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Welcome. Children of the \

In the world of Dark Streets & Darker Secrets, the characters find
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themselves opposed by a mirror of their world, though one darkly

lit. In this context, they are opposed by forces, what a poorly
educated individual raised on too much mass media would call forces of
darkness.

It is a stupid term, one filled with idiotic politics and propaganda. The
forces of darkness is a term meant to cast the denizens of the dark night
into opposition with humanity. If means fucking nofhing.

The dark night is not your enemy. It is a warm, comforting embrace. A
familiar friend, a lover you didn’t know you had, but one whose scent is
familiar, welcoming, and seductive. The shadows beyond the streetlights
are there to be taken if one simply wants to snatch the power from them.

And you should....




Blood Never Lies

Of the many denizens of the night, perhaps the most commonly

known is the vampire. Popular culture has spread significant
lies about the realities of vampirism, their behaviors and
habits, and their desires and wants.

Here is the truth of the vampiric condition, carried from sire to child by
blood. There are many mythologies about Vampires, but in the world of
Dark Streets & Darker Secrets, these details below are the truth.

Vampires require blood. Truth. This is the core element of the vampire
myth that rings true and eternal. While vampires require blood, it is not
food in the sense that mortals think of. It is a mystical requirement, a tax
the world imposes for their existence.

Vampires live forever. Wrong. Vampires exist only in fleeting
moments. Vampires do not visibly age, but each vampire has a limited
life-span and will eventually expire of “natural causes”, though this
vampiric life is far longer than the average mortal’s life (upwards of 300
years.) Truly powerful vampires know magics that can sustain them.

Those a vampire bites become like them. False. The vampiric bite or
embrace has little to do with who becomes a vampire. Passing on the
night’s blessing is a ritual enacted by the elder vampire and the vampire-
to-be, with full knowledge and consent of the blessings and restrictions
that come with it. One can not be forced into vampire-hood.

Vampires have supernatural powers. True, beyond any measure of a
doubt. Vampiric powers are learned however, not passed on through
blood, and so a siring elder must teach their neophyte vampire the ways
of the Moonlit Court.
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You can find more about how Blood is used in the Vampiric Powers

section.

Intelligent readers will notice that Physique & Agility are higher than
the average human.

No shit. You're a goddamn vampire. That higher physical ability comes

at a price though. You'll pay it soon. Don’t worry.
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When we say only a vampire can acquire them, we mean in the fiction
of the game. For the sake of not reworking already excellent rules, where
an existing power in Dark Streets & Darker Secrets works to emulate
vampire abilities, we just refer you to that power. While magical Hypnosis
and vampiric Hypnosis come from different sources and are different in

the context of story, mechanically they’re the same.

When a vampire uses it, it’s not magical in the same sense, and it feels
different.
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The vampire can take on a single animal form, such as a wolf, dog, Ca
bat, or rat. (Jesus fucking Christ, we're rhyming now?) \m

The vampire can stay in this form until the next sunrise if they desire ™"
though their vampiric powers (other than Animal Communication) will % /
not function and they can not feed. Any special mode of transportation
(like flight) they’d have in that animal form, or natural species bonuses to
senses (like a wolf’s sense of smell) they get while in that form.

Augment Attribute

The vampire can increase the raw potency of their Physique or Agility.
They test Physique or Agility (chosen when this power is used) with a
Positive Die. This bonuses lasts for X turns, where X is the vampire’s level
+ the number of Blood they choose to spend when they use this power.

Burst of Speed

The Vampire may immediately take X move actions, where X is the
Blood they spend after successful activating this power.

False Friendship

Just like the power in the Dark Streets & Darker Secrets rule-book.
Ferocity

Just like the power in the Dark Streets & Darker Secrets rule-book.
Hypnosis

Just like the power in the Dark Streets & Darker Secrets rule-book.

Mind Control

Just like the power in the Dark Streets & Darker Secrets rule-book.



This power is likely irrelevant in a campaign unless it spans centuries,
but for context:

Normal vampires only exist safely for a number of centuries equal to

half their Blood attribute’s maximum amount.

Vampires aren’t fucking immortal and they know it, so they don’t take
stupid risks. They got centuries to make it work...
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I you use this, you should make sure vampires take double damage
om fire or similar attacks, so they remain balanced.

Open Game License (OGL 1.0a)

INTRODUCTION

Dark Streets & Darker Secrets is based on the System Reference Document v3.5 (“SRD”), which is Open Game
Content. The text of the Open Game License itself is not Open Game Content. Instructions on using the License are
provided within the License itself.

Designation of Open Game Content: The entire text in this book (except the Open Game License, as noted above, and
the Product Identity License, below) is Open Game Content, released under the Open Game License, Version 1.0a
(reproduced below) as described in Section 1(d) of the License. Artwork incorporated in this document is not Open Game
Content, and remains the property of the copyright holder.

Designation of Product Identity: Product identity is not Open Game Content. The following is designated as product
identity pursuant to OGL v1.0a(1)(e) and (7): @ product and product line names, including Solar Blades & Cosmic Spells;
(B) all artwork, logos, symbols, graphic designs, depictions, likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual representations; © logos and trademarks, including any trademark or registered
trademark clearly identified as product identity by the owner of the product identity, and which specifically excludes the
open game content.

More information on the Open Game License can be found at: http://www.wizards.com/d20
OPEN GAME LICENSE VERSION 1.0A

The following text is the property of Wizards of the Coast,

Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”“Contributors” means the copyright and/or trademark owners who have contributed Open Game
Content; (b)”“Derivative Material” means copyrighted material including derivative works and translations (including
into other computer languages), potation, modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; © “Distribute”
means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)”“Open
Game Content” means the game mechanic and includes the methods, procedures, processes and routines to the extent
such content does not embody the Product Identity and is an enhancement over the prior art and anyadditional content
clearly identified as Open Game Content by the Contributor, and means any work covered by this License, including
translations and derivative works under copyright law, but specifically excludes Product Identity. (e) “Product Identity”
means product and product line names, logos and identifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions,
likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names
and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities;
places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or
graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of
the Product Identity, and which specifically excludes the Open Game Content; (f) “Trademark” means the logos, names,
mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated products
contributed to the Open Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy,
edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) “You” or “Your”
means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game
Content may only be Used under and in terms of this License. You must affix such a notice to any Open Game Content
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that you Use. No terms may be added to or subtracted from this License except as described by the License itself?
other terms or conditions may be applied to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this Licensé \

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You

perpetual, worldwide, royalty-free, nonexclusive license with the exact terms of this License to Use, the Open Gamé .

Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You
represent that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights
conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the
exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You
must add the title, the copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of any original
Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility,
except as expressly licensed in another independent Agreement with the owner of each element of that Product
Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in
conjunction with a work containing Open Game Content except as expressly licensed in another, independent
Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game
Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that
you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may
use any authorized version of this License to copy, modify and distribute any Open Game Content originally distributed
under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any
Contributor unless You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to
some or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use
any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure
such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this
License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only
to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0 Copyright ©2000, Wizards of the Coast, Inc.

System Reference Document Copyright ©2000-2003,

Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David
Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on original material by E.
Gary Gygax and Dave Arneson.

The original roleplaying game “The Black Hack” text, tables, all artwork, logos and layout are Copyright 2016, David
Black.

“Additional Things” text, tables, artwork and layout are Copyright 2016, David Black.
“Dark Streets & Darker Secrets” Copyright ©2018 Diogo Nogueira.
“Streets of Blood” Copyright ©2019 Alan Bahr
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