Everyonc i
d, has quirky habits accurmulate

i individual, and evervone, mortal or
over time. Wherher ir's
drinking milk right out of the carton or feeding on a mortal to the

nusic of Die Fledermaus, individual quirks further define charac-

ters and make them memarable
Flaws/Weaknesse:

nesses or character flaws ag

Nobodyis perfect

mele. This s
especially important with regards to major adversaries. Villains
who

lo nothing wrong, make no mistakes, and are afraid of

nothing are not only discouraging but boring as well. Blind spots
or flaws provide chinks in a villain's armor that the characters can
exploit, or give an extra level of pathes to a heroic ch
must battle nat anly external demons, bur i

Statistics/Skills: Do this last. They

reller characters do not have ro be constructed

cter who

Wl ones as well

re just numbers. Story-

g the careful

1assign a Storyreller charac

lines of u player's character. You
rer whatever levels and skills you wish. If the characters aren't
unique and interesting, the best set of numbers in the world
won't do any good for your chromicle

The key element to making characters memorable is to
avoid stereotypes. It is easy to get lazy and just describe a roving

haracter as a

Brujah anarch.” in which case the players fall
b

describe whar they encounter. Pretty soon every

ck

annerisms o
Brujah anarch”

n a single well-worn image and set of «

the characters encounter looks the same, sounds the same, and

Vawpse: T Mascuirane
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acts the same. Defy your players' expectations. With a little

thought you ¢

give a character a quirky spin that makes her
unique and your players' imaginations. Suppose the
play: «
corporations. Now a stereotypical Ventrue we
arrogant, refined and cultured. Ho hum. Bur wh:
had been asurfer for most of his mortal life, dr.
Daddy’s company and then later made it
strengthen one Kindred's stranglehold on local industry? Whar
kind of Ventrue would this person be! Sometimes stereorypes

entrue wh

s encounte he city's major

s one

d be cool an

ifthisvampire
dback tochair

3 a vampire to

have value (especially to mislead the players), but for the most

part they should be avoided

IntO THE FIRE

For weeks you have spent your time «

ning the chronicle
iling the

characters who inhabit it. You have watched your players create

you want to tell, as well as building the world and des

their characters, and enmeshed their ideas with your own ro give

ayers their own stake in your creation. Now it's time to begin

Here iswhere all thar background work will pay offand let

you concentrate on telling your stories in the best way you can.

With your chosen themes and the outline of your chronicle

inmind, youneed to establish the events that brir

ch character

into the Embrace, and eventually into tt

cotene, pack or brood

Thisis by nom

ns mandatory, and in fact many Storytellers prefer

simply to talk over these details, make some assumptions with the

Couarren B
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ortunity for some powe

¥
both player and Storyteller to exp

significant event in a chars

One does not becor h a secret oath and

+vampire the
nd an instant of hot pain. Terror
y resistance. Was the character

rhandshake. [t beginsinbloy

he Embrace, or was he taken

1 as traumatic and scarring

a rape? Either

the character is killed, yet does not die. He awakens, hollow

nd his skin like ice. Then he senses
s his first kill..... Tell
wat first victim is an excellent w

Jhisinsidesd

g the ste

to highlight the ¢

1 urges that set the vampire apart
from mortals,

After the
remainstobe see

Introducing the characters to one another and warch
relationships forged over the course of the first story ¢
playe ter insight into the chemistry of the

stage for possible conflicts. The way in which a grot

ters car ¢ together depends in part on the type of

that the:

ure to form. Some examples are:
* The Sire's Ready Hand: A powerful vampire has care-
fully chosen the characters to form a group of talented and

efficient agents. Each individual is chosen for her talents and

JELUNG




rerritor
might b

powerfy

power

were

times Kindred from other clar

come together

must be given

mnecti

hre

* Spirits of Like Mind: Vampires are by nature terntorial

ary creatures, but this

hips based on

wl

but exacts i cost

Y. reqe

ther, by

set up by

1 relations will be

s for the characters

w into the group against their wishes,

reion or manipulation, which can be the

onversely, th

y themselves

wdecider
Hon to morg

sense of loyaly

siring haid work from playe

It it can als

cal coterie for Caitiff, but
he characte

y clan. Perh
rival,

. some thought

conflict between

thinacotene

levenwi

Jabased up




withina g

1 e at cross-purposes, treachery and decepti

vare
wes that the Storyeeller can draw upon to starkly
ultmately solitary nature of each vampire. Tr
within a coterie should not be foreed upon the characters simply

powertul the

eachery

for the sake of the chronicle; instead, by forming a g

i b
vampires with por

ally opposing personal goals, the Storyeelle

can set our the conditions to engender rre:

hery and deceprion

amongst the ¢ and then let events take their course. F

erie, or

example, consider a corterie containing a character who is a
diablenst, feeding on the vitae of more powerful Kindred out of a
sense of revenge, while another character in the same group is a
Toreador who believes herself ro be in love with a powerful
primogen. Yel might have politi-
cal s nd is eager to court allies among the city's elders.

nothe

character in the coreri

pirtions

¢ the Toreador roambush and destroy
aversely, might the Toreador be forced to betray
tof love for the primogen? Or will the political
ipulate them both, assisting in the destruction of the
primogen, then betraying the diablenst in hopes of filling the void
left by the primogen’s destruction?

I thediablerist manipul

the primogen’€

the diablerist «
aspirant

CREATING STORIUS

There
which youshould consider when developing your stories. These
ot, conflict, setting

re several key elements to the storyelling process

1 mood.

The plot is whar the story is about; it is the
events and actions that the characters follow from be;

quence of

nning to
end. The first question you should ask yourself when sittiny
plot will be.
chronicle, you need 10 have a clear idea of where the story will
nd. There
twor types of plots: Main plots are stories which are integral
pans of your chronicle and move the overall story along, while

1 story is whar the | Like your

o and how you will build the action to a sarisfying

secondary plots are unconnected staries which may or may not
have anything to do with the chronicle, bur provide entertain-
ing diversi

ns. The best way to run a chronicle is to inrers,

Secom
b

lary plots in between your main plots to give you some
allow you
esting ideas without jeopardizing the integrity of your
o

thing raom berween major events, and t

)ty

main st
Foryourmain plors, refer back to your chronicle outline and
est the next step that your story needs 1o take. Are

use it

the characters still gerting their bearings in the city and meeting

¥
its mhabitants? Perhaps they should be sent as an envoy fre

thetr sire toanother powerful vampire, where they might derect

the first hints of v

rest under the oppressive hand of the city's
prince, setting the sta

e for the themes you wish to explore. The

outline rhat you created for the chronicle is there 10

ve you

puideposts i and dirccting the flow of your main plots

y plots, anything

xes. If your players have

been swe igh a series of grim and difficult main plots,
maybe it’s time to throw in something darkly fimny to break the
rension. Perhaps they e
make up for skill and knowledge with a little reckless enthusiasm
and a lot of homemade we

counter a bund of vampire-hunters who

pons! If the char e hecoming a

littke cavalier abour their unde:

te

d existence, you can create astory
nvolvinga mortal family member or lover who has run afoul of the

Kindred. Secondary plots are good for experimentation and as
transition picces herween one

jor plot and another

Any plot shauld be able to have its central id
in a few short senrences:

summed up

e terms with the Prince

® The coteric is sent to negoti
Atlanta, but the
them along tk

® The characters are approached by a mysterious Caitifi
who secks their help to investigate some disappearances among

Nosferatu primogen will atempt to capture

he way.

the homeless herds,

® The characterssire makes his move todepose the current

nce.
Ify
ofsentences, you are probably trying to do oo much at one time

u cannot explain the main idea of the story ina couple

Focus your ideas into one or two central actions, and then
develop the course of these events

Itisentirely possible to have a plot within a plot, aside story

that runs pars |H|In~||u main story you are telling : uhh

ms
one or more of the characters. These subplots are good for
character development, providing exra conflicts or obstacles
that complicate the

slution of the main story, Subplots might

s former lover, who is in

include the appearance of a characre

thralldom to the coterie’s main antagonist. Or a member of the

coterie may be called upon 1o act against members of his own
then must decide where his loyalties lie. If enough detail
Iwhunl;-mh-Imlmrr ation of the players’ characrers, many

dditional complications for
individual members uf the coterie. Make use of these subplors
whenever possible, so lor

story asawhole. By working

of the stories you create can have

ats they do not detract from the main
rcharacter's background (or current
relationships) into your stories, you further enmesh the player's

ideas into the chronicle and actively involve that player in
telling the story

After determining the plot for your story, you then must
concentrate on the central, conflicr. Conflice represents ob-
acles or opposing forces that the cha

Clers must overcome to

tesolve the plot. Conflict can stem from many sources, both

withinand without the player group. Suppose the characters'sire

has ordered the coterie to eliminate several key mortal servants
of a rival Kindred. The characters must overcome the mortals'
bodyguards and other security measures, working all the while
within the restrictions of the Masquerade — and then ther
eth

al considera

ons. Characters with high Humanity could

object to what is essentially u series of cold-hlooded assassina-
tions, thus creating conflict both within the character group and
henever possible, Storytellers should encourage this
kmnd of internal dilemma, More than any other kind of conflict,
moral conflict presents the cha

withour.

acters with an ohstacle that they

can't simply overcome with brute force. It makes them think,
and that is the

hest kind of challenge there is,

Conflict can be created in any number of combir

tons.
Some obvious sources include
* The Clash of Kindred: Vampires

one another, competing for hunting gros

e ever at odds with

nds, political influ

ence, etc

Crwrmiz B: StorimeLung

163




* The Feuds of Clans: On terscale, the clans ofacity
often come into conflict over territory, resources or simply
prejudice. Internecine struggles within a sect cant
any war berwe

* The Onus of Author

resent the power of their elders, and an:

gre

asvicious as

sects
Younger gencrations f

chs with artit

little wisdom chafe under the rule of prince o primogen.
* Trials of Tyranny: Power corruprs; what, then, of the
prine of a major city? All two often these powerful vampires
abuse their authority for their own ends, causing all manner of
tragedy.
» The War of Worlds: The ¢
world, a

rilla and the Sabbat
{ the rwo are locke

represent different visions of the
inabitte

battle for supremacy. Cities across Europe and Amer
are hattlegrounds for these longtime enemie:

® The Terror of the Wilds: The Kindred are not the only
it the night
werewolves, a race of shapeshifters whose rage is terrible to
gn against the Kindred
ies' home streets
ght of the Mask: Maintaining the Masquerade
re iron law of the Camarill;

creatures 1o In The wildemness is home to the

behold. From time to time

heir camp

» their ene

one which even the most

spotic prince would not dare to hreak. Sometimes action
be taken to keep the secrets of the Kindred, and while the risks
can be grearer.

* Hounds and the Hunter: Certain agencies, within the
government and withour, suspect 1l
are d

are great, the reward

istence of vampires and

mined to hunt them down.

* The Soul of the Beast: The Beast is real, raging and
wing away at every vampire's self-control. The bartle ag;
the monster within is central to every vampire's existence,

i

is a universal conflict that should permeate every chronicle w

With the plor and its conflicts fiemly in mind, you can
consider the elements of the setting and mood for your stary

Sertiny

2 is as important a consideration for each story as it is for

rhe chronicle as a whale; well-chosen details can evoke images

and impressions that enhance the impact of the tale you want to
tell. Try to make the seting echa the feelings which you find to
be appropriate to the story. For instance, suppose you wish to
have the characters enter the lair of a powerful Nosferaru. The
way you envision the lir and the creature who lives there, you

want the players to feel a sense of helplessness and despair:

The steps of the shelter ave crowded, even at midnight. Homeless
derelicts sit singly or in small groups, muttering 1o one another and
watching the street with furtive, glassy eves. Past the weathered
wooden doors is a wide hall filled with silent, still forms. Some sleep,
chuching trash bags filled with their worldly belomgings and wrapped
in layers of grimy clothes. Others sit on the cots or against the walls,
their expressions lost, as if struggling to remember
d how they came to this cheerless existence. Across

staring ino s

whao they were a

the room, past the cold and empey pots of the soup line, lies a dark
doovway and the staivs that lead down into the vampire's chambers
Cry

choosing your setring, because it relates again to the kind of

wl-in-hand with

ating the mood for the story goes hg

yers. If the sertir

armosphere you want to convey to the pl

consists of evocative surroundings for the story, the mood is the

way in which you choose to describe the surroundings, and the

actions of the characters in them. The secret e
details that paint the picture you want to

oking a proper

mood is to emphasi

convey, while minimizing others. For example

Fear: To evoke a mood of fear, emphs ges of help-
bility and horror. The childven stare at you with
eyes thatare glassy and round from shock. They scamper
approach, whimpering as they retreat into the shadows. Al of them
avoid the fron door looming at the other end of the cellar

lessness, vuln

Ty 48 you

Anger: To evoke anger, emphasize details of v
frustration and outrage. Someome in the crowd screams, a sound of
pare vage, and then a bottle smashes against the side of a car. A
storefront window shatters, and then the sounds of fists and clubs
thudding into flesh echo doun the street.

Lonelines;

ence,

Loneliness is evoked by images of abandon-
ment The theater has once seen dass of glory
grand marquee is dark, and the windowpanes in the ticket booth are

long since broken, Alongone wall, yellowed posters linger under grimy

nd solitude.

now its

glass panes, celebratingthe premiere of blockbusters and sultry starlers

now lost 1o time

Despalr: A common mood in Vamgire stories, despair and
angst spring from im hed hopes and loss
of innacence. They bul: the boavdwalk at the trn of the cennary for
lovers and childven, with brightly painted camival vides and seaside
stands selling candy and confctions, ar offering prizes 10 tempt an
eager suitor. Now the rides are rusted and dull, their skeletans creak
in the cold sea air, and the anly souls hanting the graffiti-stain
aving for nothing more thana lt

s of helplessness, d

shelter and

a place o drink.

A carefully chosen setting and details hit the players in the
gut, getting under their skin and giving them memorable images
that make the gaming experience more tangible and immediate

Once you b
to put them togef
players, set the stage for the action, build the action toa climax,

ve a strong grasp of these elements, you have

her into individual scenes that hook the

thenresolve the story ina way that tiesup any loose ends and sets

the stage for the next story
The Hooks The fint step
characters and pique their curiosity and int

any story is to involve the
The hook can be

res

a smanger appealing to the characters for help, or a sudden
summons to the court of the princs i
and startling event. Storytellers should create their story hooks to
appeal directly to the ch and back;
i rmortal life ¢z

or the witnessing of a sudden

acters personal ourds. For

n be

wee, a character who was a dercetive

drawn into a story by a baffling murder or theft that sets the
of the story in motion. |

would be drawn into

a character has political ambitions, she

a story that hints at opportunities for

advancement or lever gainst her competition.

Setting the Si
you have todraw them into the story and setout the challenges thar
lie ahead. Don't lay all your cards on the tabl
to keep players curious is to give them only a piece of the puzzle ar

e

Once you have the characters interested,

once; the best way

atime. Let them have a sense of what they need to nccomplish, an

immediate objective toward achieving their goal, and give them

hints of whar might lie beyond. If the players are smart, they will
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they will be apen to all

kidnap mi
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interpret the results quickly and then launch into pulse-pound-
ingdescription. (Storyteller rolls dice for an enemy attack ) “The
Brujah leaps over the bar with a howl and swings the bat one-
handedat Clive. The aluminumclub hits him in the i
acrunch of hone and a spray of blood and enamel, knocking
Clive off his feet.” The key element is the intensity of the
experience. Don't be afraid to fu
the action and pace

thwith

lue results sometimes to keep

afever pitch.
Mystery: Keep the players guessing. Never show them the
full picture of what is going on. One of the fundamental facts of
Kindred existence is thar knowled
survival. Nothing i the World of Darkness is quite whar it
appears to be, this poin with plot
twists, betray

ze is power and the key 1o

d it is good 1o emph

1 hidden complications to your stories
Influencs

ng Events: Vampire is about telling a good story,
which requires careful planning and an idea of where the evens of
your chronicle are leading. The pre
players will throw you a curve. Perhaps they wall miss the obvious
cluetharwill e

blem 1s that sometimes the

pose the central mystery of the chronicle, or maybe
they will go ina e

lly unexpected direction and stumble onto a

part of the stary that they weren't supposed to deal with yet. Worse
vet, one of them gets a lucky hit in battle and kills off the major
villain whom you had planned to be their major adversary for the
next | 2 stories. There are ne
basically
the

s to these situations, but
su have two courses of action to choose from: Roll with

asy soluti

unches and adapt to the changes, or use your godllike powers
1o avoid the problem entirely. The best rule of thumb is to fudge
events directly only if it enhances the game as a whole. If the
characters miss a vital piece of data, steer them back to it. If you
would rather see your major villain killed off in a more dramatic
, fudge his soak rolls and let him limg Suill, use this
Iy. It is your privilege as the , but if you abuse it
you will convince the players that their characters can'e really
succeed at anything, which ruins the game

w

way.
oryteller

sparir

THe COMMANDMENTS

The art of storytelling is a process, like any
avor, and at first it seems like an overwhelming task. The main
SMENIS 10 1 ber, though, can be broken down into five

wist-nots”

rtistic en-

E

“musts” and fiv
* Involve the Players Whenever Poss
their ideas and backgn

Incorporate

inds into your city and chronicle. This

will take some of the burden of world-building off your shoulders
and give the players more of a stake in the story you ¢
Ulrimately, the players should be the most i
not necessarily the most powerful — de

telling

though

portant

izens of your chronicle.

* Accommodate the Players’ Expectations: It's their game
oo, remember. Youneed tohave some idea of what kind of game
the players want 1o play before deve
* Work Things Out in Ady
workedout before game time, the more attention you will be able
 think

ping your chronicle.

vou have

wre

to devote to telling the story. If you've taken the tim

through the story’s various twists and turns, you will be better

able to roll with the inevitable player curve ball

* Story First, Rules Seconds Do not let the tale you want
o tell get held back by the rules. You can make them or break
them as you see fit, if doing so enhances the story and makes it
maore enjoyable for the players,

* Description, Dialogue, and Actions Make your world
come alive with vibrant description, involving

taste and touch. Encourage ro

ghts, smells,

eplaying by acting out conversa
tions, using different voices to individualize your characters

Keep the pace and intensiry high with dynamic ac

on.
Conversely—

* Avoid Stercotypes: Nothing drains the life out of your

chronicle faster than an endless parade of identical, cardboard
characters

® Don't Forget the Payoff: If the players work hard and
make smart decisions, their characters’ success

portion to the challenges they have

st he i pro-

faced, or they will feel

cheared.
* Don't Tell Them Everything: Much of the challenge in
ame is in the mystery, the parts of the story that you hold back
for the players and their characters o discover on il
® Don’t Abuse Your Power: You are the f
events, Your word is law, but you cannot «
beat the ch;

own

| arhirer of

this authority 1o

crers into doing what you want them todo. Itisa

e, i's for fun, and everyone should have a good time,
whether it follows the

* Don't Panic: If the players pull the ng
you, don’t be afraid to call a break and take some time to ¢
your thoughts. It will happen

cript or not

ut from under

llect

lot at first, but after a while you
will be able to handle anything they throw at you.
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‘The archbishop, bloated with the blood of centurics, scems almost to be a part of his
thronc. 3is robes drape oocr the hoarp wood of the farniture, making it impossiblc to
tell where one ends and the other begins. 3n his fat fingers he holds a chess picce,
cxquisiteln caroed from ivory.

“Brautiful, is it not2" he asks, and 3 realize with a start he is speaking to me. Ae
motions me forward, to mspect his toy.

Atisindeed a beavtifol picce of work. The ivory has a slight nellowish tinge toit,
and an unusual heft, and itis as cool to the touch as the day it was carued. 3 look
down atit and am impressed. A woman’s face, provd and defiant, stares back atme.
Aer featores are sharp and aristocratic, he hair long, her garments rich. Atis asif
any second she might come to life in my hand and demand an accounting for my
rudeness in holding her thus.

“d...queen:" 3 ask.

“Of course. iy childe, Lucita. Disobedicnt, but beloved nonetheless.” Ae
wheezes his bulk forward and smiles paternallp. “ 3t has been decades since 3've
scen her, but Wokos was kind enough to create this for me. She took down her
portraits,” he saus apologetically, “the last time she was here.”

4 frown. “Vpkosis the Tzimisce, pes:”

Archbishop MWlongada nods serencly. “And a Noddist scholar, and a gentleman, for
a Fiend.”

“¥e bonecrafted this ruruuuidid he not:”

“Of courst. And the rest of the set. AWe coen plaved a game.” 3¢ motions at a table
nearby. @nit rests aninlaid board, cbonw and gold, with a bare handful of picces on
it. 3walk over to the set, examine it. The first picce 3 heftis a black pawn. 3t has
my face.

“dtisapity,” #ongada murmurs from very close behind me, “that most of the picces
had to be swept from the board.”



The World of Darkness holds many other terrors besides
the Kindred. Though it is the vampires wha
bly intertwined with mortal societ

re most inextrica-
ven their appetires
how could it be otherwise?), there are other monsters in the
Earth’s darker comers. Few are friendly to the Kindred, some are
W the Kindred, despite their immortality,

{and

outright enemies,
know lirtle of the others” ways or customs.

This chapter presents basic information on the Kindred's

MOSE commen and foes, includir

« templates representing

archetypal examples of the creatures,

WitcH-HuUNTeERS

It is tempring, upon the Embrace, to run amuck in moreal
wrtal insecrs all around. Elder vag
know better, and thus the lords of the Camarilla enforce the
Masquerade above all. In the Middle
population alerted ro vampires' d
the Kindred's millennia-old sociery. How much more easily, the
Inner Circle shudderingly wonders, could a human popul:
of six billion,

society, heedless of the

pires

n Inquisition-led
predations nearly wiped out

on
armed with napalm, phosphorus rounds and

nuclear weapons, dispose of the parasites in its midst?

Meost mortals, enshrouded in superstition and science,
remainblindto the vampires in their midst
and fear. Mortals who hunt the Kindred are known as witch-
hunters, after

but some doknow,

he In

sisitors of old, Most are just that —

s
of a hostile Church. A few kine in government

gencies, seoret

socieries and criminal

vizations also deal, at varying levels

1 hostility, with the Kindred

of depth

THEINQUISITION

Historians think of the Inguisition as that frightening face
the Catholic Church showed the world from 1231 to 1834, But

Kindred who have any sense
know that the Inquisition didn’

of self-preservation whatsoever
nd in the 19th century, that it

and is more fearsome than ever.
Indeed, few mortals conjure dread among knowledgeable
pires the way modern Inquisitors do

endures 10 the present n

general and even some of
Is — including the Pope — know
nothing of the Inquisition’s current activitic

The public at large, hi:
the Church’s highest offic

ans i

lue to the

organ

tion's intense secrecy. The Society of Leopold, as it's

verly called nowadays, comprises Catholics primarily but no

r exclusively. The Inquisition’s “interfaith” membership

devotes itself to the eradication of vampires

natural entities, an agenda the Society pursus

years under the guidance of Monsignor Ameli
When the monsignor suffered a faral stroke 2 year a
the Society had todeal with an intesrial eriss that had toomed
gradually during the previous decade

During that time, the godlessnessof 20th-century existence
had led all but the most fervid Inguisitors to conclude that the
Apocalypse was not imminent — surely not at the close of the
second millennium, anyway, and perhaps not even after the
thousand-and-second millennium. Yet every member of the
Society felt certain that the Adversary's carthly forces would
attach tremends

ndrical tuming point
and possibly carry o .
And while some Leopolders fe
return (though none ever said so), all of them recogn
and present threat that crearu
humanity. Worse, the very pe
live

of the darkness posed 0

e that Inquisitors risked their

1o protect seemed ready 1o emulate, even embrace, these

evil beings. Morale in the Sociery also suffered because of the
mounting controversy over torture, which Carpaccio himself
had banned officially as an unacceptable Inquisitorial tool. Of

course, unofficial and clandestine torture was the rule for some

Vaseig: Tt Masquerane




w their war as unwinnable

of the Society's members, wh
otherwise.

Al this fear and uncertainty combined to pave the way for
aleader whowas sure of herselfand her techniques (especiallyall
212 of these agonizing methods she “unbanned” in her first act
asInquisitor General):onetime Austrian Provincial Ingrid Bauer,
known hehind her back as “The Onginal Iron Maiden.”
ed how relatively casy their
nted, through the years the

Vampires never reall nlives

were during Carpaccio’s renure. €

venerable old witch-hunter presided, directly or indirectly, over
the destruction of many, many Cq

prevalent Kindred attitude toward the Inguisition then was
eneral wariness. Still, there were always a few vampires b

nites and ghouls; thus, the

{or stupid) enough to antagonize the Society purposely, pls a
tspaw

tmnier number bold and clever enough to make it their ¢

in the Jyhad. Now, elders trade numors of turncoat Inquisitors
whe betrayed their Cainate masters, a high-ranking Ventrue and
her Lasombrarival. Supposedly, both Kindred still languish inan
unknown d i where they suffer trtures at witch-hunters’
|

iously unglimpsed fierceness

nds mates whisper tales of coteries routed by swor

wielding Leopolderswho display pre
and skill. Mast troubling to the Children of Caine are recent
i

saults against longtime havens, some of them

reportsof i

ate for decades.

lairs that had remained invi
was the force behind such activities. Only
tion to make

Baver, of course,
a handfl of Kindred elders had enough
that link, however, 1s an exhaustive purge of disloy
from the Inquisition’s ranks coincided with the new Inqui
General's rise to power. The Society's Censors carted off nearly

o

lements
tor

every member who was actively spying for the Kindred, a sizable
percentage of individuals “sympathetic” to the plight of the
Damned, and a few entirely innocent Leopolders who learned

g of suffering for a cause. Only a handful of moles

the true
and they now live in fear

survived this “Inquisitors’ Inquisiti
of their comrades and of belated discovery. For the most part,
masters, fearing traps that might lead to the

these spies’ Cainite
Sociery'’s oubliettes, have abandoned their secret servitors.

A new vigor prevails among most Inquisitors, but a familiar
laise endures as well — in a slightly different guise. Even as
Bauer sces to it that braziers are lit, racks are oiled, and molt

lead is ar hand in Inquisition dungeons on five continents (Ast
ation), the use of torture again

Whereas before there was a vocal

continues 1o defy the ¢
becomes u thomy issue

majonty that wanted such methods reinstated, now there is
silent minority that agonizes over such practices. The real
problem here is that these moral qualms are acrually eroding one
of the Inquisition’s most powerful weapons against vampires:
True Faith. This quality, inherent to certain individuals, can
tepel a vampire without resorting to crosses, holy water o any
< emblem — in fact, in the hands of nonbelievers
s are useless against Kindred. Monsignor Carpaces,
understood intimately the soul-deadening, faith-damping of
fects of using 1 ny creature, even an undead one
He saw the speedy destruction of vampires not as killing (
i," he liked 1o say. “They're already dead.”), but as a
i torture, however, he considered a descent into the
Ity. Alas, Inquisitor General Bauer, con-

other s

such i

ture

wainst

Som

merc:

enemy's repulsive cn

inced as she is of the righmess of her crusade and her methods
alike, is immune 1o such qualms, Interestingly, she is one of the

rare Inquisitors with exrensive experience as a torturer and
aith. The two things are not always exclusive,

impressive True
just generally s

The Society of Leapold may
Bauer as its leader. True, she is wagir
Kindred and their ilk (she sees werewolves, among
vampires' touls) that most Inquisitors wanted — and needed
tofight. With the combat colleges she hasestablished in Nevada's
Black Rock Desert and in the Spanish Pyrences, she is also
improving the organization’s readiness for that war. N
Inquisitor carries asword-cane and isquite adept in s use. Bauer
en personally instructs her subordinates in the proper tech-
witch-hunting mobs.

Levery

ev

iques for organizing congregations in
Unfortunately, she isunable o address her troops spiritual woe
nand addiction ©

Alcoholism, depress
opolders. Plus, it's not inconceiy-

which are substantial
pomography are rife among L

able that significant numbers of the Society's ethical elite may

split from their fellows over the torture issue, although these

highly moral individi

Bauer herself, she could have the shorrest tenure of any Inquisi-
1!

Is also tend 1o be extremely loyal. As for

ror General this century if she really gets the
and they should be.

Then again, she 15 the Original Iron Maiden,

INguisitonr
Autributes: Strength 2, Dexterity 3, Stamina 3, Charisma 4,
lhigence 3,

Manipulation 3, Appearance 2, Perception 3, In
Wits 3

Abilitiest Alertness 2, Brawl 2, Dodge 2, Drive 1, F
Leadership 3, Melee (sword-cane) 3, Occult 3, Stealth 2, The
ology 3

pression 2

Humanity: 5 1o 10 (Inquisitors can be holy or as depraved as the

monsters they fight), Willpowers 9

Equipment: Sword-cane, tosaries, crucifi, stakes, Bible, pro-
ane torch

the True

Note: A few Inquisitors have ratings of 1 of higher i
Faith Trait. Such individuals usually, th

Humanty ratings of 9 or al

eh not necessarily

have

GOVERNMENT

Anything the kine's government mana
the World of Darkniess borders on the mirs
by conspirators, secret socier
d these schemors are in additic

toaccomplishiin

lous, given the

vd assorted

influences exer

cabals too numerous to list —
to the manifold vampire factions that fancy themselves masters
of the puppetmasters. T
sch other out or run afoul of things as

xrent, the efforts of all these

some

manipulators cancel
ndane as bureaucratic me

ing gre

MPELENCE OF UNsw

Miracles sometimes do oceur in the midst of such chaos,
though — or, as with the National Security Agency's “recent
discovery” of the Kindred menace, through a literal mechanism of
chaos. By tormuous parhs, the NSA, an information-monitoring

arm of the US intelligence community, obtained devices that can

distinguish v vires and ghouls from mortals. With astonishing

alacrity and utter secrecy, the organization dej

wed these
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Truv FArTH
Al Traitthat onlya few peoplein the W

rld of Darkness possess. While many mortals are more or less devoted
belief in some form of higher being or purpase, only a smallnumber have the burning zeal, the profound conviction that can
atures like vampires. Note that, while mst vampire legends portray the Damned being repelled by crosses
Faith can manifest in any religious form: A devour Jew might be ahle o wand off vampires with her Star of David, or
a Taoist might be able t intone special prigers, while a Christidn Tacking True Eaith finds his crucifix imporent against the undead

This Faith is not necessarily increased through€xpericnee. Certainly, it may rise as a result of a person’s experience, but it
is more vital than that, more a measure ofg@nvicrion and strength of mindsNor'ts it something that comes from outside the
individual, from some God or angel. Whether ornpr their beliefs are gofrety, thesépeople believe so fervently thar their own
convicrion protects them. At the Stopytelles’s discretion, Fi

ith should rise or Rl tofeflect a person's religious certainty and zeal.

The Faith Trair, like any other, has 4 rating of 1 to 5. Exactly what protection is afforded to the individual by the Trait
depends on this rating, as described below Of course, these are just guidelines, Storytellers should am
fir the tone or add drama to their starles,

I them as required to

ny char:

rer with Faith may artemprie6, ward off vamg
Hollywood cliché

3 Wil symbol or uttering prayers. (This is the
fthe vampire beingheld Back b#a crucifix.) The péison rolls Faieh against a difficulty equal to the vampire’s
Willpower. The number of successes indigates the number of steps backwad thevanpire is forced o take. If no successes are
scored, the vampire need not step back’ but may novadvanice. A botchdndicatés thar the vampire m
Further, if the cross, Bible or other symbolds placed against the
of damage, burning into the flesh.

advance unhindered
ampice’shody, each success causes an aggravated health level

== A mortal with a Faith

ting of 2 or more may resist vampiric Daminate by spending Willpower (one point typically protects
for a few turns).

o ¢ A person with a Faith of 3or more may sense the presence 6la vamipire. Shénéed norconsciously i

presence
Bibl
(jostle

tosense
ut must be in peaceful; quiersurroundifis — pethaps.dlone in thought, praying, reading Torah, medirarir

c. The person will not sense the vampire's preseneeif shigsds preoccupied (
1 by a mob, in the midst of a raucous ba
sense the vampire ¢

vampire's

on the

rguing) or in a crowded, noisy place
quet, etc. ). Thisability need not be infallible; the Storveeller should ler the person
ly when it is dramatically convenient. Note that the person cannot know exactly wha
her Faith; all thar she will know is th ething unclean or evilis nearby

she senses thre

S0

The mortal may nor b

urned intoaghoul and is

cied by any mind-altering Disciplines like Presence and Obfuscate.
##eee The person is so pure, so holy, thar she can fill a vampite with self- loathing, disgust, terror, even physical pain. Any
vampire hearing the person pray, preach or recite psalms, or beang touched by the person, may be forced o flee immediately by
any available means. A vampire whao is unable to flee is reduced w @ gibbering wreck, flailing on the floor and screaming, sobbing
or begging forgiveness, To avoid flecing, the vampire must efthier gdpend one Willpower point per turn or must make a Stamina
roll each turn (difficulty of 5 + her own Intelligence). That$'right — the higher the vampire's Intelligence, the higher the
difficulty, because the more tortured and guilty she will feel.

In theory, a mortal might have a F:
who are venerat

ith rating of grearef than 3 but these people are one in a billion — the sort of people
assaints. They are unlikely to enter a chtgnielé fand cerrainly no more than once), but their powers would

be enormous,
There s

tually one easy way for a vampire to detect a persowith a Faith rating, other than bitter experience — Aura Perception
Iwaysshows i

up. A mortal with Faith has her aura permanentlyalteredst that she has asilver/gold “halo around her body. The strength
aith determunes the brightness of the halo. Note that the hale s not normally visible; only Auspex reveals it.

Remember thar Faith represents a person's total commifmentta her beliefs. That p
high Faith ratings may seem fanatical, even insane to thosé not of their religion.
will nat normally have Faith ratings. They consider themselves the Damnec
rting any vampire have this power.

of the

son will act accordingly. Those with

Note thar Cainit
carcfully b

after all. Think very, very

“chaescopic scanners” in locations including Dulles Internat

nal positions know the truth: General Rex Shivers, Colonel Alec
-\ur;n-rl. the Pentagon, the Old Executive Office Building, the Riley and Colonel George Johnstone. Add to th
vitol and the White House, all behind the fagades of new metal
tors. Significantly, no one outside the NSA is privy to the
true nature of these added checkpoints, including the operators of
the various metal detecrors, which are real and working. Not even
the president is

1 the acry

nonitoring staff, and the total comes to two dozen.

The NSA's discretion in this matter stems, in part, from
established procedure. Spymasters, canny in their paranoia, trust
noone, especially nor their fellow agencies. Shivers' people aren't
even sharing with their civilian counterparts at the NSA any
Ne information about governmental encroachment by these myste-
toCainite chaoscope. Ofthe  rious black-body entitie:

{SA's own personnel, only three people in decision-making

at he and his staff are monitored daily by
ves looking for so-called "black-bodies,” a reference

ppearance when viewed througt

Plus, there's the

atural question of
how influential these inhuman infiltrators may be: Do they
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important, however, is the |

SA knows

uncertainty implicit in that

s discoveries

question: The

vt quite human,

ation’s members don't yer understand exactly

ack-bodies are
Hobbli

spurred them

: these covert watchers is the very rationality thar

use the chaoscope, and that has plagued them
NSA brass
demonstrated at the headquarters of the Paranormal Rese
Wi d think rank. After General Shivers got
aghimpse of wraiths cavorting in the Underworld, he sugs
that PRW scientists had act

since the first rime e of these machines

1 Vermont-ha

vered some

mension rather than an afte

xistene

He then ordered the
PRW's security clearances hiked and, on a hunch, a streamlined

at the White House.

version of the chaoscope to be installe
sand a billion dollars later, the

hathe saw
nd a vampire attending a state dinner,
hut viewed chaoscopically these creatures were easy to mistake

ultimately were gl

for the disembodied dead Shivers had already glimpsed. The

conclusion he reached was entirely reasonable — that his
transdimensional entities were possessing Washington officials
to manipulate the government. He also happened to be wrong,

but, weirdly, not so far off the mark

To some extent, the NSA's military triumvirate is “rein
venting the wheel” with its expensive new toys. Als

of money could have been save

nyone had bothered 1o train

mfrared cameras ona few of t chilly Cainites. Even withour

Charmez N

siwhat the Kindred
ge was mut and unknown Camite
iscredit Clifford and have him ousted.
Thus, Shivers, Riley and Johnstone rose to the top at NSA

caccurate understanding
tunately, that knowle
1ts were able

because they were skey ernatural — in

(

cs regarding the

trerly credulous fis rd was

|. Neverthele

f the same things he knew

contrast with the delude

ade 1o seem at his dow

, Clifford’s replace

ments now know a lot

and then

some — but they're interpreting the data quite differently

They're aware, for example, of their organization's traitors,
operatives Bruce Higgins and Feliciry Price. Mare importantly
the NSA hasalso identified the vampires who control these two
dubs “known
<" and their “normal” contacts. As the extent

of Kindred influence in world commerce, media and

pawns. The agency s already caraloging wha

extradimensi

ral Shivers and his staff, the “ws

becomes clear o €

reconnaissance” the NSA is waging will scem ever more of :
luxury. When that time comes, the NSA operatives who've been
training in armored moon suits with aural inhibitors and mir
rored faceplates will learn firsth

And when that time
he folly of

ed

n prep:

1es, the Children of Caine will

nissing technology, just as the masters of

will discover that the world is full of str

 rationality can ever explain

ourse, the other fede

clligence-gathe

agencies (and even out-of-the-loop civi

personnel within the NSA) are carrying on largely as they did

i ANTACONSTS




hefore the advent of the chaoscape, given the covert nature
the device. At the FBI and the C|

f
, only scattered handiuls of
nts (some of them moles placed years ago by the NSA's
Geng

| Clifford) have the vaguest clue about supernatural
The B

known as SAD), for example, lingers on only because of the

activity

re

s secrer Special Affairs Department (also

undying support of Senator

esse Grubbhalb. After all, Arthur
Clifford’s fall hasn't made it any easier to ger any above
federal money for pursuing supernaturals.

More's the pity, because the hunting in and around the
bureaucracy alone would be incredible. At the Centers for Di
l strategically placed individuals, mosr
npiric mind control, keep the lid on incidents
that involve "suspicious” (., Cainire) blood or corpses. The lack
of blood-bound servitors here w

hoard

ase

Conteol in Atlanta, sev

s a conscious effort by vanous

Kindred masters to avoid entanglements with nosy epidemiolo-
gists, as vitae remains chemically distinet from human blood even
in ghouls. However, that dodge also insulates these conspirators
from chaoscopic derection. The devices are useless in identifying
victims of Domin,

Sill, it wouldn't ke much for a key piece of
evidence to slip past these guardians and allow the

legitimate disease detectives to glimpse the full picure
sta

and municipal levels of law-enforcement, things look
muchlike theydoat the top: vast numbers of commaon cops, sheriffs
and state troopers trying to do their jobs, most of them urterly
ohlivious of the various factions o

struggle nightly 10 co-opt,
lect or otherwise influence the police. Ghoul cops exist, but
they're pretty much beneath the NSA's radar, so 1o speak. And, as
at the top, the myriad efforts to preses

the Masquerade, uncover
it, derain this one or arrest that one often end in a wash, and the
cops carry out their business as intended.

SaMpl EGOVERNMENT A
Attributes: St 3 Stamina 3, Charisma 2,
Manipulation 3, Appeatance 2, Perception 3, Intellig
Wits 3

Dexrerity 2

wth

nce 3,

Abilities: Alermess 3, Athlerics 2, Brawl 3, Computer 1, Dodge 3,
Drive 3, Firearms 3, Investigation 4, Melee 2, Oceult 1, Polities 2,
tealth 2

Humanity: 6 10 8, Willpower: 7

Equipme wck suit, coal sunglasses, badge and

1D card, electronic surveillance devices

: Heavy pistol, |

THE ARCANUM

This sec

society's members are among the foremost
mortal pursuers of supernatural knowledge in the Workd of
Darkness. They are scholars, hibliothecaries and archaeolog
epopts, Herm

cs and herbalists,

Kabbalists, cryptographers
andstudentsof theoceult. Since the Victorian era, the Arcanum's
300 academics and explorers have ventured into the world's
oddest, most remote comers to learn everything they can abour
wl the unknown.

the unseer

Long ago, these mortals learned that, sometimes, the

seenand tk

wknown have very sharp teeth and most unsavory
apperites. Arcanists also learned that vampires do not like being
theobjectsof investigation, afact harshly emphasized by Cainites’

191C. The

torching of the group’s Boston Chapter House in

resulting loss of life and destruction of irreplaceable books (the
latter perhaps more than the former) left the Arcanum wary of

delving inro Kindred secrets, Nonetheless, vampires remained a

fats collective guilt.

focus for the group's curiosity — and f
I blind eye

argued over the years thar turning
mplicity 1o g

1ous members

the activities scide.

of vampires was ¢

Lately, unbeknownst tomastof theirfellows, several Arcanists
None of the organi t

have takenaction in this arc. smembers

qualify as fools, however, and few consider themselves warriors, s

‘action,” in this context, means the judicious synthesis and redi-
rectionofinformation. Thus,several recent strikesbythe Inquisition
(which Arcanists also learned about lonyg ago) against Kindred
lairs had their secret origins in the Arcanum’s archives. Similarly,
the Reverend Jebediah Brown, an independent wirch-hunter and
former Arcanist, still believes his ongoing theft of intelligence
from Arcanum chaprer houses goes unnoticed
is but another tool in an intric
Not even all of the Arcy

" are aware of one another’s efforts. Be

but, in truth, he
e armehair war

wum participants in these “came

paigy e of the intense

danger vampiric investigation might pose to the entire organi-

zation, such activity is Thus, Arcanists
age in “siceing the witch-hunrers” singly or

or three at most, and always with extreme care to preserve their

groups of two

anonymity. No member risks more with these clandestine pur-
suits than Sandeep D'Souza, Chancellor of the New Delhi
Chapter House and heir apparent to the Arcanum’s Grand
Chancellorship. Yet, since finding himself amidst rioting Sabbar
vampires a year ago in Frankfurt and witnessing their depreda-
has been a changed

tions up clase, 1'Souz man. He doesn't

understand why he was spared, which further fanned his guilt
and ultimately propelled the Arcanist onto his current course

Souza isuncomfartable with using people as pawns against the
Kindred, but he now finds ins hinkable

Maost of the onganization’s seckers of mysteries ¢

tion 1o he

Minue o

encounter vampires in the same sorts of

7

and places they

always have: unexpected ones. It was through analyzing accounts

her things entirely (including
the Grail) thae D'Souza and his ilk have been
many Kindred haver

by Arcanists who were looking

ble to pinpoint

OF course, some of their suppositions are
s are thought to have v

based on where missing collea nished

ARCANUM SCHOL AR
Attributes: Strength 2, Dexterity 2, Stamina 2, Charisma 2,
ution 2, Appearance 2, Perception 4, Intelligence 4,

est Academics 4 (or higher), Computer 3, Dodge 1, Drive 1,
Eriquette 2, Expression 2, Investigation 3, Linguistics 1
Melee 1, Occult 4, Science 3

or hugher),

Huma

8, Willpower:
Equipment: Laptop, extensive library, sedan, collected occult
paraphernalia, sizable bank account

CRIMINALS

Kindred long ago cemented their influence
Cosa Nostra, the Russian Mafiya, the Cali and Medellin drug
lus assorted ethnic, bikerand street

wer parts of La

cartels angs. Vampires use

such criminals as cannon fodder, as obstacles for the authorities,
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asscapegoats when the Jyhad's skirmishes draw the attention of
any media nor t
woes largely unmissed should a Cainite get greedy while feeding

der vampiric sway, and even as sustenance ch

Civen the superstition and ignorance common to so many
criminals, there's some advantage to be gained from rumors that

the “Big Boss” can see through walls, lagh at bullets, etc. Most

vampires choose o exert their will from total secrecy, however,
and so most crovks have no idea of the Kindred's existence or

agendas

Lately, s ne |

ne

s been ultering this equation. Some
mncluding several Mafia lieu-
ali
with a range of affiliations, have been hearing lectures on

carefully chosen midlevel thug:

ter

ws, Organizatsiya chiefs, a € artel street bossand others

Cainite history, morphology and power structures. The infor-

mants in question are knowledgeable and calculating. They
i indiviual
hoss or gang against a specific vampire or Kindred in general. By
playing on m

share kemels of wisdom that are likely to incite

real fears and ambitions, these mysterious visitors
have already ignited what promises to be a gang war of epic
if not apocalyp

ic — proportions.

In several New York City boroughs, for example, stree

violence s at an all-ume high. After a dreadlocked stranger
presented himself to the members of the Montego Bay drug
posse, de

nonstrated supernatural powers, claimed to be a mes-
¢ trom Jah and tricked the crew's Cainite leader into
revealing his true nature, things ot ugly f
quickly followed as Brooklyn mafiosk
AK-A4Ts, j

harshly after some of their normally civil Colombi;

seng

ast. Iner,

gang conflict

, armed with s
d the party. In Manhan

es and

n, Giovanni vampires

reac

d a clan haven and chair
ghouls. Similar st

Must of the
avoid harm in the first wave of violence, In fact, its sole vampire

colleagues

awed apart a few

grips Miami, Los Angeles and Chicag

ected Kindred reacted swiftly enough 1o

casualty was Red Simon, the Monrego Bay posse’s unlucky chie
Quelling the gang warfare |
effortsand ¢

bhat

s thus far defied both individual

ncerted ones. The ongoing violence and pervasive

sence have hampered investigations by Camarilla

justicars in the targeted ciries, but neither factor has prevented

widespread realization among the Kindred that these events

wed assault, One consistent detail about
d: While they vary by ra

description in the reports

werea patently orchest

the informants has surf

e, gender and

ssembled thus far, all consistently

wlentified themselves as “Cainiff.

Of course, this tidbit met with both consternarion an
skepricism among Cainites. It seemed 100 transparent an at-
rempr at further dividing their ranks, and rather a stupid,
pointless pl
way. Neve

for these dispussessed vampires to attempt any-

heless, whoever commutted this ace of war (in every
sense) clearly knew Kindred culture. The culprits — or perhaps
culprit, as some vampires suspect a lone metamorph

surely must be supernarural

some sort

as many of the informants
clumed to be angels helping to red

em gangsters” “immortal
and displayed unearthly abilities. Unfortunately for the

nites,

wy of the criminals so approached were susceptible
tosuch anuments.
Immediate consequences of this enemy action include the

reduced usefulness of onganized criminals for the Kindred and

the unsavory possibility that rogues may have to be purged from
ety of gangs. The long:

e alternative is less pleasant

some Kindred worry that bounties for vampires could become
popular amang crooks very quickly mdeed. The mood on the

streets of the major metropolitan centers is decidedly edgy, and
only the most powerful (or foolhardy) C:

criminal organs directly, Whether the sin

s now supervise

tion could worsen
still — especially given the anonymiry of the perpetrator(s) —

remains to be seen.

CRMINAL EnFORCER/Boss
Attributes: Strength 4, Dexterity 3, Stamina 3, Ch
Manipulation 4, Appearance |
Wits 3
Abilities: Alertness 2,
Finance 2

isma 3,

, Perception 2, Intelligence

hletics 1, Brawl 3, Dixdge 3, Drive
Firearms 3 {or higher), Melee 2, Security 3, Swealth

2, Swreerwise 3 (or higher), Subterfuy

Humanity: 6 (often lower), Willpower: 6
Equipment: SMG, bulletproof vest, midsize

, hidde
computer disks detailing operations

his template representsa reasonably tough, savvy mem
of the underworld. Typical thugs and ganghy
less threatening, while a Maf
higher Mental /

ers will be much
fellow will have
teribures and extra Knowledges

GHOUuLs

A

o

Don or simy

mpire’s blood has grear power, power that can be

m. Long ago, the Kindred discovered that

s who

ort
drank vampiric blood would become possessed of supema
abilitiesand
vampires to keep certain favored servants, b
vitae —and blood bonding them in the process — all the betre
to have undying, hellishly loyal servitors —

ik appetites. Soon it hecame common practice for

wrening them on

Maost ghouls exist at the whim of their doy
c. As they

to the blood bond as anyone, ghouls are alme

itors (masters),

serving lovally in exchange for vic e as susceprible
t without excep-
wd if the domitor
has more than one ghoul servant, the result may be a jealous
stru them for the domitor's favor. A ghoul’s emo-

ons run to extremes with th

tion unfailingly devored to their masters —

ggle berw

heady deug of vicae i his veins —

such a creature often falls prey w great rages and disturbing

cravings. The name “ghouls” was not chosen at random

The following characteristics are sk

o A ghoul doc
his system. How
lifespan, he must always hav
age to the point of death and decomposition,
tion might oceur within days or (for very old ghouls) within
minutes,

by all ghouls

s not age as long as he has Kindred blood in

ver, ance the ghoul has passed his natural

vitae in his body, or he will swiftly

This decomposi-

* Ghouls may use the vitae in their systems 1o heal them-
selves, as do vampires, or to increase their Physical Artributes in
similar fashion. Ghouls soak bashing damage like other mortals
(i.c., they do not divide net damage in half). However, while

they have vitac in their bodies, they may soak lethal damage. A
ghoul who does not use vitae to heal woinds heals as per mortal
healing rares (p. 219)

Chiarrx No: ANTaconsts




Disciplines: Potence 1, possibly one other Discipline at

Humanity: 7, Willpower: 4

GHour BopyGuarn
Attributes: Strength 4, Dexte

Discipline
pline ar |

Humanity: 5, Willpower: 5
WEREWOIL

betweer
the hatred bet

existed.

VES




have fallen to Lupine claws {or 1o the fangs of their own kind
soon after, weakened as they were after even a victory).

To date, the war between Kindred and Lupine continues
The vampires hate, resent, even fear the werewolves and their
berserkattacks Ives'
few can say. Some scholars of oceult lore postulate that the

sfor thewe

crspective an the war

wn modern civiliz:

werewolves strive to tear d ion, reducing

humanity to primitive tribalism so that they can rule the uncivi.

lized world once mare. If this were true, the vampires, as lords of
rhe urhan territories, would seem to be “in the way.” Other

“scent” vam-

scholars counter that Lupines seem to be able to
pires, and that they hunt the Kindred as part of some religious
Jyhad of their own. For their part, the Lu
explain their actions — and the Kindred would rather see the
Lupines extinct than reach any belated peac

nes have refused to

50 the bloodshed

continues.

there are rumors of other
in the Amaz
ats thar boils below the

In some

n Basin, fox-spirits in

the East, even an urban socicty of were

Nosferatu’s tunnels. However, if such creatures exist, they are

and have yet to show
themselves inany sort of numbers. Considering as much trouble

even more elusive than the Lupines,

1s the Cainites have with the wolves at their doors, the Kindred

are in no hurry to deal with shapeshifters of ather bloods
swellasan in-
he

(For the werewolves' perspective on things,

depth look at their society and capabilities, sce Werewol
Apocalypse.)
PowERs AND WEAKNESSES

® Lupines can take the forms
as some forms that combine the
traits of both. Mosi

ns and wolves, as well

terrifying of

all is their “wolfman” battle form, a wolf-headed, nine-foor
killing machine ¢
this form, all their Physical Axtributes are doubled, but they
cannot use Social Attributes in connection with creatures other

1t inspires asupernatural error in humans. In

than werewolves and wild beasts (save t intimida

course)
* Wer

raking two 1o six actions in a single turn (as €

wolves can attack several times e:

lerity, save with

noblood point restricrion). They also fly into frenzy as rea
any Brujah, and in this killing state they suffer no health level
penalties for wounds,

1health level

® Lupines heal incredibly rapidly, regenerating
h um. Only fire, silver, or the teeth and claws of other

supemnatural creatures (such asa vampire's fangs) can cause lasting
njuries to a werewalf — and a werewolf can even heal these
wounds as a normal human can. Worse, werewolves can soak such
damage with ease. Consider all dam bashing, lethal and
to be suakable with the werewolf's normal Stamina

1, because they are living beings, werewolves do not halve

bashing damage applied to them, as the undead do

® Werewolves fuel their supernatural powers with Gnosis,

« measure of their innate spiritual energy. This Gnosis is a

They regain
Grosis through long meditation or from bargaining with spirits,

wrery” of sorts, like vampires' blood points

*® Lupines are apparently able 1o travel invisibly through
Pr

the “spirit world,” sometimes af rom nowhere to attack
their foes.

» Wolfshane avails nothing

the |

is indeed rheir

heel. W

not soak damage from

pines; however, silver
Achilles'

wlves can-

silver weapons

cannot  regenerate

such wounds as
quickly us they nor
mally could

e Lupines can
call on st

nge mysti

cal powers, not entirely

dissimilar ro Cainite Di

entime,

nritualsin the
mannerof Thaumarurgy
These powers depend
on the werewolfs area
of specialization, and
can be repre

sented by

Cruarmer Ning: ANTAGONSTS
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Diseiplines — presume that a scour has something akin 0

iman Thaumarurgy

Obfuscate, a8 and s0 on

ADOLESCENT WEREWOLE

Attributes (human): Strength 3, Dexrerity 3, Stamina 3,C h arisma 2,
Manipulation 2, Appearance 2, Perception 3, Intelligence 2, Wits 3
Abilities: Alertness 3 Brawl 3
Crafts 2, Dod;
Le

Animal Ken 2, Athletics 2, i

Fircarms 2, Intimidation 3, Invest
¢ 2, Occulr 1, Srealth

dership 1, Linguistics 1, M

Survival 3

iplines: Ce

rity 3, Potence 1, Protean 4

4

ity: 7, Willpower: 5, Gno
VETERAN LUpINe

Atrributes (human): Strength 4, Dextenity 3, Stamina 4, Cha-
risma 3, Manipulation 2, Appearance 3, Perceptiond, Intelligence
3, Wirs 4

Abilities: Alerness 3, Animal Ken
Crafis 2, Dodge 2, Expression 1, Fi

Athletics 2, Brawl 4,
irearms 2, Intimidation 3,
Investigation 2, Leadership 1, Linguistics 1, Medicine 1, Melee
3, Okeult 3, Stealeh 3, Survival 4

Equival
Humanit

Froer S

rity 4, Potence 2, Protean 4

v, Willpower: 7, Gnosis: 6

ADPESHIFTER
Adtributes (human): Strength 5, Dexreriry 4, S
Manipulation 3, Appe , Perception 3, Intelligence 3, Wits 4
Abilities: Alertness 4, Animal Ken 4, Athletics 4, Brawl 5, C; r.zl:~,
Ddge 4, Expression 3, Firearms 2, Intimidation 4, Investigaric
Leadership 4, Linguistics 1, Medicine 1, Melee 5, Oceult 4, Stealth 4
Survival 3

mina 5, Charisma 5,

nee

Equivalent Disciplines: Celerity 5, Dominare 2, Fortirude 2,
Obfuscare 3, Potence 3, Prote

n 4, one other Discipline :

Humanity: 5, Willpower: 9, Gnosis: §

MAGI

Nothing terrifies an immortal like something he cannor

regardlessofage, truly understands
the magi. Even those Kindred who once belonged to that arca
Enlightened by
unintelligible wisdom, wizards make creation dance to their
That mad waltz eludes the Kindred, and while they won't
+ it frightens them, too,

undenstand. And novampi

ed by their demented v

admit

The ongins of sorcery are lost in legend. It has been said that
MotherLilith herselfleamed the secret Arts, and that she passed
them tofavored mortals. Isuch tales are true, then magiare both
cousins and enemies of the Kindred: cousins through their
shared tie to Lilith, and enemies because of thar same heretical
lineage

I, and it rakes many
high magician, it calls forth the elements
in ways that would please an LL.M. artist. Most mag
subtler Arts, however

Whatever its onigins, magick is re,

forms. In the hands

comm

unnatural comeidences, shifts of pa
nsof fate, More often than not, a magus hides

sionand s

"
ht: no physical match fora Kindred, he
calls his ol

inplains

weshistos,
d conjures small but significant phenome:

Dancerous DRAUG

s

Lupine blood is potent stuff, and a powerful allure to
the Kindred. A werewolf's blood is sorich that, althe
its body holds the equivalent volume

f 10 blood points,

a vampire can draw 25 acrual blood points from the

Lupine before its veins run dry. Evenifa Cainite has time
to guzzle only a bload point's worth, he
for hispool. However, the supernarural powe

WO points
rofwerewolf

blood can alsa be dangerous wine

vampire wha feasts on werewolf blood is far more
susceptible to frenzy and Rorschreck while the |

hine
blood remains in hersystem, Every blood pointofwerewolf
blood increases the difficulty to resist frenzy by one

yes, if a character drinks only two blood points worth of

volume froma Lupine, her difficultis to resist frenz

arc

1w if the vampire successfully staves off
st,she hecomes paranoid and short-tempered for

as longas the blood remains in her system. In some cases,

vampires have even gained remporary derangements

from feasting on particularly volatile wercbeasts.

There are rumors that Lupine blood can even rem-
porarily grant levels of Potence or Cele
thus isn't always the ¢

rity. However,

se. It seems 1o have something o
dowith the werewolf's own bloodline, and how purc its

heritage is. Unfortumately for would-be hunre

the

more purely bred Lupines are often in positions of

leadership in their packs, and it isa deadly proposition ta

2o through the rank and file to carch the alpha

When pressed, however, a master sorcerer can literally wm a

vampire to stone or bumn him to acrisp. These wizardsare indeed

uick to anger.

subtle and

Try as they might, vampires cannot attain the secrets of the

magh; centuries — no, millennia

of blood bonds, Embraces,

s and mind- wuced mere shadows of morral

ve p

life self fuels these mysteries, and that
anks of the Damned

magick, The essence
essence is lost 1o the

The disciplines and intrigues of le magiciens divide their
kind into several distinet {and hostile) camps:

WIzARDS, WITCHES AND MIRACT E-WORKERS
The most obvious magi practice

he arts of sorcery and

wirchcraft. Surrounded by nitual trappings, the wizards and

witches of the Old World drape themselves in arb,

Many neonates mistake such folk for fraud:

New Ag
s, but a blast of

lightning or withering curse assures an errant childe that some
myths are real

Warlocks of Clan Tremere proudly point to their long
association with high magicians; one sect, the Order of Hermes,
ate relationship with the Tremere that gocs back

1,000 years, ro the founder of the clan himself. After a

millennium of wars, truces and alliances, the two cabals reached

amely, ro avoid each other whe

sy compromise:
possible. Still, the clan and the Order spy on
habitually, and often lay traps when the other side isn't looking

never

ach other almost
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SvsSTEMS

Magickal powers are diverse

to simulate a magician’s rep-
ertoire, the Storyieller may assign a pack of Disciplines as his
Common Disciplines inchude Thaumarurgy, Auspex,
Dominate, Presence, Protean, Obfuscate and Obrenebration;
uncommon powers include Animalism, Celerity, Forritude,
Potence and Chi

“arse

erstry. A young magician would command

five or so dots,
wizard might have 20+

n experienced one 10 or more, and a powerful

A few other things are worth remembering:

* Magi are mortal. While they can attempt to soak bashing
attacks, they cannot soak lethal or aggravated damage without
conjur
Magi do not he
ployed (curing one health level per success). While a rare few
like power, most magicians act only once per

ng some sort of armor or urilizing eybernetic protection.

| damage unless some medicinal spell is em-

possess a Celen

i, Wizards are not immune to the blood bond, and the
Embrace destroys their power forever.
* Magick demands will; hence, magicians often have Will-

power ratings between 6 and 10

* Although the magi do not depend on age for their Arts,
Backgrounds (8-
12) to reflect their arcane prowess. The more powerful the

powerful ones may have effective *Generation

, the higher her effective

* An odd syndrome — Paradox — attacks magi whose
spells arc too overt. A natrally rolled “1" on an dingly
abvious spell (flight, a fireball, shapechanging, a chain-gun
nsing from the mage’s bac

magy ‘generation.”

xcel

1 erc.) causes things to go horribly
wrong. Paradoxed wizards find their spells backfiring o their
bodies exploding; some arc swept off to Hell by demonic forces
Thus, magi are wary about using magick openly,
Kindred. Better safe than sorry!

sven around the

* A vampire with Thaumaturgy can try
a Wirs + Oceulr roll (difficulry 6)

track’s potency by one lev

o counter a

Kal spell directed at he
“soaks”suchspells, reducin

mag

the el (or

die) per success. A Tremere who climinates a mage's successes
neurralizes his spell

* Magicians gather into orders for mutual prorection;
of these sects have infiltrated mortal cults, survivalist

sever.
groups, New Age fellowships, churches, and local and national
governments, Wi
at the fringes of Kindred politics. A magician does not have to
weave a spell t

irds and their associates are rare, but they lurk

crassa vampire’s plans, nor will he be obvious

unless he wants to be

Youns Cut tist

Attributes: Strength 3, Dexterity 3, Stamina 3, Charisma 3,
Manipulation 4, Appearance 3, Perceprion 2, Intelligence 4,
Wits 4

Abili
Drive 2, Empathy
Streetwise 3, Subterfuge 3

Alertness 3, Athletics 2, Brawl 2, Dodge 2,
ms 3, Innmidarion 2, Melee 2, Oceulr 4,

Equivalent Disciplines: Auspex 2, Dominate 2, Presence 1,
Protean 1, Thaumaturgy 3 (one or two paths)
Blood Pool: 10, Willpower: 5

Equipment: Knife, several guns, ritual instruments {candles,
rope, chalk, robes, chalice), timidating clothes, friends

Strength 2, Dexterity 2, Stamina 2, Charisma 3,

ppearance 1, Perception 4, Intelligence 4,

Manipulation 5,
Wits 4
Abilities: Academics 5, Alertness 3, Dodge 2, Drive 1, Empathy 4,
Etiquerre 3, Finance 2, Firearms 1, Intimidation 4, Investigation 3,
Leadership 2, Linguistics 4, Medicine 2, Oceule 3, Subterfuge 3
Equivalent Discipl
Fortitude 2, Obfuscare 4, Presence 3, Thaum:
paths and rituals)

Blood Pool: 12, Willpowe
Equipment: Sanctuary, extensive library, ritual instruments
(books, blades, chalk, candles, potions, incense), sword-cane,
tailored clothing

st Auspex 4, Chimerstry 3, Dominate 2,

urgy 5 (many

TECHNOLOGICAL ABOMINATION
Attributes: Strength 5, Dexterity 4, Stamina 5, Ch
Manipulation 2, Appearance 2, Perception 4, Intellig
Wits 4

Abi lertness 3, Athletics 3, Brawl 3, Computer 4, Crafts
(Mechanical Repair) 4, Drive 3, Firearms 4, Intimidation 4,
Investigation 4, Law 2, Melee 3, Occult 4, ce 3, Securiy 5,
Stealth 2, Streetwise 2

risma

nee 3,

+ Auspex 2,

Doming itude 4,

Equivalent Discipline
Potence 3, Presence 3
Blood Pool: 10 {poisonous — one aggravated health level per
blood point consumed), Willpower: 8

Equipment: Automatic weapons, body armor, mini-computer,
communicationsdevices, black armored sedan, b
minorshades

FaAERrIEes

These strange and enigmatic beings exist among both

ck trencheoat,

mortals and supernaturals withour leaving a trace of their pres-
ence. Modern fae differ greatly from the tiny sprites and mighty
tree-lords known in ages past. They are beings of magic and
illusion, and exactly why they have chosen to take human form

and walk among mortals is unknown

indred who
ed litle

indare

Though the fae have changed in app

have interacted with them claim that the
ifany —innature, They are still cre:
best avoided by the Children of C
with them come out ahead in the bargain; e
and occasionally driven mad. The

arance,
ve chang
ures of the wild,

lings
v then most

ine. Few who have de

vampires are left change
ires of Dream can cause:
suffer pangs of acute loss and agony. Facries' physical and
al beauty can awaken long-dead feelings in a vampire

a yearning to believe in magic, or a poignant sense of his lost
mnocence — feelings thar may drive the vampire to despair or

very presence of these cre

i

mpire to

spil

madness

e are invisible tomortals, their true facrie

Mostof the time fi

selves masked i human form. Only those familiar with their

Vawrs: T Masouerape
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cy ar

Mum Yer w

Faeries take mar

Even when they

s, primarily Malkay

II lievi

n mortal b Tremere b

arious unwk

the year

ring these times and d

that the vast majority of known encounters with faeries take

. Vampires may encounter fac at any time, they just aren't

Even less is un eir powers

seem to be fueled f 1 how

this Glamour is used m\lu w it 1s restored remain mysteries

> Kindred th

¢ that faeries restore their Glamour during

elieve that
al art and

Faeries heal s
They may

SAMPLE FAERTES
The

might encoun

g are several examples of faeries thatava




the vampire has lost by joining the legions of the undead —
ituation th

PookaTricKsTER
This trickster often resembles an animal, ar least when she

verie self. Kindred scholars of fac lore believe that pooka

revealsher
canshiftinto the form of the animal that they repre
sumilar 1o the Lupines, tho

ent, ina manner
en ohserved, The
rmenting others.

h this has never be

pocka take delight in reasing and 1
Autributes: Strength 2, Dexterity 5, Stamina 2, Charisma 4,
Manipulation 3, Appearance 2, Perception 3, Intelligence 2,
Wits 2
Abilitie
mance 3, Occult
Equivalent Disciplines: Animalism 2, Auspex 2, Chimerstry 3,
Celerity 2, Obfuscate 4, Protean 4

Blood Pool: 10, W

Brawl 3, Dodge 5, Perfor-
Security 2, Stealth 5, Subterfuge 4

Alertness 3, Animal Ken 2

power: 6, Glamour: 6

ReDCAP WARRIOR

This brutish faerie thrives on carnag
of
ed in dipping their c

e. His bloodlust can be

In ancient times,
in the blood of freshly

th:

as fierce

vampire in blood-fre

redcaps deligh

fallen vicrims — thus their name.

Attributes: Strength 3, Dexterity 4, Stamina 4, Charisma 1
Manipulation 3, Apy
Wits 4

rance 1, Perception 3, Intelligence 2,

Alertness 3, Athletics 3, Brawl 4, Dodge 2, Intimida
tion 4, Melee 4, Streetwise 3, Security 2, Stealth 2

Eq
Porence 2

Blood Pool

SIDHE ENCHANTRESS

To look upon
upon H
wheln

es: Celerity 3, Fortitude 2, Obfuscare 3,

alent Disci

10, Willpower: 5, Glamour: 5

ne of these magnificent beings is o

caven itself. The heauty of a sidhe is enough to o
en the most jaded vampire. She can weave glamours
and iflusions thy

astound the sens

and leave victims paraly

with fear or awe.

Attributes: Strength 2, Dexterity 4, Stamina 3, Charisma 4,
Manipulation 4, Appearance 7, Perceprion 3, |
Wits 4

Abil Alertness 2, Athletics 2, Dodge 2, Emparthy 3, Eui-
querte 4, Expression 4, Intimidation 3, Leadership 4, Occult 4,
Performance 4, Subrerfuge 2

Equivalent Disciplines: Celerity 1, Chimerstry 5, Dominare 4,
Obfuscate 4, Presence 5

lligence 3,

Blood Pool: 15, Willpower: 7, Glamour: 10

Phantoms. The restless dead. Call them what you like,
these malingening spirits of departed mortals have been around as
longas ve, perhapslonger. Many callthemselveswraiths,
and they are bound to the liv ssion, some
unfinished business in the warm realms. Not every dead maortal
manifests as one of the Restless, but all who do so retain link

i world by some P

Id quickly prove intolerable sway the emation-driven existences

people, places or things from their lives. Such physical anchors can
wraiths, who sustain them-

blood.

selves with strong emotions much as Kindred do wit

test, wraiths, though
he living in a variety
of guises and through a range of powers similar to vampiric
Disciplines. The invisibly hurled plate, the sourceless whisper,
the worm-riddled visage that flickers ar th
allare inawraith's be

any victim of a haunting can
normally incorporeal, can appear among

sof tricks, and Cainite:

of perception —

are notimmune (o

such magics, Haunted vampires are doubly damned, and such
unfortunates typically find themselves shunned by Kindred
society. But wraiths can’t howl and rattle their way around the
Skinlands — the warm world, where people still have skin —
with impunity. Impeding them is the Shroud, aspiritual wall that
separates the living from the dead.

Most Cainites, save the Giovanni clan, m:

any entanglement with wraiths,

age to elude

mpires who do otherwise
sometimes regret their actions. A dead person with a grudge
against a vampire can be an annoyance (by frightening off prey)
orathreat (by directing wraithly powers at the target of his ire )

* Wraiths “feed
which s u

onemotion; this recharges their passion pool,
thilities. Kindred in frenzy may
actually find themsclves strengthening a ghostly opponent.

oW
places where great suffering or trauma has left a psychic re
(bartlefields, torture chambers, the brid

d to power their magical

sites and
due
apt,
erc.). Insuch places, the Shroud between the worlds of the living
and the dead is weak.

aiths manifest most effectively in “haunte

e where asuicide

and wr:

* Cainites’ physicality ths' incorporeality make
conventional fights between themout of the question. Vampires

can influence one of the Restless by manipulating her ferrers

(objects or persans important to the ghost in life), or they can
affectawraith directly with Thaum:

Disciplines. Conversely, wraiths ca

urgy, Necromancy orother

wals in order 1o

possess 1
attack a Cainire, or they can invisibly propel inanimare objects

® Wraiths are normally invisible unless they choose to be
seen. Vampires can perceive them through Auspex, however

* Some Grovanni have encountered ghosts of true malice
and hatred, who set abour maki
an absolute misery. These dark spirits seem to *live” only f
inflicting pain, and indeed seem to thrive on it. Other ghosts
seem to fear them, and refer to them as spectres

i their would-he masters’ lives

* Wraiths canaffect the lands of the liv beit with great
effort. In the Shadowlands, however, they can easily inflict
damage to the foolish who invade their home turf. (Stats 1o the
right of the

Rec 1LY DECEASED
This newly made wraith is most likely quite cocky

%]

reflect the wraith in the Shadowlands. )

nd srill

has significant ties with the mortal world. However, he is
inexperienced abourt the ways of the Underworld and the super
natural, often leading to a few rude surprises

Attributes: Sren

Dexterity 3, Stamina 3, Charisma 2,
Manipulationr 3, Appearance 2, Perception 3, Intelligence 2,

Wits 3
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puter 2, |
Law 2, Melee 1, Occ
Subterfuge
Equivalent Disciplines: Ausy
inate 1, V

Willpowers 5
SPECTRE

Equivalent Di:
Obfuscate 2, (

Willpower:

O1LpSour

!
Equivalent Discipline
: :




Fire.
They are routing us out with fire.

The sunisin the sky, and we have nowhere to go, and they are
routing us with fire.

The dammn fools willburin down all of London to get us, J think. Never
mind that with the wind whipping up from the south, these fires will
talke the whole city in a matter of hours = they willhave caught their
vampires. Not a building willbe left standing this side of the Thames,
but theyllbe happy, having destroyed the “monsters.”

The scent of smoke has walted down to my haven. Mt is so hard to
move when the sunisin the sky,sohard to force blood into my limbs. /
am sluggish, confused, and the smoke smellis forcing its way intomy
nostrils. Underneathit ] can taste other scents = charredflesh, old
ash. Some of the things that are roasting are rats. Others are my
childer.

My havenis stone, yes,but the ceiling is shored with heavy beams.
Those will burn, no doubt, and ) will burn with them it J donot move.
Fortunately, J have toreseen such contingencies. There is aniron
ring in the floor, attached to a stone door. With the help of the blood, /
litt it, and se e blackness below, Behind me, / can hear one of my
childer pounding on the door tomy haven, pleading for entrance as
the flames take him. But there is no time, and he is alre ady doomed.
With a silent farewell, J c‘tescev\ctinio the sewenrs and close the trap
door behind me. With the thunder of the stone coming down, the

screams abruptly cease. For that, J am thanlktful

Here, allis darkness surrounded by cool stone. / shallrest here, and
sleep. Then, when the sun sets, ) will rise and walk among the huddled
mortals, who have burned theirhomes to destroy my childer. ) will
exact [rom them the same price they have exacted from me. The

difference is this: Unlike me, they have no plube to run.



ALTERNATE VIRTUES
AND PATHS OF
ENILIGHTENMENT

Some vampires forgo the petty mortal concerns embodie
by the concept of Humanity. These Kindred reason that they are
0, thus they have

no longer hun o need to apply the senti

ments of the living to themselves.
Whether or not a Kindred
of Humanity, some sort of b

ooses o follow the moral
wvioral system must

prutter randomnessis tocourt the Beast, and no vampire
wishes to sink into the clutches of mindless dep
those vampires who plumb the d

vity. Even

pths of immorality have some

ethical bulwark they use to anchor themselves

Kindred whovoluntarily aban,

ioral codes knownas Paths of Enlightenment. While mechanically
similar to Humanity, these codes have very little — in facr,
sometimes nothing — to do with the
Adopting a Path of Enlightenment me
that matters to a “normal” person or, i

SoYouWantroForrowa Patn

Many Kindred loan tf ly well to cerrain
Paths. By all means, if your character concept fits a Path betcer
than Humanity — and if the
mpo

wres 0f mortal culrure,
upeverything
ny Kindred

selves esp

ryteller permits — take it! Itis
nt to know a few things before you commit to a Path of

Enlightenment, however.

: Fi
« it's best ro stick with Humaniry. Not only d
vampires still maintain vest I

* Pathsare advanced concep
Storytel

r beginning players and

most

c eir mortal beliefs, it's less

difficult to portray a character who knows and believes similar

things as the player

* Paths are exclusive: Few Kindred are initiated into the
secrets of

¢ Paths. Most vampires — even those of the
independent clans and the Sabbat — follow the ways of Human-
ity: they simply tend to degenerare to very low levels over time.
Not just a

ature requires discipline and spirin

yone can follow a Path; becoming such an inhuman

strength, albeir of a

disr a Path must have

ctly alien sort. A person seckir
the cap

iry to discard her human nature, as well as the fortitude

to survive the

cess

aths are utterly inhur Players wishing their char

adopt Paths of Enlightenment are in for exen

ng roleplaying expericnces. Absoluely not

r helieves in will be reflected by any of these Paths. These
arc codes of immortal ethics that Kindred have spent hundreds

of years, if not millennia, studying. It's fine and good ro have an

Assamite characrer fol he Path of Blood, but the player

Wi

will have to devote an enormous amount of energy toward

thinking how that characrer really t

As a corollary to this, a Path follower is treated as

ugl

he hasa Humanity score of 3 when using the rules for interacting
rtals. If the Path fi

thar score instead

with me

lower's Path rating is less than 3, use

* Paths shock conventional moralities: This cannot be
stressed enough. Paths use game systems similar o Humanity,
but the codes that constiture the

ideals tk

ideas emphasize such ulien

wone observing them is likely to be put off. Look

over the Hierarchies of Sin for the Paths — some of them accord

prestige, honor or righteousness to behavior that would ca

godstostrike ad in his tracks. Some codes espouse

killing, while others cannot be bothered with it. Indeed, some
codes are so selfish that even thinking about helping others
constitutes a moral failure

To put it plainly, this is some heavy shit. These Paths are
here to illustrate how urterly inhuman and removed the Kindred

e Tz Masquirane
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are from humankind, and to give them spiritual protection from
the talonsof the Beast. Use the Paths when the story or characeer

demands them, not to free the characters from penalties for

wanton murder or perversion.

SYSTEMS

Characterson Paths of Enlightenment use the sa

ne systems
neration as characters who still subscribe to Humanity.
Each Path h:

its own Hierarchy of Sin, which functions the
asthe oneonp. 221, Torecap, any ime the Storyteller fe
that the cha
maorality as her Path defines it (i.c., she wishes to do somethir
proscribed at her Path level or bel

is about to act in a manner contr

w}, he should warn her that
persistence will require a degeneration check. If the character
undertakes the ¢ the player make the degen-
eration ¢ roatively, the Storyreller may do this in

tion anyway, hs

if any

secret) and apply the proper consequences

Some Paths are so far removed from conv

ntional human
and Self-Control do not

morality th

oncepts like Conscienc

I. For these codes of ethics, dif

apply to them a rent Virtues
pply. Depending upon which Path a character follows, Con-
science may be replaced by the Virtue of Conviction, while
Self.Control may be replaced by the Virtue of Instinct, No
character may have both Conscience and Conviction or Self-
Control and Instinct. Which Virtues the character actually
depends upon which Path he follows. Rement
. th

possess

howey all characters have Courage, regardless of Path

CONVICTION
The Conviction Virtue quantifies a ch

aracrer's ability to
maintain a sense of reason when faced with desire, suffering or

need. Utterly inhut

1, Conviction represents the reconciliation
of the predatory urge with the character's capacity for atrocity.

As apposed 1o Conscience, which deals with remorse and
atonement for Path transgressions, a character with Conviction

recognizes his failure and plans o overcome ir. Conviction is

completely inhuman; the character who has this Trait can no

longer pass for human under anything but the most cursory of

scrutiny. €

atures who can sense the Beast (vampires,
werewolves, ctc.) immediately recognize someone with the

Conviction Virtue for what he truly is: a monster. Like Con-

science, Conviction comes into question when acharacter must
check for degeneration

. Steady
Determined
Driven
Brutal

Compl

ely self-assure
InsTINCeT
The Instincr Virtue refers toa cha

acter's ability to control
miliarity rather than derual. Ir
ave

the Beast by llows characrers

ride the w of frenzy and emotional excess by keepi

n their passion, rather th

close rein an letting passion control
them. As aravistic as Conviction, Instinet is the Virtue of a
monster who accepts his natur
of human ¢

ither th:

1 main

HNing a sense

mpassion.

Instinct allows the chay

Beast'sdestruc-
sacharacterwith high Instinctis primal and wrbulent.

crer to harness thy

tive powe:

A player rolls Instinct when attempting to control ac]
existing frenzy. When a ct

aracter’s

racter who possesses the Instinct
Virtue faces frenzy, she always enters the frenzy, unless the
difficulty to avoid it is less than her Instinet Trant, in which case
she may choose whether or not to frenzy. Ther

for the
durarion of the frenzy, the character is wholly under the Be
sway, and must be run by the player {or controlled by the
Storyteller) in an appropriate fashi

after,

ast's

n.

ny time the player
action (known as
"}, she must roll Instinct against the difficulty ro

wishes the character to consciously taks

“riding the wave
void the frenzy. Frenzies affect the character normally (includ-

ing wound pe

ing igna alties, etc. ), though she ma

exert

sometimes

bit of control while so enraged

. Intuitive
Feral
Bestial

Visceral

Primal

CREATING A PDATHFOLLOWER
Ifapla

afew changes in the che

et wishes to create a beginning character on a Path,
acter-creation rules take place.

s Alternate Virtues begin at zero: While cves
{and thus every recently Embraced Kindred) ha
their “narural” Virtues, vampiric Virtues my
from the ground uy

human
a madicun of
t be inculcated
e, Self-

So, whileacharacrer with Conscienc
¢ is created with one free dot in cach Virtue
then has seven points to spend on Virtues, a character with
Conviction, Self-Control and Courage begins with only two free
dots (in Self-Control and Courage). A character with Convic-
tion, Instinct

Control and Cour:

and Courage begins with only one free dot (in

Cour

). All characters receive seven pointstospend, but must
buy the inhuman Virtues to at least 1. This may

use points ¢
scem unfair, but shunting off one’s human nature is not under-
taken lightly. Even monsters are nat created overnight.

« A vampire following a Path of Enlightenment must
begin the game with a Willpawer Trait of 5, minimum: This

can be achiev

d by spending points on Courage or raising
Willpower with freebie points. Beings
have the spiritual vig

flesser ego simply donot
o needed to break down their very souls

and rebuild them from the ground up

# Beginning characters may not start the game with Path

scores above 5: If the combination of the character’s Virtues

would indicate a

ath score of higher than 5, simply record 5

Likewise, freebie points may not be spent taincrease abeginning
character's Path rating above 5, either. Bey character
vampires who subscribe to these codes still have only 25 or fewer
years of experience as Kindred — hardly en
the rigors of inhuman codes of behavior

nnir

igh time 10 master

® In all other ways, unless otherwise specified, inhuman
Paths and Virtues are used like their human counterparts. S
ifaroll calls for the player ro use Perception + Self-Control,

the character has Instiner, roll Perception + Instinct

Asrinon




SWITCHING FROM
HumaNimy oA PATH

A character may also elect 1o eschew his hum
favor of

N nAtUre in
Path. This is exceedingly difficult, and those who fail
find themselves permanently soul-scarred as a result

A character seeking to switch from Humanity to
must have a Humanity rating of 3 or below, :

Path
well as ratings of

I inwhichever Virtue or Virtues are to change ro their counter-
arts. For e

mple, a vampire seeking to follow a Parh espousing
iction and Instinet must have Conscience and Self-Con-
rrol ratings of |

During the chronicle, a *“deserving” candidatg is typically
approached by aKindred already on the Path;in this sense, Paths
resemble secret fraternal orders, approaching candidates they
deem worthy rather than being open to solicitation. This process
should al:

Convy

|

sbe roleplayed. If the character chooses to ini

e
himself toward the Path, he begins a program of rigorous study,
and a vampire
mentor. Anin

ready on the Path is assigned as the initiate’s

ate spends at least a year in contemplation and
study of the Pach’s ways. During this time, the initiate must
forcibly degenerate his human Virtues, dropping them 1
s (Humanity 3 orbelow, ratings of | inappropriate
Virrues), if he has not done so already. Again
accomplished by roleplaying.

The

roleplay

ace

ceprable
this should be

vampite then undertakes a rest, which must by
1by the player and Storyreller. This rest can involve
study of forbidden lore, answering of ridd
als and tasks, or whate
priate for the given Parh
in;
wouldbe
the sa

les, complerion of
er else the Storyteller deems appro-
er, part of the rest always
pire commirring an act that, in human rerms,
ewed asanatrocity. Such a deed isundertaken not for
e of mindless evil, but rather to impart a lesson about the
tion to the Path.

ord

Howe

ves the v

character's nature in re

Following the completion of the test, the character makes
aWillpower roll. If the character's Humanity is 3, the difficulty
of the rollis 10. f the character's Humanity is 2, the difficulty is
8, and if the character’s Humanity is 1, the difficulty is 6.
Willpower may not be spent to gain automatic suceesses on this
roll. fthe character succeeds, he sheds his human nature and the
irtues that accompany it, gains ratings of | in all approp
Path Virtues

ate
and gainsa Path rating of 1. If the character scores
three or more su

cesses, he experiences a profound, if rwi
1 Path rating of 2.

ightenment, gainin

Ifthe character fails the roll, he commits a stupid, pointless
atrocity without gaining any corresponding understanding. He
loses a point of Humanity, fails to attain the rudiments of the
Path, but may reattempt the test (aradifficulty appropriate to his
lowered Humanity Trait) in a month’s time. If the character
bortches the roll, he loses a point of Humanity and may nor
reatte

mpt the test for an entire vear.

Should a character be driven to Humanity zero in this
fashion, his soul is lost t

the Beast, and the character 1s
tly taken over by the Storyreller

pert

e

Tre PAatHorFBroon

Hail the call of Hagim, and speak his message
The blood of the kafir belongs in ovr veins; ic is our right

— to 1ake it
Restraint has no place in the heart of the killer

— The Parables of Blood

Nickname: Dervishes

Basic Beliefs: This Parh is practiced almost exclusively by
the diablerist assassins of Clan Assamite, although only vam-
pires who demonstrate true loyalty to the clan leam its harsh
code. The founding principle of this Path explains that the
children of Caine (or Khayyin, as the Assamites refer tohim) are
wicked failures, fit primarily ro bring the brood of Hagim (the
Assamites’ name for their own clan foun
astate of mystical transcendence. Hagim instructs his childer to
ge or strike down Khayyin's other childer, drinking their
blood in an effort ta destroy the taint they inflict on the world

v duty

Yeloser to*the One,

amites on this Path follow two basic precepts. First and
foremaost, the clan secks to convine other Kindred of their flawed,
cursed nature, and thus convert them to the service of those on the
Path. Kindred as a whole are a blight upon the carth, and only by
upholding Hagim's righteaus code can they redeem themselves,
Should vampires resist attemprs at conversion, the Assamites kill
and diablerize them, using the hlood of the victims to lower their
cenerations and thus return to Hagim's bounty. Although they are
not inherently psychotic murderers, Assamiteson the Path of Blood
place little value on the unlives of other Kindred, and must have
good reason not to slay mest vampires with whom they come in
contact. Vampires on this Path pose serious threats to other Kindred
around them, and do not frequently associate with non-Assamite
Kindred. Blood is blood, however, and Assamites are not so fatuous
as to disregard the value of the vast web of Kindred society. Thus,
y Assamites offer their martial expertise as murderers and
bodyguards inrerurn for payments of vitae — provided that they may
harvest blood from those whom they bring down in combat

Few young Asaimites follow this Path or even know of its
existence — Clan Assamite conspines to keep its beliefs secret from
mostother Kindred of the world, Hundreds of years ago, the Asaimites’
bloodthirsty ways united all other Children of Caine against them, and
they are laath to face the concerted opposition. of Khayyin's bastard
broodagain. Assich, only the most accomplished and able Asamitcs
leam this Path’s tenets; young Assamires who face dire odds may
jeopardize the clan's nominally covert vitae crusade.

ITneETHICS OF 11
* Fa
» Mortals are beneath the notice of vampires. Feed from
them only when necessa

Patn

hfully follow the teachings of Hagim

ry.

* Lose no opportunity to sate the Beast with the vitae of
other Kindred

* Withstand the Beast's fury —
results in lessened prowess.

uling ro master oneself

* Seek knowledge that may aid the clan in its war on the

cursed spawn of Khayyin.
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3 Refusal to.aid a more advanced member of the Path
2 Failing to take aniopportunity to lower one's generation
Acring against anothier Assamitc

Parnor BroonHIERARCHY OFSING

Score  Moral Guideline

10 Killing a mortal for sustenance

9 Breaking 2 wordef honor to a clinmate

8 Refusing to ffer a non-Assamite an opportunity to gonvery
i Failing ta destroy an unrepentant Kindred outside the clan
b Suctumbing to frenty

5 iling to pursueithe lore of Khayyin

4 ng to pursue lesser blood

Rationale
Human blood is nourishing to the body, but the murder of lessers
is poison to the soul

Solidarity is important to the Assamites' holy cause.

The childer of Khayyin are a curse and must be saved.

Those who do not accepr Hagim's teachings forfeit their unlives.
Haqim teaches ascendance, not indulgence.
Toopposeone’senemies successfully, one must learnallabour chem.
Other members of the clan may benefit from such vita
how diluted.

omatter

Toact selfishly is to fall into the snares of Khayyin's

Haqim has decreed this as paramount to his childer's cause
This s treason to the Path and the clan

® Extend the glory of Hagim's cause to other Kindred.
Should they refuse, use them to further your own journey back

o Khayyin's grace.

VIRTUES
Vampires on the Path of Blood subscribe to the virtues of
Conviction and Self-Control.

History

The Asss
hundreds of ye
Sabbat. Th led them into open conflict with pow-
erful elder Kindred, whodesperately sought tostifle the maraudir
diablerists. The Assamites found themselves in the same situa-
tion as the anarchs during the time of the Anarch Revolr

tes practiced an early version of this Path for
s before the formations of the Camanlla and
r bloodlu:

nd

lla levied acurse on the cl:

v making it impossible for

thy

/ s to consume Kindred v
followed

febased version of the P

o . For centuries, the clan
1, crippled by its members'
ity to commit diablerie directly. Since breaking the blood
curse, the Assamites have renewed their support of the old Path,
and pursue diablerie with deadly v

ance.

CuURRENT PRACTICES
The fatal nature of this Path with regard to other Kindre
stands behind much of the fe:

ind mistrust of Clan Assamite.
Predominantly practiced by proven ancillae and elders of the
clan, the Path of Blood leads these beings into direct conflict
with non-Assamite vampires. Kindred on the Path of Blood
gracefully attempt to convince other Kindred of their “one true
way," soa few individuals from other clans also support this Path.

Practitioners of little understanding seek merely to follow
the teachings of Hagim, doing so with little question, However,
those of greater wisdom seek 1o explore just what “hecoming
One” entails. By ¢

vg the cursed blood of the Antediluvians

and their spawn, the followers of the Path hope to concentrate
the curse of Khayyin in the hands of those who will use it
responsibly. In such a way, according to Path doctrine, can the
great endgame of Gehenna be averted. Accordingly, Assamite

Ancients practice rigorous purity and mediration, and rumors of

aGoleonda-like sta
into the

amon

g these beings have recently trickled
ger Kindred community.

DESCRIPTION OF FOLLOWERS

Study, diablerie, proselytizing and selective strikes against the
rest of the Kindred world occupy the nights of Kindred on this
Path, for it is a course of righteous justice

at least to the minds
of Assamites, Fanatical in their quest, the Assassins bring
Death to those who would make the difference between g
closer to Khayyin andnat. Even those of higher gene
tothe Kindred on this Path, for itisn
of th

‘ath may preserve a victim's e
the blood back to the Assamite stronghold at Alamut to aid other
members of the clan. Mostly, however,
those of high generation, as they are farther removed
progenitors and, thus, the taint of evil.

from their

FOLLOWING THE PDATH

This Path espouses liberal pracrice of diablerie, and follow:
ers should pursue thar end should other recourse fail. More
enlighrened Kindred on the Path of Blood also seck to uncover
e and knowledge that may lead them to foes
ancient and powerful blood. As such,

ossessed of
ampires who follow the
Path of Blood are not mindless monsters gorging on Kindred
vita All Kindred on
 Path of Blood strive to attain “Oneness” with the mythical
Hagim, though few who have reached thi
explain its nature, Most Dervishes believe
sembles Golcond

but would-be

wiors of the entire world

fty goal deign to

t Oneness re-

another state wherein va

off their curse and revel in their C

Common Abilities: Combat and occulr Abilities aid fol-
lowers in their pursuic of the Path's principles. Brawl, Melce,
Dodge, Intimidation and Occul are among the Abilities prized
by Path of Blood supporters.

Preferred Disciplines: This Path lends itself to the refine-
mentof Quietus, Obfusc:
knowledge of Thaumaturgy to aid them in their bloody quests.

inire natures.

ind Celerity. Some followerscultivate

Ao




THe PAatH
OFTHE BONFES

The body is a shell; the mind a cell

The soul s chaff. Death is the purpose: inevitable death
— Alessandre Giovanni, Thanatopsis I\
Nicknam
Basic Beliefs: The Path of the Bones, it is helieve

out of a warped code upheld by the

Gravediggers

srew
norbid vampires whao sired
siovanni. Human, Kindred or otherwise, every being sooner
th'sarms. The most ardent followers ¢

rerendsupinde this
Path espouse

inevitable

ving oneself over to the comprehension of life's
Vampires who follow this Path seek the knowl
edge of precisely whar death is: 1s it simply the end of life? The

nd.

transition of the soul ro what lies after life? Is it the end of the

soul's desire to be? These questions haunt the followers of the
Path of the Bones each night
Many v

mpires believe that the Path of the Bones is a

degenerate Path that encourages followers to participate in all
manner of murder and deviance. Those who uphold the Path
and those who are familiar with it, however, know that it
involves itself with a pursuit of life's and unlife’s meaning,
L

purpose,

lowers of the Path seek to understand death’s nature and
thus the roles individuals play in the greater scheme
of the world. Mortality is inevitable, except for vampires, who
hav od to cheat the eyele.

mehow m:

Kindred nature, however, is ally outside the avenues

this Path explores. Itis truly a scholar's code, as the Kindred who

follow it forsake even their own comfort to advance their

understanding of mortality's mysteries. These Kindred are not
necessarily el — they merely value comprehension more
than human life.

Atits ssmplest, the Path of the Bones seeks to define not
only what death is, but also its meaning to those who have
escaped it 1t is a Path of knowledge and power, and many
who support it learn 1o wicld great influence over the living

and dead

like. Many amony the Path hecome quite erudite

inthe ways of ghosts, but even these odd beings fail to answer

many of the Gravediggers questions — whar, for example,

b

discorporates into the void!

ppens 1o a ghost that resolves its psychic str

THeETHICSOF THE PATH
® Study death in all its permutations.
® Determine when death occurs; define
# Search for a purpose for death and the life that prefaces it

* Quantify the differences of death by various causes.

* Achieve a comfort with death and unlife — distinguish

between damnation and salvation.

* Hasten death’s arrival, should it see be unnatu-

rally delayed

Virturs
Vampires on the Path of the Bones observe the virtues of
Conviction and Self-Contr

History

This Path grew out of a moral code upheld by the vampires
whom the Giovanni destroyed in their bid for greater power, A
select few Giovanni saw more than a m ad in their
practice of Necromancy, and upheld the rituals and studies of

ns to an

their forebears. Although the Path is not widely practiced among
the clan, followers of its preceprs pioneered most of the Giovanni's
advances in Necromancy.

CURRENT DRACTICES

Elder members of Clan Giovanni follow this Path, as do
those with a sincere interest in improving th
knowledlge for a purpose other than temporal power. Giovanni
who uphold the Path of the Bones rarely deal with mortals, as

necromantic

their grim inquisitiveness often proves fatal for mortals wich
whom they

ome in contact

DescrIpTION OF FOLLOWERS

Vampires on this Path are genuinely curious, wishing to
learn exactly what purpose individuals serve. Thanatology is
more a science than a philosophy to Kindred on the Path of the
Bones. This Path is quite introspective, and greedy Giovanni

rarely follow it, preferring the more materially comfortable
outlook of Humaniry. Gravediggers support the Giovanni family
primarily through the knowledge they bring it, rather than
through advancing the political aims of the clan

Score  Moral Guideline
10 Showing aféar of death
9 Failing to study stiogctrrence of J
] Accidental killing
7 Postponing feeding when hungry
6 Succumbing to frenzy
5 Refusing to kill whenaft oppartunity presents itself
4 Making a decision based on emotion rather than logic
3 Inconveniencing oneself for anather's benefit
2 Needlessly preventing 4 dearh
1 Actively preventingadeath

PatnortHE Bones HIFRARCHY OF SINS

Rationale

Fear inhibits learning.

Refusal 1o learn indicates refusabto.understand

There is no opportunity to gain insight.

Deénial of the sclf scrves no greater purpase.

The Beast i, and emoti litthe coady derstandi
Expal 8 0 ol gl s I
Vampires ate dead; so, too. are their emotions

Death is inevitable: what meaning Joes easing another's doomed

discomforr have?

One must not prevent the cycle, but should learn from it.

Such emortional ties befit humans, not Kindred

Vawrme: Te Masquerane
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FOL1LOWING THE [)AT]I

Vampires who subscribe to the renets of the Path of the
Bones should be de

ched yet inquisitive. Although theyare not
cavalier about death, Gravediggers seklom aid one about to
slough off the mortal coil, preferring to watch and leam. Less
fatalistic vampires may take issue with this, and the Kindred
this Path will not act aga

y
inst them should they seck to aid the
dying individual. Obviously, their time has not yet come, though
were their benefactor absent....

Commaon Abilities: Kindred on this Path naturally speci

i

i those proficiencies that advance their macabre research
Knowled

s are favored, particularly in the re
Occeulr and Science

Preferred Disciplines: Followers of this Path obviously
favor Necromancy, and also refine their aptitude with Auspex
Aswell, certain eldersof the Path are rumored to have developed
unique mystic arts related o the study of death.

THe PATH OF NIGHT

The only blasphemy one may

Ims of Medicine,

commitis failing to acknowledg
ane's darkest passions. Unlife is a curse, surely, though ies purpase
is to master the evil within — and deliver it to the world withour
— Alexei Guylaine, Sabbat Templar
Nickname: Nihilists
Basic Beliefs: Those
Night whollyaccept their damnation; indeed, they believe that,
as vampires, it is their preordained role to
damr

ampires who follow the Path of

ct as agents of
tion. Unlife is nothing without pam, and misery enjoys
company. This Path is practiced largely by young Kindred of
Clan Lasomby

who gladly mortify their own souls in the

interests of bringing atrocity to the world
The Path of Night borrows h
though it concerns itself more with

avily from Catholic dogma,
handonment and damnation
mption. The vampire's purpose in unlife, according to
th, istoscourge the Earth, toact asan agentofeviland, thus,
do the bickding ofthe greater powers thar dictate good
and evil alike. None lives without original sin, and those who
follow this ¢ beholden to expase and exacerbate tha sin

re varying states of damnation; those who fail to
iz their full potential are kst sheep, suitable anly for slaughter

ta

Life and unhfe

This 1s one of the most terrible Paths in existence, as it
concerns itself with the outright and intentional discomfort o
others. lts followers are more than mere bullies or sadusts, however,
in that they are sincere in their beliefs. One who receives the curse
of Caine is bound by fate and duty to wreak vengeance upon the
Children of Seth. In so doing, vampires on this Path hope that, by

fulfilling the roles meant for them, they can transcend these roles
imate peace. This final goal
Night is a Path of hostility and antagonism, and the company of

those who follow it is exrremely hard ro abide.

and find ide, though, the Path of

For many Kindred, this is also a d

perate Path, but one
accessible to self-loathing vampires who seek a sense of pu
in the final nights of looming Gehenna,

pose

THe ErHICSOF THE DATH

® Leave no being untouched by your taint.
ound you; the weak wall fall,
while the strong will be tempered by your testing of the

® Tempt and horrify those 2

» Inspire others to accept their inner darkness
.

perience every sensation imaginable, and then some.
Death is 2 means, not an end

# Kindred, as souls damned by God, fulfill their purpose by
preying upon mortals

VirTurs

Vampires on the P;
Convi

th of Night observe 1

on and Instinct

Histony

Few, if any, have certifiably chronicled this Path's inception
orevolution. By varying accounts the ourgrowth of medieval death
cults, Satanic cabals, debased Methuselahs or the
by

cticesupheld
mis first wife Lilith and her chikdren, the Path of Night has
been forsaken by most Kindred with any sense of Humanity at all
Some suspect a coterie of Lasombra known as the Black Angels
ble Keeper

foment dissension among the clan, tuming impressi
neonates down the Path's unwholesome tr

CURRENT PRACTICES

Nosin is too vile for a follower of this Path to indulge, and
no trust is to sacred to break. Kindred on the Path of Night tie
their fates very closely to mortals, who bear the brunt of their
depredations. As harbingers of damnation, the Nihilists cull the
secret fears and sorrows of humans around them, inflicti

hese

terrors upon the kine as the whim takes them

Ironvically, vampires on this Path often ha

@ great reverence
for those whom they perceive as truly “good” or “blessed.” Indeed,
one infamous Keeper, who plagued a family of wirch-huntersdown
three generarions and was finally destroyed by a scion of the ling

is rumored to have praised his destroyer for her resolve.

DescriprioNn oF ForLoweRs

This Path isupheld almost exclusively by Lasombra, though
theKeepersfind occasional convertsamongother clans.
who follow this Path are held in low re
Keepers,

Lasombra
rd by many other
h. While most

Lasombra mamntain other codes of morality drawn from the

there is no room for nobility on this P;

Sabbat, the ones who follow this Path are true fiends of the night

FOLLOWING THE PDATH
Vampires on the Path of Night terrorize thy
which may apply toanyone towhom the Nihilist s drawn. Kindred
on this Path are loath to kill — that removes potential targets,
though they are not above doing so if the death may cause
grief to others or if preventing it would inconvenience their own
existence. To some degree, the Nihilists ironically shepherd the
kine, showing the

1 what may await them ifthey are unrepentant

However, nofollow

They

er of this Path would openly admit such athing

in their own minds.

re devils, pure and simple,

Common Abilities: Kindred on this Path specialize in
Abilities thar allow them to torment others. Brawl, Intimida-

Arrenon




Score  Moral Guideline
10 Killing a mortal for food
39 Acting in the interests of another
8 Failing to be innovative in one’s depredations ~ Famil
7 Askingaid of another
6 Accidentalkilling
5 Bowing to another Kindred's will
4 Intentional or impassioned killing
3 Aiding another
2 Accepting the superiority of afother
Repenuing one’s behavior

Pathor NiGuT HIERARCHY OF SINS
Rationale

Dead mortals feel no dread:
Gehenna is nigh — there isno time to fulfill petty agendas

soon fail to shock.

Thase who cannot provide for themselves fulfill their ends poorly.
God has made Kindred horrors, not murderers.

The gamies
Death serv
Compassion has no p
All Kindrex
The Kindr

y focone's vileac s breeds contempt for them in others, and they may

he Jyhiad are diversions from the Damned's true purpose

no one; it merely deprives one of a victim.

¢ thh vampire’s undead heart

are equal under God's plan.

S purpose s 10 cause repentance, not to practice it.

all

nd Medicine (for physiological knowled
the Nihilists

Preferred Disciplines: Followers of this Parh cultivate
ebration for the she

tion, Melee

have their place among

Obte
for the pain it allows one to inflict.

THE]PATHOF
METAMORDHOSIS

We are ever in between until the chrysalis overtakes us

terror it inspites, as well as Py

ence

— Laika, Tzimisce koldun
name: Metamorphosists
Basic Belief

Animals are b

The world is made up of evolutionary chains,
w humans, who are below the Kind

wrcane mem

who

themselves are below something. The meraphysical
bers of Clan T
and attainir
Ciring their
Tiimisce believe they have the potential to transcend the con-

isce follow this Path, which focuses on defining
the state of being beyond the curse of vampirism
ofthe transformative Discipline of Vicissitude, the

straintsof theflesh. HearingMetamorphosist Fiendsspeak, however,
.

als the true monstrasity of their philosophy; they believe that
xtstepisastate akin toapotheosis,and they will doanything

e it

ther

anything — to achie

deology corresponds
closely with the cor aes. Although their
nt — the Path of Metamorphosis leans heavily

istsbelieve rharth
pts of the enigmaric n

SomeMetamor

means are differ

rowand the passage from life into undeath and onward — it seems

that hoth groups sek some sort of supernarural “ascension.”
The
ofthis Path's ideals. By coordinating their experimentson living

sce are characteristically thorough in their study

1d subjects (as well as other curiosities they may

dead and und
come acrass, like werewolves or the errant ghost), the Fiends

have formed complex theories as to precisely what the next step

invampiric transcendence is. The solitary and suspicious Tzimisce
rarely compare notes, however, and the Path suffers as each
follower spends much of her unlife learning the rudiments that

other Kindred have already deciphered

THeETHICSOFTHE DATH

* Learn the characteristics of all stages of life and death,

* One should not concern onesell overly with mortals
ar
® Do nor share knowledge with others, as it is too valuable

the

a step below the Kindred, not above them

to trust to a flawed creature like oneself

# Indulge the Beast and deny it; true comprehension of

unlife requires a broad range of experience

® Oneshould alter and augment one’s body — changing the

v toward changing the soul

flesh may pave the w
® Do not heed the needs or desires of others, astheir lack of
introspection may distract even the keenest intellect

Virtues
Vampire
Virtues of Conviction and Instinet

1 the Path of Metamorphosis subscribe to the

History

The Tzimisce have researched this Path in their solitary
way for literally thousands of years. The Tzimisce have always
been creatures of tremendous mystical poten
this Path seek 101
relate very lirrle to the world outside themselves, and many

lowers of

ali

: that potential. Followers of this Path

relate this fact to the inexorable decline of the clan itself

CURRENT DRACTICES
Most Metamorphosists clair

but pay it little more than lipservice, involved as they are inmore

ny sect, and

membership in the Sabbat

esoteric pursuits. In truth, this Path long predates
Kindred committing themselves to it subscribe to beliefs and
creedks far older than petty notions of Kindred polirics

DescripTioN OF FOLLOWERS

Followers of the Path of Metamorphosis are ruly some of
the most alien creatures any Kindred could hope (or have the
misfortune) to meet. Metamorphosistsare cold, utterly inhuman
and exactingly scientific. Their concerns are metaphysical rather
ely ethical, and it is precisely this frame of mind
that leads many to believe that the Metamorphosists have

literally begun their transformation into something else. Some

than legitim

\ Viawrsie: The Miasquerane
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PaTHOFMETAMORPHOSIS HIERARCHY OF SINS

Score  Moral Guideline Rationale
10 Postponing feeding when hungry Hunger causes distraction
9 Indulging in pleasure Hedonismdeters one from greater ends
8 Imploring anothes fur knawle, The lessons of Metamorphasis are secrets that must b uncovered, not copied.
7 Sharing knowledge with another Knowledge must be learned, not simply illustrated.
6 Refusing to kill when knowledge may be gained from it Before superseding death, the Metamorphosist must unders he
phenomenon,
5 Failing to ride out a frenzy A Kindred misst know the Beast to transcend it
4 Considering the needsof others Those wh bebathered toattain Metamorphesis are beneath
ane’s artention.
i Failure to experiment, even at risk to oneself The Path may be understood only through empirical research.
2 Neglecting to alter one’s own body Physical ct b dh more signi i
1 Exhibiting compassion for others “The fates of others drag one into devolution, not transcendence.
¢ this a step further by altering their flesh in various means  hopefully understanding it in the process and finally penetrating
until they no longer have a recognizable gender or look even  the great illusions that shroud Ultimate Truth from their eyes.
remotely human The means by which the Ravnos undertake this cyclical

advancement, however, is by selective deception. Other vam.
pires look upon the Ravios as untrustworthy
expecied to take the advice of the Gypsy Kindred. Assuch, the
Ravnos have had to resort to elaborate ruses in order to ger other

ForL1OWING THE PDATH

Met:
ments, most of whichy tak
distant, lonely philosophy,

and can hardly be

Il manner of biz
place far from ather:
emoved from any needs other than  vampires—or, inde
sllowers should be heedless of others at all — 1o undertake a course of
around them, existing only to sausfy their persanal concerns. their undead state as a curse, like many

Common Abi Ravn
sively with Knowledges, ly thase of Occult, Medicine  from the gods) ta be due to their failure 1o understand maya.
and Science. v Met armic wheel, often fail
ized Kno s such as Philosophy, Theology and sundry to realize the necessity of their return to the cycle. The Ravnos
supernatural lores in hopes of uncovering secrets unexplored in  understand this—and expedite their return by destroying them

morphosists conduct

1, anyone with whom they come incontact

the martter of susrenance. action. Ravnos

Impires sec
her Kindred do.

sPath concerns wselfalmost exclu-  However, tf elieve this shrut {w

norphosists also pursue more special-  Orher Kindred, also removed from the

larger fields of study

Preferred Disciplines: The Tzimisce Metamorphosists fa-
vorattention totheirunique powers of Vicissitude, Thaumaturgy
and Auspex are also highly pi

THeETHICSOF THE DATH
# Embrace only if absolutely necessary, and then only from

the jati (family line, also referred o as the Rom inone specific case )

ed

o Interpret the sadharma of others and aid them in their
fulfillment of it.

THEPATHOF pARADOH + Destroy other Kindred, for they are unnaty

al 1o maya.

Although we are locked outside the cycle, we may not forsake it ® Erase karmic debt, dispel maya's illusions and return ro the
Raj, Blood Diaries samsara,
Nickname: Shilmulo (a Romani word for vampire) » Use deception to achieve your ends, as others bear the

Basic Beliofss Uphek exclusively by vampiresoftheRivnos.  2ule of distru

i, 10 Pk of P st il Wil s Aaires * Canfuse the Antediluvians by returning their childer to
The Path of the cycle,

Parados pays a heavy debr 1o certain tencts of Hinduism and,  Vigrues

some whisper, tothe indecipherable codes upheld by the Cathayan
vampires of e Orient.

karmic duty 1o continue the grand cycle of ages.

Vampires on the Path of Paradox uphold the Virtues of
Convicrion and Self-Control,

According to the Path of Paradox, Kindred are locked
perpetually ourside the illusory cycle of the universe (maya). ~ HISTORY
Whereas most beings are reincarnated through samsara, a con- This Path arose among the Ravnos during the latter nights
tinual “entanglement” in the eycle of rebirth, Kindred have  of the Roman Empire. The deceir the Ravnos command is even
eluded that cycle. Every individual has his own purpose, o believed by some to have played a major role in the collapse of
svadharma, according o the Path of Paradox, although vampires,  the empire. The Path, according to many Ravnos, had become

excluded from the cyele, have lost theirs. In place of the dharma debased shortly after Rome's collapse and had remained so for
they once followed, each Kindred must now try toadvance masa, hundreds of years until a stimng (and secret) event contrived to
Arvinom
L 2
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Moral Gui

eline

0 Embracing a woman

9 Embracing outsde the jari

8 Destroying another Shilmulo

i Killing a mortal for sustenance

& Failing to destroy another vampire

Killing a mortal for reasons other than survival

Failure to aid another's svadharma

L e o

Allowing one’s sect affairs 1o precede one's dharma
2 Becoming blood bound
Embrac

lessly or out of personal desire

PAatHOF PARADOR HIERARCHY OF SINg
R
Males rraditionally make better offerings o the gods.

ny others fail to gomprehend hedeptliof the Paradox philesophy,

Charity docs not, a8 fswidely Believed, begin'at home!

th rol

One may neverdestroyone's regnant,

ionale

a person ofthe hility to tulfill their svadhamna,

Those who cannot see the e way shiould be retumed o productive
tole in the cycle

A pessonmay mathave achieybd hepsvadhara,and préyenting such s anathema
The shruti defines this as the Shilmulodpurpase

One's illegiance should b (o the gods, not ont’s companions.

hichisthe whole purposef this Path.

One must returmvthetsito the cyclegnot extract them from it

re the Ravnos ro rethink their wa snehis Path

once had

encour 5. Ravn

putations as |

ried tricksters, though recent
ationof where the ¢lan was headed has cas

nos and their philosophics

reconside

lighe on the Ra

CURRENT PRACTICES
It is oo simple a conceir 1o say that the Ravnos destroy
vampires and burn karma, In facr, the Path of Paradox is arduous

demanding, since

nd to truly uphold the code, ane must glean
important grains of information from those with whom one
conspires, in order to understand their suadharma better. Many

of the Ravnos' deceptions 4

e, in realiry, complicated rests
purveyed tocause the subject 1o reveal hidden aspects of herself.
Thus, the Ravnos travel the world, ousted by ignorant Kindred
who fail to realize the necessity of

ve Shilmulo's duries.
DescripTioNn or FoLL oweRs

Most f
of Malkavians and Gangrel adhere 1o the

llowersofthis Pathare Ravnos, thot

hcertain lines

h. Increasingly
cosmopohitan Kindred have surfaced among the Ravnos clan,

indicating that either the Ravnos pay little heed to their code o

that jati are more extended than one would think orherwise

Foriowing THE DATH

Kindred on the Path of Paradox commonly hold othe
vampires in contempt, believing that they ignorantly or arro
gantly refuse to seck their reintroduction to the eycle. As such,
the Ravnos have taken the re sponsibility upon their shoulders o
da it for others. This may require concocting complex webs of
deception in order ro ascertain whar 4

wlharma
stroying a vampire and placing her back in the
where a new svadharma awaits.

Common Abilities: Kindred on this Path focus on Abilitie
that allow them to gainadvantage ove
Empathy, Subterfug

given person's s

is, or simply

athers, such as Alertness,
Stealth and Investigarion

Preferred Disciplines: Followers of this Path practice
Chimenstry in order to dupe their subjecrs and as o m
m

ans of

nipulanng the illusions intrinsic o maya. Shilmulo favor

Fortitude as well, 1
Many also master /

protect themselves from their subjects” ire

uspex, with which they may better divine
hidden secrets.

THe PATHOFTYpHON

It is these secr
which mark us with our master’s venom

Typhon is not a loving father

— Khamala Bey, The Thousand Nights of Sucekh

Nickname:

s which warp our souls, these very enigmas

Theophidians (only among themselves; the
outside world knows them as Corrupters or by the Followers of
Set nickname, Serpents)

Basic Beliefs: Vampireswho follow the Path of Typhon have

a truly sinister purpose in mind

Theophidians seek the resurrec-
, Set. Though most vampires view
Ser simply as a mythical member of the Third
Theophidian doctrine teaches that Set was, in fact
1, Theophid
nd claim that Set in fact 2
Embrace him so that he might use the descend
strike at his divine counterparts, such

tion of their patron and fathe

encration,
vine being
ns view (

even before his Embrace. Ind

ine as a

lowed Caine to

lesser being than Se

nts of Caine to
s the mythical Gaia and
Lilith. In this manner does Set, and through him the Setites
themselves, fulfll their place in the universe
entropy and breakir

1cHing as ag

down the old so that the new may blossom

ccordingly, this Path preaches the importance of influ-

enceand control. Many Setires on the surface appear tobe lircle

. pushers and fixers; in truth, they are much
tites commonly view other individuals as tools or founts
ofinformation — they
gain

more than pimy

mor

e resources for the Setites either way. By

s control over others, the Serires r

use them to fulfill
ather than owing those who provide them

theirownends. Thus,

with information or services, the Setites reverse the role, and
instead have their marks come to them first

Followers of this Path revere Set as something more than a
vampire — Ser is attributed
rranslation of the Egyptian god of the underworld
ns forachieving thisreincarmation differ,

ified status, almost a literal
Ways

nd for this reason,

the Followers of Set extend their influence far and wide in hopes
of finding information wherever it resides.

THE ETHICS OF THE DATH
# Garher information, secret

rotherwise, and learn how it

applies to the resurrection of Set

Vawme: THe Masouerape




® Contribute 1o the clan’s greater goal of reviving its
slumbering master.

® Bring others under your sway, thereby increasing your
influence and capability.

® Subjugate the Beast, as its reckless wiles serve only itself.

* Maintain a veil of secrecy, for other look ifl upon this

h's means and ends

* Look for Set’s hidden signs and act upon them

VIRTUES
Vampires on the Path of Typhon upheld
Conviction and Self-Control

the virtues of

History
Theophidians claim
First City. Whether

expecially among der

fore the

history dating back tonights b

marter of much

r not this is tn

is

actors, but the widespread presence of hu-

man myths that mimic the relationship berween Set and Osiris

lends credence to its longevity. For millennia, the Theophidians
have plied their d nill-licalleys ro holy remples
and everywhere in between. Many leadersamong the Kindred and
kine alike owe their acquisition of power to the followers of this
Path, though the prices they have paid are surcly high.

nerate trade from

18

CurRENT PRAC

Theophidians support no sect other than their own clan,
though some members have forsaken the resurrection of Set and
actually oppose his quest from the ranks of the Sabbat. Many
followers of this Path cultivate blood cults of devout followers and
indenture legions of desperate individuals to themselves. While
the The

phidians are not averse to doing “dirty work” themselves

heir

— quite the contrary — they reason that with others serving
purposes, they canaccomplish much more than they wouldeverbe
able toby themselves. Thus, followers of this Path play many roles:

scekers, fixers, scholars, umu.mn\.mllImr\mmnr souls.

DEscrIpTION OF FOL1 OWERS

The Theoph
their need tomove through many different circles. They are smooth,
ing and whally inspired by their greater cause. Followers of
this Path rarely ask favors of athers — they prefer to help satisfy the
desires of others, and then call in favors based on what they have

ns are frequently social chameleons, given

already done for those others. It is this side that non-Setite Kindred
see most frequently and despise; they publicly decry the vice-
peddlir of the
Masquerade or the puppetry of the Ancients. The Setites know the
truth, however: Other Kindred are loath 1o acknowledge the desires
in themselves that a canny Theophidian can satisfy. Clever Setites
have even managed to convince non-Setite Kindred to follow this
Path after long periods of comuption, deg

FoLLOWING THE DATH
Followers of the Path of Typhon are firs
igh their ke

ind comuption of the Followers of Set as breach

dency and ¢

ndl foremaost seekers

of arcane lore, the social graces also m them

silver-tong plomats, These Kindred are also insidious, work-

vampire societies with serpentine
fagades of false identities and cadres of loyal followers. The eldest

ing their way into existin

Theophidian in a given locale often erects a temple to Set insome

out-of-the-way place, to better serve the slumbering god.

Common Abilities: Any Ability thar helps the Kindre
achieve her end is prized by the followers of this Path. As such,
the Theophidians hav verse and capable members,
Abilitiesof particular favor among the Setites include Empathy,
Intimidation, Strectwise, Subterfuge, Performance, Academics,

very

Investigation and Politics
Preferred Disciplines: Theophidians are masters of the
reptilian Discipline of Serpentis, though their dealings with

others inspire them to pursue the Setite clan Disciplines of

Presence and Obfuscate.

MeritsanD Fraws

Merits and Flaws ure optio

Traits that a Storyteller may

bit, in her chronicle. Properly used,
their

choose to include, or prohi

ize

Merits and Flaws help players create and individ

characters. Merits are special abilities or advantages that are rare
or unique in the general Kindred population, while Flaws are

libilities or disadvantages that pose challenges ro a character’s

nightly existence. These Traits can provide player characters
with added depth and personaliry, but Storytellers should be
careful to ensure that any Traits chosen will not adverscly
influence the course of the chronicle or give one character an
unfair advantage over the rest.

Parior

Score  Moral Guideline

10 Pursuing one’s own indplgences instead of another’s
9 Refusin other follower of the Path

8 Failing to destroy a vampire in Golcond

1 Failing to obsepveSetite religious ritual

6 Failing to underming the current sociil ogder in fa he Setites
5 Failing to do whatever s necessany 10 cormupt another

4 Failing to pursue arcane koowledge

3 Obstrwcting another Senteseffors,

P Failing to take adviintagé of another's weakness

1 Refusing to aid i Sersresurrection

Tvproxn HIERARCHY OF SINS

Rationale

The slide into vige's a tool, not a recpeation

Tea rk efficiently to raise Set
Those whohave transcended their desires cannat brought under sway
This is akin to denying Set

Other Kindred and this indolence

delays Ser

are purpaseless o misled,

's revival

The more individ

als in the Setites’ debr, the berter

resurrection may e hidden anywhere.

The mysteries of Se

¢ righreous are no pIRGEHBE petty power plays
Compassion has no place in Set's grearer plans:

This is the purviewof unbelievers.

Arvnon
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Merits and Flaws can be selected only during character

eehie points. Each Merit has

and are purchased u

hie points a player can sper

ter may take as ma

haracter may have more rh

fgive a character a v

ical category de

er's physical makeup

relationships and in
while supematural Merits

of vampires and the way they interacr

world. Storytellers are er

ppropriate to th
[Privsicar
Acute Sense (1-p1. Menir)

senses is exceptionally sharp, be it sight

Flaws,

smell, touch or taste. The difficulties for all tasks
Sfthis particular sense are reduced by two. This
hined with the Discipline Auspex to produce

superhuman sensory acuity

AMBIDEHTROUS (1-pT. MERIT)
You have a high foff-hand dexterity a

taskswith the “w nalty. Youmu

Te serform

therules

for taking multiple action penalry if

SaY, YOU Use

WO wea

(

Ear Foon

ven savor its taste
egular
Mas-

il there will

Of course, y

nt dur 1 when you must force yourself

cave it back up

CATLIKE BALANCE (I-pT. MERTT)
You possess aninnate
this Merit reduce d

Dexterity + Athletic

fect sensec

ulties of al
rwalk along

feels only slightly cool 1o the touch

ENCHANTING VOICE (2-pT. MERTT)

thing

ind, they are

When you




DAREDEVIL (3-p1. MERIT)

You are good at taking risks, and even betrer ar surviving
them. When attempting exceptionally risky actions (such as
leaping from one moving car to another), charact
Merit add an additional three dice to their rolls, and negate a
single botch die that may result from such a roll. Generally, such
actions must be at least difficulty 8 and have the potential to
inflict at least three health levels of damage if failed.

s with this

Crricient DIGesTioN (3-p1. MEeRTT )
more than the usual

amount of nourish.
ng, you gain an additional point to
your blood pool for every two points of blood you consume. This
does no allow you to exceed your blood pool maximum

HuceSize (4-p1. Menrrr)

You are

ment from blood. Whe

normally large in size, at least 6'10" and 300
he. Aside from making you extremely notic
his extra mass bestows an additional Bruised hes
s with this Merit may also gain honuses to push
objects, open barred doors, avoid being knocked down, etc

te

SMeLL OF THE GRAVE (1-pT. FLaw)

You exude an odor of dampness and newly turned earth,
which no amount of scents or perfumes will cover. Mortals in
your immediate presence become uncomfortable, so the difficul-
ties of all Social rolls to affect mortals incre

Suonrt (1-pt. Fraw)

You are well below average height — four and a half feer tall
or less. You have difficulty reaching or manipulating objects
designed for normal adult size, and your running speed is one-

half that of a normally proportioned human

HarporF HEARING (1-pT. FLAW)
Your he

ing is defective. The difficulties of any die rolls
se of h

involving

1411 GeneRATION (2-pT. FLaw)

You were created five or fewer years ago by a member of the
13¢h generation. Though you have 10blood points in your body,
only cight of them may be used to heal wounds, power Disci-
plines, raise Attributes, etc. Obviously, taking this Flaw precludes
you from taking the Generation Background, and you may not
start with Stz are likely aclanless Caitiff, for your
blood is probably too thin to pass down the distinguishing
characteristics of aclan. Most 14th-generation vampires should

e the Thin Blood Flaw

ing are increased by two.

INFEC 'lu)u-;l%nr(l-rn Fraw)
You lack the er
s caused by th

allow most Kindred to seal the
k

ave a one

mes that

r feeding. You may not automarically lic
the wounds of your feeding closed. In fact, your bites
in five

chance of becoming infected and causing mortal victims
1o become seriously ill. The precise nature of the infection is
derermined by the Storyreller.

Bap Sict (1-or 3-pr. Fraw)
Your s

phe is defective. The difficulties of any die rolls
involving the use of your eyesight are increased by two, As a one-

poinr Flaw, this condition can be corrected with glasses or con-

tacts; as a three-point Flaw, the condition is too severe to be
corrected

OneEve (2-p1
You have only or
difficulties of all Perception rolls involving eyesight are
increased by two, and the difficulties ofall die rolls requiring depth
perception are increased by one (this includes ranged comba

DisFIGURED (2-p1. FLaw)

A hideous disfigurement makes your appearance disturbing
and memorable. The difficulties
interaction are increased by two. You may not b
ance rating greater than 2
CHip (3-p1.Fraw)

Youwereasmallchild (between five and 10yearsold)ar the
time of your Embrac ng your Physical Artributes underde-
veloped and making it difficult to interact with some aspects of
mortal society. You may not have m

isup Lo you.

all die rolls relaring to social
ve an Appear-

le:

re than two dots in

rength or Stamina, except when raising Physical Attributes

with blood points, and the difficulties of all die rolls when
artemping o direct or le:
Characters with this Flaw must also purchase the Short Flaw

Dr

1 mortal adults are increased by two,

;ormIty (3-p1. FLaw)

You have some kind of deformity — a misshapen Limb,
hunchback, clubfoor, etc, —which af
interactions with others. A hunchhack, for instance, would lower a
character’s Dexterity by two dots and increase the difficulry of die
rolls relating to social skills by one. It is the responsibility of the
oryteller idetermine the specifice

LaME (3-pT.Fraw)

Your legs are damaged, which prevents
walking easily, Youare forced towalk withacane or possibly leg braces,
andhave a pronounced limp toyourstride. Your walking speed isone-
quarter that of a normal human, and nunning is impossible.

fectsyour physicalabilities and

s of the deformity chosen.

wi from running or

Monstrous (3-p1. Fraw)
Your physical form was twisted during the Embrac

nd now

reflects the Beast that ra acters with this Flaw

es inside you.

appear to be savage monsters and have Appearance ra i zero,

Even Nosferatu have difficulty interacting with such individuals

PERMANENT Wounp (3-p1.Fraw)
You suffered injuries during your Embrace which your

transformation somehow failed At ’

each night, you rise from sleep ar the Wound

though this may be healed by spending blood points

Srow HEALING (3-pT. Fraw)

You have difficulty healing wounds. It requires two blood
points to heal one health level of normal dan
one health level of aggravated da
usual five

repair. nning of

lth level,

ge, and you heal

e eveicy i days (plus die
hlood points and Willpower expenditure).
ADDICTION (3-pT. Fr aw)

You suffer from an addiction to a substance, which must now
be present in the blood you drink. This can be alcohol, nicotine,

Arrenno
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Time Sense (1-p1. MerrT)

You have an innate sense of time and are able to estimate
the passage of time accurately without using a watch or other
mechanical device.

ConeorHononr (2-p1. Mrerir)

You have a personal code of ethics to which you adhere.
The specifics of this code must be worked out with the Storyreller
prior toplay, and the character must follow it strictly. Characters
with this Merit gain two additional dice to all Willpower or

Virtue rolls when acting in accordance with their code (e.g
defending the helpless) or when attempring ro avoid situat
that m

ons

t force them to violate their co

Emeric Memory (2-p1. MEeRT)
nember, with perfect detail, things seen and heard
Documents, photographs, conversarions, etc., can be comit
ted to memory with only minor concentration. Under stressful
conditions involving numerous distractions, you must make

Perception + Alertness roll (difficulty 6) to summon

i Te

wough

concent

ton to absorb what your senses detect.

LiGut Steeper (2-pr. MeRit)
Y
and do so withy
rules
v,

i can awaken instantly at any sign of trouble or dange

 sleepiness or hesitation. You mar
regarding how Humanity/
ible during the day

151 (2-p1.MERIT)

You haveaflairfor languages. Youmay add three dice toany
dice pool involving written o spoken lary

CatmHeart (3-pr.Merit)

You are n:

ignore

‘ath restricts the number of dice

Naturar Ling

urally calm and do not easily fly off the handle.
You receive two extra di

¢ when attempring to resist a frenzy.
Brujah may not take this Trait

InRONWit1 (3-p1.MeRrit)

When you are determined and your mind is set, nothing c.
thwart you from your goals. When you are affected by a Dominate
power, you may spendapoint of Willpower to shake offthe effects,
Inaddition, you receive three extra dice to resist the effects of any
mind-altering magic, spell or Thaumaturgy path. This Merit does
not affect Presence or other powers dealing with the emotions.

Deep Seeeper (L-p1. Fraw)
When you sleep, it is very difficult for
The difficulty of any die roll to awaken durir

1 to awaken.
the day is

increased by rwo.

NIGHTMARES (1-p1. FLAw)
You experience horrendous nightmares every time you

sleep, and memories of them h

nt you during your waking
ening, you must make a Willpower roll (diffi
a die A borched
illpower rollindicates that, even when awake, \.mmlll\'huc
that you are locked in a nightmare.

Promia (2-pr.Fraw)
Youhavean overpowering fear ofsomething. Spiders, snakes,
Is and heights are examples of common phobia

hours. Upon

culty 7) or los

1 all actions for that nigl

crowds You must

make a Courage roll every time you encounter th

obje your
fiear. The difficulty of the roll is determined by the Storyteller, and
if you fail the roll you must retreat from the objeet

Prey Excrusion (1-p1. Fraw)

You refuse to hunt a certain class of prey. You might refuse to
feed upon drug dealers, or policemen, or accountants, or rich
people — if you accidentally feed upon such an individual, you
iomatically frenzy and must make a roll to prevent Humanity
loss {difficulty 7). Wirnessing other Kindred feu
of your exclusion might also provoke 4
retion. Ventrue, owing to the limitar
feeding by their clan weakness, may nor take this Flaw.

Suv (1-pt. Fraw)

You are distinctly ill at e
try to avoid social situations whenever passible. Difficulries for
| rolls involving social interaction with strangers are increased
by twa. If the character becomes the center ofattention inalarge
group, difficulties are increased by three.

ding on the object
at the Storyteller's
ns impased on their

frenzy

ase when dealing with people and

Sorr-Hearten (1-p1. Fraw)

You cannot stand to watch You avoid any
meone physical or emotional
pain, unless you make a Willpower roll (difficulty 8). Y

h o take this Flaw

thers suff

situation rhat involves causi

1 must
¢ a Humaniry rating of 7 or abov

SpeecH IMpeniMenT (1-pT. Fraw)

You have a stammer or other speech impediment that
hampers verbal communication. The d | die rolls
involving verbal communication are increased by two, You must
roleplay this Flaw whenever possible

ifficulties of ¢

SHoRrT Fuse (2-p1. Fraw)

You are casily angered. Difficulties to avoid frenz
greater. Brujah vampires cannot take this Flaw, as they already
suffer from a similar malady.

are two

TenrrroRriaL (2-p1. Fraw)
Youare extremely territonal, stakingout a particular areaas
your hunting ground and reacting

aggressively

O trespassers
another vampire enters your territory uninvited, you must mak
a frenzy roll. If you fai

, you immediately attack the mterloper
and continue attacking until the intruder is dead or has left your

huntinggrounds. You are reluctant toleave your teritory except

in desperate circumstances.

VENG (2-p1.Fraw)

You have a score to sertle, incy

r dunng your
mortal days or after the Embrace. You are obsessed with taking
your re

renge on an individual or group, and it is your overriding

prioticy in any situation where you encounter thy
reveng
spending

object of your

- You may temporarily resist your need for vengeance by

Willpower point

AMNESIA (2-pT1. Fraw)

You are unable to remember anything abou
yourself or your family, though your past might well come back
to haunt you. Your origins and the circumstances behind your
mnesia are for the Storyteller to determine,

your

nd she is encour:

red 1o make it as interesting as possible.

Arveon




Lunacy (2-p1. FLaw)

You are affected by the phases of the moon, increasing your
chances to frenzy. Under the crescent moon, difficulties to avoid
se by one. Under the half or gibbous moon, difficulties

frenzy incre,

rise by two. When the moon is full, difficulties increase by three.

Wear-WiLen (3-pr.Fraw)
You are highly susceprible to Domir
by others; Dominate artempts automarically affecr you unless
the Discipline wielder is of higher generation, and your difficul-
ties to resist Social abilities such as Intimidation or Leadership,
ltering spells or may

e and intimidation

as well as mind-

c, arc increased by two.
Your Willpower Trait may never rise above 4

Conspicuous Consumprion (4-p1. Fraw)
Itisnot

nough for you to draw nourishment from the blood

of mortals — you believe you must also consume your vicrim's

heart, liver and other blood-rich tissue. Of course, this will

necessitate the deaths of all of your victims (unless you

re

extremely creative), which might lead 1o numerous probl
with the Masquerade

with this Flaw mu

vd maintaining Humanity. Characters

ditionally purchase the Eat Food Merit

SOCIAT
Presticious Sire (1-p1. Ment)

Your sire has or had great status in her sect or clan, and this
has accorded you withacerta intof prestige. Though your
s with you, the simple fact of
ry has marked you farever. This prestige mis

nan

sire may no langer have any deali
your ance
you greatly in dealings with your elders or other neonares,
might engender jealousy or contempt.

Naturat Leaper (1-p1. MeRrrT)

Youare giftredwithacertain magnetism towhichothers naturally
defer. You receive two extra dice when making Leadership rolls. You
must have a Chansma rating of 3 or grearer to purchase this Merit

Dentor Gratrrune (1-3-pr. Meri)

An elder owes you gratitude because of something eirher
youor your sire did for her. The depth of gratitude the elder owes
depends on how many points the player wishes ta spend, One
point might mean the elder owes the ¢l
points might mean that she owes the chars

DARK SECRET (1-p1. Fraw)

e some sort of secret that, ifuncovered, would be of
mbarrassment to you and would rake you a pariah in
al Kindred community. This could be anything from
having murdered an elder to

wor; three

wter

ter her unlife.

cing a member of the Sabbat

InFamous Sine (L-pr. Fraw)
Yoursire was, and perhaps still is, distrusted and disliked by
any of the city's Kindred. As a result, you are distrusted and

disliked as well.

Mistaren Inentrry (1-pr. Fraw)
You look similar to descriprions of another Kindred, which
e cases of mistaken identity. This can prompt numerous

awkward or even dangerous situations, especially if your “twin”

has a terrible reputation or is wanted for some crime.
Sire sRE

Your sire dislikes youand wishes y
opportunity, she will activel

allies also work against you, and many elders may resent you.

E

tMENT (1-p1. Fraw)
uill. G
eck 10 do ye

n the smallest
m. Your sire

My (1-5-p1. Fraw)
You have an e

emy, or perhaps a group of enemies, who seek
1o harm you. The power of the enemy depends upon how many
points the player wishes to spend (five points indicate the wrath of
aMethuselah, archmage o other potent supernanural foe)

Hunten (4-pr.Fraw)
You are purued by a fanarical witch-hun

(perhaps cormectly) that you are a danger to hur
whom you assoc

who believes

nity. All thase with
be they montal or Kindred, may be hunted aswell.

e,

ProsatioNary Sect MempeR (4-pr. Fraw)

You are a defector. You turned traitor to the Camarilla,
Sabbat, Followers of Set or other vampiric order, and you still
have much to prove before you are accepred by the Kindred you
have defected to. Elders, ancillac s S treat you
with distrust and even hostility, and your reputation might even
sully those whom you regularly associate with.

en neon:

SUPFRNATURAL
Mepium (2-pr. Merir)

You possess the natural affinity to sense and hear spirits,
des. Though you cannot se
them, speak to them and, through pleading or cajoling, draw
them to your presence. You may call upon them for aid oradvice,
but there will always be a price

ghosts, them,

nsense

MAaGIC RESISTANCE (2-pT. MERIT)
You have an inherent resistance to the rituals of the
Tremere and the spells of the mages of other creeds and orders.

The difficulty of all such magic, both malicious and beneficent,

is two higher when directed at you. You
Discipline of Thaumaturgy

ay never learn the

ORACULAR ABILITY (3-p1. MERIT)
You can see and interpret s
draw advice from these omens

igns and omens. You are able 1o
for they provide hints of the
future and warnings of the present. When the Storyteller feels
that you are in position to see an omen, you will be required o
make a Perception + Occult roll, with the difficulty relative to
how well the omen is concealed. If successful, you
Intelligence + Oceult to interpret what you h
difficulty again relative to the complexity of the omen.
Spirit MENTOR (3-p1. MERTT)

You aghostly companion and guide. The identity and
exact powers of this spirit are up to the Story
called upon in difficult simuations for help and
UNBONDABLE (3-pT. MER

You are immune to being blood bound.

w then roll

seen, the

eller, but it can be

idance.

) Vawrz: Tt Masouenat




I ucky (3-pr. MeriT)

Youwere born lucky — or else the Devil looks after his.

including botches, but you may try only once per failed roll

TrueLove (4-p1. MERIT)

Youhave discovered, perk w late, atrue love. He

is mortal, but 1s the center of y
keep going in a world of darkness and despair. Whene
suffer, the thought

xistence, and inspire

persevere
Willpowe

can be

1. MeRTT)

you the apportuni

is used up. If that sul

made, until eith

usedup. The eep careful count of how many

lives the character has remaining

Taue Farn (7-pr. Merit)
You have a d

whatever name

the g

ted faith in and love for G

se 1e
me with Trait

irtue rolls. You

4 Aviuy

301

must have a Humanity of 9 or higher to choose this Merit
and if you lose even a single point, all your Faith points are
lost and may be regained only when the lost Humanity is
recovered. Individuals with True Faith !

ble of per

in to miracles, but the exact nature

s is up to the Storyteller

Toucnor Frost (1-p1. FLaw)
Yourtouch

iculry hased on the strength of the odor)

Cursen (1-105-p1. Fraw)

You are the recipient of a supernatural curse. The

end upon how many points

berrayal will come

f your accomplishments o

eventually become soiled or fail in some way. (

J ? S




Cast NoRerrection (1-p1. Fraw)
H
legend. Thiscanl

u actually cast no reflection, just like the vampires

very detrimental effect when tryiny
as a human. Vampires of Clan Lasombra automatically have this
aw (and you m

y be mistaken for one of them if you possess this).

Eerie Presence (2-pr. Fraw)
Mortals have an unconscious awareness of your undead

ure, which makes then anxious and ill ar e

se in your
presence. Because of this, difficulties of all die rolls relating to
social interaction with mortals are increased by two.

Reprrrenav Crosses (3-pr. Fraw)
You are repelled by the sight of ordinary crosses, believing them

hen confronted by

3 CTOS, YOu must

to be symbols of holy might

make a Willpower roll (difficulty 9) or flee from the symbol for the
duration of the scene. If you botch the roll, not only must you arcempt
o flee, but the touch of the cross can cause aggravated damage (one
health level of dam

e per turn that the cross touches your skin). This

damage cannax be soaked, even if the vampire possesses Fortitude

Can1Cross Run
You believe in the

NG WATER (3-p1. FLaw)
ld folklore, and cannot eross runnir

water unless you are at least 50 feet above it. Running water is

considered to be any body of water ar least two feet wide in any

direction and not completely stagnan
HAuNTED (3-p1. F1 Aw)
You are haunted by an angry and rormented spirit, most

likely one of your first victims. This spirit actively ar
hinder you, especially when feeding

nprs 1

and does its urmost ro vent

its anguish upon you and anyone in your presence. The Story-
teller determines the exact nature of the spirir, its powers, and
whether or nat it can eventually be laid to rest

GRIpOFTHE DAMNED (4-pT.

There is no ecstasy in your Embrace

LAW)

only terror and pain.
Mortals upon whom you feed struggle and shrick all the while as
vou attempt ta feed, requiring you to grapple with them for as

long as you wish to take their blood. Far vampires with high

Humanity, this exper
discretion of the Storyeller

Dark Fate (5-pr.Fraw)

You are doomed to experience Final Death or, worse, suffer
etemnal agony. Nomatter what you d
fate. At some point churing the chronicle, your Dark Fate will come
upon you. Even more ghastly is the fact that you occasionally have
15 of this fate, and the malaise these images inspire requires an
penditure ofa temporary

e may require a Humanity roll, at th

oucannot avoid this terrible

visi

Willpower point toavoid, orelse you kose

ainder of the night. It is up

a die from all of your actions for the re

tothe Storyteller odetermine the exact nature of thisfate, and when
itwill occur. This s a difficult Flaw to roleplay; ironically, thou

LiGur-Sensrrive (5-pr. Fraw)

You are even more sensitive to sunlight than other vam-

and the light
of the moon can cause lethal damage in a manner similar to the

pires are. Sunlighr causes double normal dams

Vavwre: Tt Masqu

sun, th it must shine directly upon you. Even br

hurt yo the use of sunglasses.

BESTIARY

Vampires are creatures of the cities and rarcly interact with

T eyes, requi

the beasts of the wild. Indeed, most animals fear the Children of
Caine, hissing or snarling as the unnatural creatures approach

Nonetheless, certain vampires, particularly those with the Ani-

malism Discipli

e, employ animals as companions, spies or

suldiers. Then, too, animalsare occasionally changed into ghouls,

particularly by the vampires of Clans Gangrel and Nosferatu

For the most part, normal animals are best described with only
Physical Traits. Few have
Perception scores lower than 3. Social Traits, of course
subjective. Damage inflicted by animals is lethal, although small
creatures might inflict bashing

Intelligence scores higher than 2, or

rely

are

amage at the Storyteller's discre-
tion. Any of the beasts below can be tumed intoghoul rerainers with
Will

traine

occasional meals of vampire blood; such companions

power, a dot of Potence, a blood pool of 10, and some
Abilities that wild animals lack. Assume that any Trait in parenthe-
sesis instilled through human contact and training; an animal in the

wildemness does not have these Abilities unless there’s someth

magical abour ir. Animals whose health levels include Incapacitated

cansurvive longer than those without it — others die when they run
out of health level
ding Cainite can drain from a beast. Note that

The Blood Pool Trait reflects how many points

afe nimal blood is

far less satisfying than human vitae; some animals that have more

blood tha

 human actually have lower blood pool ratings

ALLIGATOR

Strength 4, Dexterity 2, Stamina 4

Willpower: 3 ¢, OK, OK, 2, -5,
Incapacitated
Attack: Bite for seven dice; tail slap for six dice
Abilities: Alertness 2, Athletics 2, Brawl 2, Srealth 3
Blood Pool: 5

ote: Alligators and crocodiles have one soak d rmar,
usable against bashing or lethal damage. Big reptiles (Nile or estuarine

crocs) might have higher Strength, Stamina and dam.

Bat

Srrengrh 1, Dexterity 3, Stamina 2

Willpower: 2, Health Levels: OK,
Attack: Bire for one die

score

Abilities: Alertness 3, Dodge 3, Stealth 2

»od Pool:

/4 (1 blood point

equals four bars)




ph. Vampires who employ the
are larger and more

Note: B:
Protean Discipl

rminto by

1e to tran

wressive than 1
Bean
Strength 5, Dexterity 2
Willpower: 4, Health 1
Incapacitated

Attack: Claw for seven dice; bite for five

na 5

ls: OK, OK, OK,

Abilities: Alertness 3, Brawl 3, Intimidatior

Bic Cat
Strength 4/5, Dexrerity 3, Sramina 3/4
Willpower: 5, Health Levels: OK, -1

Attack: Claw for fourffive dice; bite for five/six dice

Brawl 3 (Intir

Abilities: Alertness 3, Arhleries 2,
Stealth 3)
Blood Pool: 5

Thistemplate representsa leops
s the right of the slsh repre-

panther, jaguaror

maller” big feline. Traits 1
ror lion.

BIrD (1 ARGE)

3 h 2, Dexterity 3, Stamina 3

K, -1,

hite for one (desper

b2y <5

wer: 3, Health Leve

Artack: Claw for two dic

Ahilities: Alermess 3, Athletics 2, Brawl 1, Dodge 2, Intimida

timidation 4)

tion 2 (Brawl 3, Empathy 4
Blood Pool: 1/2 (1 blood paint equals twa large birds)

Note: Thistemplate can represent a hawk, crow, raven, owl
or even vulture. A bird can typically fly at 25 to 50 mph
Cat

Strength 1, Dexterity 3, Stamina 3
Willpower: 3, Health Levels: OK, -1, -2

Atack: Claw or bite for one di

5, Incapacitated

ie

Abilities:
Athl
ing 3, Intimidatiol
(Empathy 2, Subterf

riness 3

tics 2, Bra

Do

Strength 4, Dexterity 3, Stamina 3
Willpower: 5, Health Levels: OK 5

Attack: Bite for five dice; claw for four

Abilities: Alertness 3, Athletics 2, Brawl 3 (Dodge 3, Empathy 2,

Intimidation 3, Stealth 2)
Blood Poc

Note
or hunting dog. Small

Horse

St 5, Dexterity 2, Stamina
Willpow

-1 2, -5, Incapacir

Autack: Trample orkick for

seven dice; bite for three

Abilities: Ale

the undead, bur ¢
mounts, The T
of the
represent a Clydesdale or

similar large stallion.

reflect a large he

fomestic canines will ne

4, Health Levels: OK, OK,

six/

nd, such as a n




P

Str

Boar

th 24, Dextenity 2, Stamina 4/5

Willpower: 3, Health Levels: OK, OK, -1, -1, -2, -4, Incapacitated
Attack: Bite for twoffour dice; e for five
Al es: Alertness 2, Athletics 2, Brawl 2 (Intimidation 2)
Blood Pool: 3f4

Note: Trastothe rightof the slashor in brackets represent boars

Rat

Streng!

Willpower: 4,

Artack
Abil
Blood
N
guards

Willg
Attack: Bire

ower

th 1, Dexterit

Bite for one d

es: Alertness 2 e 3, Stealth 3

I 114
4(

point equals 4 rats)
often turned int
They often

by Nosteratu.

3, Dexterity 3, Stami

3, Health Levels: OK, -1, -1

, -5, Incapacitat

Abiliri Alertness 2, Athlerics 1, Brawl 3, Dodge 1, Stealth 2
Blood Pool: 2

Note: Vampires who tum into wolves move ar double
normal ranning specd

Pac

with r

KSAND SWARMS

he Traits listed above detail individual crea

animals attack en ma Also,

some

pheric for a vampire overwhelm his vien

If a swarm of

ine minic nets

the characters, use the rules that follow.

read of trying to determine what each and
member of a pack or swarm does, simply roll to see if the
swarm itself harms a character. Narrate the results from
iven a listing on the chart, below

lifficulty 6)
It

the r

F turn per tar

act on the initiative given on the chart

If a character dodges, can move normally for the

nnder of the turn. Otherwise, his attackers slow him

own to half his usual movement. If they score more than
Ith leve

three he *worth of damage n one turn {after the

player botches an ap
edd
ma

knock He can only

I over

o two per I the swarm's dam
5. Effortsro g
normal di

The health levels listed refle
rakes 1¢

levels d

kupand contir

ilties (typically diff

ctrhe

erse a pack or swarm

oy the artackers complete rifles and

ee weapons (knives, brass knuckles, bottles, claws
le health level per strike, n¢

re successes are rolled (that is




strike hits only one cre
and |

urge melee weapons (
do normal damage (cach
one health level of the swarm
ateacks (Molotov cocktails, fr

plosions). Swarms and packs don't soak.

Animal
Small bugs
Large bugs

Flying bugs

Birds, bats

Rats

Feral cats

Wild dogs

rats (one or more feet long)

f wind, ex
(rhose

Damage

Amri

305

e siz

A human can outr
t ats or buy
isting of hyen
6
15

by it and can attack it in return
rrun character can be attac as

some packs or swarms (those

), but can't hope to outrun others

e of the pack, two or more charac

or birds).




EpILOGUE:
LINDER THE
HoRrNS oF Broop

“Everyrhing | have told you, even this, is a lie
Those were Alisdair's last words to me, wheezed out
while I rammed a broken-off chair le 1

berween his ribs, and

they might have been the only true thing I ever heard him say
I mean, he told me that a stake to the heart would immobilize
a vampire, and yer there he was, still talking to me even as |
uck two feer of cherrywood through his chest. I don’t think
he should have been able to do that
Ldon’t inderstand it. I don’r understand any of this. But
Idounderstand that I've done something [ probably shouldn’t
have.
Drifting lazily through the half-opened window, the last
flecksof Alisdair'sashesare flutteringout into the night. From
1 the fl

crawling above the skyline. It's a crescent with the homs

where I'm sitting | can see the moon just barely

pointed up, fat and bloody orange through the smog. My

roommate Carol would say thar a moon like that is a syml
of female power, and that the color represents the r

inherent in menstruation, and so on. |just look aic it and think
that the air's got to be ucterly filthy if it rums the moon that
shade of red. I'm even vaguely thankful that in my new
condition, I don't have to breathe that crap anymore
The breeze curls through the room, bringing with it the

stench of the streets below. Underneath it | can stillsmell the

smoke that lair crumbled into once [
finished with him. I don’t think

burned-pap
smell’s ever ng o
leave this place. If I stay, it’s going to drive me insane sooner
or latet. Even though he'sdead, even though [ drank every last
drop ofhis blood, he's someh ne yet. There'san echo
ofhim in my head now, and if I stay here that echo’s just going
to get louder and louder

Right. Ineed to ay from the place
where | murdered Alisdair. I'm not even sure why I did it,
though God knows he must have deserved it for something or
other that he'd done over the years. | could lie and say he
deserved it for turning me into a vampire, but that would be
a disservice to whatever memory | have of him. The more |
think about it, the more certain I am th

1o find him; I'm sure that same something told him to
Embrace, rather than kill, me.

Mayhbe th:

stick thar pole in his ribs, then drain him dry, too. [ almost

something is what told me that | needed to

could have sworn | heard someane else in here while | did the
deed, relling me what I needed to d »t why Ineeded to
do it. That's not a bad little rationalization for murder, is it?
Still, et face i, even with the element of surprise there
510 way I should have been able to inconyenience Alisdair,
never mind kill him. In the three weeks since he Embraced
me, I'veseen him outrun police carsand lift his plano with his
offhand. I, on the other hand, can turn my cheeks pink —and
only if Lery really really hard. He should have been able tostop
king about it. Why didn't he!
Did someone keep him from defending himself? Or did
Ht'snot likel can ask

me without tf

he just want someone to kill him alre:

His
» smash the wood co reach it
There's no one else here. No one else saw o
Alisdair; no one’s come in since. The neighbors ne
ered us, so it can't be them

Emocue: Unoee e Hores of Buoop




There's still no one here, bur screw it, I'm not taking  outside there’s only the wet screaming of the vampire falling
chances. | walk over to the desk, frowning at what 'm abour @ hundred feet to the pavement
todo. It's a beautiful picce; Alisdair once rold me he'd rescued If you rush, you can make it to your car befeore he heals
it from a marquis’ Paris manor during the Terror. Then @ lon't stop this time, don't debate a thing. | just sprint
rold me he'd been made a vampire two centuries : from the apartment, slamming the door behind me for the last
d, and never set foot in Everything time, As | turn the corner to the stairwell, I candistantly hear
indeed. I wonder if I can trust ut he said about what ings being smashed inside. The ugly guy brought
being a vampire really means 1 guess
Ex ance n the bronze handle of the ” ou. They're afraid of what you're g
center drawer
¥ “Who the hell are you?” | scream into the air, ¢ven as |
Whoever my unseen patron is, he's feeling rushed. | close take the step: \J-M[ four ar a time, “*Where’s Alisdair?™
try o imagine the blood flowing into my arms, d Alisdair I\J\muﬁ\--u now. His strength
giving me strength. | k that Alisdairs , is yours. You'll need it in the nights ahead. Your enemies have
I honestly haven't picked up too well heen waiting for you since before you were bom,
And with that I'm out the door and through the lobby,
scan'the  nearly running over Abe the doorman in the process. Down

appening ! killed him, drank him  the block 1 can esumably cops and an ambu-

down. I'm here, I'm withyou forever now, » You're lance headed thisway to investigate the flattened bodyon the
ed my "ve h so much t d you'll'  sidewalk and the gunshots. I turn the other way, heading

make it w | that’s why lown King, and keep running. My side hurts. The hand [ used

1 ota kill e the sy yoil di to rip open Alisdair's desk drawer hurts. My arm hurs,

The front face of the overstuffed drawer rips off with a €specially right above my elbow where I've 'got that ug
yerack, and then it drops to n.h.‘—_‘.m.k; ablizzardof  birthmark that Carol kept cosing over. There’s an empty gun
in my hand, and I'm wheezing our of sheer reflex, and | wish

then reach into the drawer one m cime and take Alisdair's. | could just sicdown and rest
Glock pistol. I'm countin 1|'n.\u‘-ulnu
thank God I'm right and the gun is loaded

sy e nor-Alislaic volce saveal siop it “Yeah?" | pantas | run outin front of a taxi. The Pakistani
Secondiseartled and loalén driver starts to yell but then shouts something in fear as he
RSB ey dried blood an my face. “When's soon?™
ere’s a face at the window, a pale

4 AT AR BT LT R PR And I can hear Alisdair's laughter mix with the screams
Times, but | don’t waste time listening of distant sirens as [ pl deeper and deeper into the night.
[ raise the gun and fire " thething ‘s a sound that's going to haunt me until the end of the
1 e orld
outside the window. It explode: nbroken: . World
rlass, and falls away. Inside | can hear Alisdair exu Which, if my hunch. is right, won’t be long
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