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“Weould you like to
dance?” she asked me. 1
1t was cold, winter, but
never touched us, the
warmth of the fure blazing
on Ner terrace, growing
outward to meet the chill
of the season on its own
terms. We danced, ny
hiand on the small of her
back, yet she led me
nenetheless. The music
came from. .. somewhere.
Strings. A piane. That
was all. T never saw the
players, though 1 heard
their tune. Tt was a
strange plece to dance to:
a dirge, almost a requiem.
The wind meved. the
curtains. We danced and
to kiss my neck. 1t was
not a kiss, fowever, but
the sweelest damnation.
She took my life, then,
and T felt the vitality ebb
from my throat in a
crumseon .

And then she gave

it back.

| had spent éz'ghf years /fﬁwwﬂg a doctor. Frresh
from medical school, | Took a \joé wder a triend of The
fwm'//, a tellow doetor. Only a year o m /pmuj e,
he wwited me 1o a /Mckfy bosted by one m/ buis }ﬁﬂvﬁéﬂfs .
A special satiest, he said, one of The few wupon whom he
sﬁ'//ﬂ paid house call. it was 1o be a formal attar, a
white-Tie part Y visited /f>/ The upper echelon of societ y.

| was beside m/gg/{ Mer all, | was wo more Than a
yowsg, (experienced awbopes; | mglj as well be a quack o-
charlatan as far as societ: Y was copcerped. | arried
rervously bud on Time, and i was There That | met The men
ard womer — yo, Those others — who would be my fellows i
The eterval pageasd That | was obliious woudd Aollow.

/ Pé»«ﬁmﬁ Za,c{y Moltss, a bea-ud % from somewhere i
Ewrope bud who had a reodation as a  black widow
(0/(/)/ atter 2% death woudd | learn The 5/5m'7[xw,ﬂw of
that statemest) M-. budela was a queer man who never
looked anyore i The eye and whose éody cw-led i wpon
Fsell at s extremdies. M- Bepnel? seemed rustic, bud
my hostess asswed me That he had power dand morey far
é*é/omi The su 5&#/0% of lis S/M/a/é facade. M- Maxwell
had arruwed gfom Chueago and was Fwmored 1o be edher
one 07[ ifs Hﬂ}(ﬁ stars o (s 1[&//13/( scaops, J@,pémlmg UDON
To whom | spoke. A woman ramed Lindsay,was a scandal,
having rever Taken a bwsbasd i lte  dand who
wm/po}/f ed herself witl little of The /pl/ofoh'.ef Y That The
rest of The women maidaiped.

LfTle did | know Then That This was no True Ju/fy,
bt a /odvmfo/y of mopsters. Even ey Lu}d{/gkf f(u[ me,
for when | 5/&&%% Those precious tew momends witle Mis
Zz'ﬂJS&)/, | recdll nope mf what A&/ﬂ/ﬁéﬂéd, bud | kpow
pow That The liaison was tar more Than mere
attraction and That The stain at my writ /améaé//
didn T come trom a /az'm/luﬁg am[f/z'ﬂk{



fAnather hight, anather victim; thats how | ook at it.
Moatherfuckers Jont want to die, all they have to do is
stay out ol my Way. “Though L walk throuQ\w the \lc\"ey
ol the shadow ol Jeath, T will feay no enil,” yec\\w,
becauge Um the wickedest sanatatiteh you’re gonna
find Jown heve.

L dont dvaw the line at just normal peaple, either. Ul
Kill My oW Kind it 1 need to. What the fud‘ihg
“Kindved” need to understand is that theves nathing
move impovtant than the p’c\oe you all youy awn. Ch,
Um sure they have some fancy word for me and my Kind.
U Know their titles and oftices and all that pullshit
make a big Jeal out of wha's respohsib'e for what and
who heeJS Yo keep who in ,ihe, th’ motheron“erS M‘e
me ave the veasan fov it all. Someane comes beatihg
Jowin youy dJoor at just o few minutes past sunset, you
Know youre in troutle. Still, mc\kihg it on your awn is
part of what this is. U didn't sign on for a punch of new
vules when my 9OJJth Sive Chahgec] me. Shit, thats hal{
the veasan U cut off his head and dvank his soul q'ohg
with his toad.

Respeo’c, thats what Um Saying. ts apout respeot.
Gad Knowg the fud‘ihg Kindred aven't going Yo give you
any. Jou have to take it or make youy own.

You don't know terror, whelp. A1l that stuff

you're talking about? That's just being afraid.
Growing up in your safe little suburbia, how would
you ever know real terror? And now the power of
the Blood makes you feel ever more invincible.

Now that you're among the Damned, real terror
will find you. You can pray that it doesn't, but it
will. It found me. Horror — actual, visceral horror
— 1s here in our precious city. I never want to
see it again, but that's part of the terror, isn't
1t? I can't control it. A11 I can do is hope that
that thing never wants to see me again.



She says she's a prince. 1 theught that maybe that was

some kind of cultural anachrenism or linguistic mistake. We
don’t have “princes,” and even if we did, a woman isn't the
right gender for a prince.

“You have been wreng before, hiave you not?” she asked me.
“Ouwr kind has different rules. Your kind, now.” The invisible
orchiestra went sotto vace.
Later that night, we recetved a visitor. "My mistress sat in a
chair on tfe terrace. ‘1 was teld to wait in the bedreom, but 1
saw and feard the whele affair from the window that
overlooked the patio.

The strangest sort of man spoke before fier. ‘His skin was
translucent. ‘1 expected to see fis veins beneatft it, but they were
so pale 1 could discern them only by willing my senses to
greater acuity. tis veins were empty, and if any bloed were in
them, it did net moeve. 1 could not hiear fiis heart beat.

tle looked up at my windew and his eyes were black orbs,
ne pupil at all.

“1 bid you good might, my Prince,” fie saud, ence his
attentions turned back to the woman whio killed me.

1 have been wreng before.

visitor farewell only seconds before. tler hands on my waist.
My lips on fier lips. ‘1 have been seo very wreng before, and



Not all of The monsters hide Themseles so /pkéf 7 iy as That
a7 y s st s, however. Sipce A’ﬁc’/omf/(g one of The Damped, |
have had The grave wistortwe of meet ng some 7 l/u/}/ bor+ifie
members of ouwr kind. | have met Those who would retwn The
world To The night's of kings and vassals, Those who sfeal
clildren from poor homes and eidher slake Ther Thirst UPON
Thewm oF offer Them in 7[/'6P>/ sacritice 1o gods whose rames are
better ledt wspoken | have met fervest Séa/of s who 5ok<7éd
Themseles on blood i The rame of some Bblical 745‘7,0/13, and |
have spokes with members of an Old World, et who cqvort
bepealle nacreous moors ard believe That Thi state s
Mﬁl/é/)/ one (fo/p (L/oﬂg The way 7o.. Somgﬂu'ﬂg elke.

| have seen all kinds among s, 1o be swe: }péﬂféﬂf souls
and wpabashed Terrors, scheming aristocrats and sullen
Fevolut ionaries, godless scoundiels and Those who awg/pf §o
wmdasters ofher Than Themselves.

Tm/y, The world of The Damped, This midpight ,akowﬁzma/, s
botl rich and wayward. We are Trapoed in oriors of
owrselves, ﬁgkf ng ever (Lg(u'mf the bloodthirsty ereatwe iside
all of s, bt having To let free pow and agaip so That i
doesp T overwhelm ws in mﬁg/éaf | copsider M/Sé/?f one of The
more reserved dmong this Dasse Macabre, and | - well, sutfice
it 7o say that | have committed sipns {or whick no Just 6od
would faakdm me. Vel | continue To rFise eack wahd, for even
n wy doubt and sokkow, | canpol luz//p baud Think That There i
Some purpose 1o all This



U Jo what U wapt when U want. Take kohight — went to
the bar Call me a drunk-ass taal, put T like the Way L002ze
made me feel when 1 wag alive, and | like it now, though |
have to take my \Nhiskey {vrom the vein with P,e\ﬂ:y Oz ad
Red mixed in. \Namen, though... nat Yoo many women drink
whiskey. The anes wha Jo are roth old pitches, Stihkihg of
digavettes and sweat and the BO of whatever Shitbog valled
0& ol them that eNehihg.

So | picked ane ot the hc\gs at the par and made with
the Smc\% talk. Those beasts lave when you talk tough.
Give them gsome stovy apout omokihg somme asshales aym
oy putting youy thumt in someones eye and theyve yours
{or the night. Don't go too {ay, though. Even theyve not
pSyoho ehOUgh Yo get atf on some fiend who Kills Peop!e and
drinks theiv tload.

Anyway, U workihg thig biteh in a paath at the bar and
some fucking Hlunkey comes in, one of the taatlicks to some
bigshat Kindved in town wha's alwiays nasing around in
eNeyyahe ejSe:S busSiness. 7’ou khow the th — the aneg who
want to Keep tabs an you 1o make suve yodre not
Samehaw {Uo&fhg shit UP {Or them.

Like 1 said, you have to take vespect ar make youy
awn. | get up fyrom the pooth and Wc\fk avey to this
little cocksucker, Piokihz Up o Poo‘ ole o‘ohg the Way. Hig
eyes 9et all S%ufhty aS he SeeS me oomihg aver and he
apens his mouth like he's 9oing to say something smart
but then CRACK. Right in the fucking mouth, with all the
juice these dead muscles af mine can put out. Asshale’s
jaw breaks Jean. 1 can see two fractures. Tndividual
teeth ave {alling aut.

FudK him. Back to the paath, wheve dinner awaits. | can
smell that shes excited, tao, the divty ald whave, and you
Know what 1 mean by “excited.”



It was in a cellar in the ethnic part of town, the
neightorhood where it's so 0ld that all the early owners
have moved to better locales and sold their families'
original homes to other interests. The neighborhoods have
ghettolzed, some Jewish, some Armenian, some Czech and
some even I can't determine. A house stood above the
cellar, but my gulde intimated that the cellar did not
connect to the house proper and that, indeed, the home's
owners were unaware of it hiding beneath their own
basement.

My gulde was one of those unfortunate souls who had
tasted the Vitae of a Kindred but was not himself Damned.
Who, exactly, plied him with that blood wasn't my
business. A1l I know is that he and he alone knew where
this thing was that had been plaguing my restless sleep,
and I recognized him only because he had been haunting
those dreams as well.

A shoddy wooden door separated a small room from the
rest of the nitrous-walled cellar. The guide carried only
a single, guttering candle; he pointed me to the door.
Cautiously, carefully, I opened that door, and chill air
laden with the stench of rotting flesh surged from
within. The feeble light from my guide's candle barely
penetrated the darkness beyond the door, or else in that
instant T might have suffered seeing even more of it. I
remember amniotic, slick fur and a dozen baleful eyes all
opening and focusing on me at once. As I stood there
gaping, T heard the baying of a hound, though far more
guttural than any beast I knew. Moreover, the baying
came from below where we currently stood.

I slammed the rickety door, knocked my guide aside,

and hurtled recklessly back up the rough steps. I
careened wildly into the night, vowing to forget what I.
hadn't truly seen, but more felt.

Bah! Now, you think me weak? Too many habits of the
living are left in your face. It shows your thoughts. I've
only sparked your curiosity about it, haven't I? Even as
I confide this wisdom, still you are merely afraid of it.
You don't know real terror, yet.
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Thanks to the visionaries who broke boundaries and redefined
roleplaying with the previous incarnation of Vampire: Mark
Rein®Hagen, Stewart Wieck, Steven C. Brown, Tom Dowd, An-
drew Greenberg, Jennifer Hartshorn, Robert Hatch, Lisa Stevens,
Josh Timbrook and the unsung contributors whose names were
never mentioned but who nonetheless know who they are. We
couldn’t have done it without the trail you blazed before us.

Special thanks to you, whether you're joining us again after
13 years of thrills and chills or just showing up for the first
time. Game on!
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Every night stands out as singularly

as each separale nofe in @ composer s opus,
When we hear the composition, thowgh,
we do not examine each and Y nofe,
We expertence if in sum.
This is the key to avoiding the ma
Let each night, each note, stand out

in the greater body of the Reqgufem your life

— Charlotte Gaudibert, Aeguitas Fatalis




Dead, your Majesty. Dead, my lords and gentlemen. Dead, Right Reverends and Wrong Reverends of every order.

Dead, men and women, born with Heavenly compassion in your hearts. And dying thus around us every day.
—Charles Dickens, Bleak House

Vampires: blood-drinking creatures of the night. Horrors
born of darkness, whose sole purpose in life — unlife, actually
— is to slake their unholy thirst on the blood of the living.
Without doubt, vampires are monsters.

Monsters, though, need not always be unthinking, unfeel-
ing terrors empty of remorse, or even compassion or other
human traits. Indeed, vampires can exceed their deathless
curse, themselves becoming antiheroes or even heroes.

Then again, some vampires truly remain monsters.

This is the purpose of Vampire: The Requiem. What you
hold in your hands is a Modern Gothic Storytelling game, a
roleplaying game that allows you to build chronicles that ex-
plore morality through the metaphor of vampirism. In Vam-
pire, you “play the monster,” and what you do as that monster
both makes for an interesting story and might even teach you
a little about your own values and those of your fellows.

4 2)’10&%‘—%'& %ﬁ

The setting of Vampire borrows greatly from gothic litera-
ture, not the smallest amount of which comes from the “set
dressing” of the movement. Key to the literary gothic tradi-
tion are the ideas of barbarism, corruption and medieval im-
agery. This World of Darkness can be said to be our own seen
through the looking glass darkly.

With regard to barbarism, the world of the vampires is
like our own, but with a significant upturn in violence and
decay. The streets are more brutal, with the desperate eyes
of the unfortunate ever watchful for someone more privi-
leged from whom they can steal something to make their
own bleak lives more comfortable. Gangs are more active
and violent; vagrants are bolder or they obliviate themselves
even more. Even those with vast resources are more fearful
of those who would harm them — or more jealous of those
who rival their own wealth or power. Their actions can turn
fierce with the slightest provocation.

Corruption goes hand in hand with the idea of barbarism.
The world is nasty and brutish, and anyone who can get ahead
had best avail himself of the opportunity. This is a world of
indulgent clergy, avaricious businessmen, cops looking for a

payoff and gangsters who have no other options than crime.
Even those who don’t fit into such neat iconic archetypes
face corruption of their own, such as an unwed mother who
finds herself addicted to drugs and sells her child for a few
grams of crank, or an otherwise honest journalist who finds
out that his brother has become a bloodthirsty creature of
darkness and must keep the secret for kinship’s sake.

Medieval imagery adorns all of the visual elements of the
setting, and it can even bleed over into other aspects. Build-
ings soar heavenward, supported by flying buttresses, gilded
when the architects can afford it and studded by gargoyles
that scare away evil spirits that are all too real. Streets have
fallen into disrepair. Even cities themselves are like medieval
bastions, isolated from the outside world, xenophobic and cut
off. Anachronisms abound, from antique decorations in oth-
erwise ultramodern buildings to forgotten catacombs beneath
bank vaults and subway tunnels. Honest-to-goodness castles
might exist in the World of Darkness where none stand in the
real world. Moss and vines cling everywhere. Torches and
candles light hallways and anterooms. Walls bear breaches,
cracks or other signs of disrepair. Ars moriendi punctuate works
of art. A sense of dread and fear looms visibly on the face of
every passerby.

[s it so strange, then, to believe that such a world hosts the

Damned, as well?
W Loncelloss Boarse

Most vampires believe that their kind didn’t just pop into
existence one night to scare a cowering mortal populace.
Most of the Kindred, as vampires call themselves, believe,
at least metaphorically if not literally, that vampires have
existed for as long as they have had men upon whom to
prey, and that they have followed mortal civilizations since
humankind first formed them. Others believe in a vampiric
genesis not unlike that of Adam in the Bible, and that the
Kindred have been chosen by whatever power makes the
decision to let them stalk the night. Still others believe
that vampires are part of the natural but hidden order of
the world, attaching vampiric origins to pagan beliefs and

i
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ancient mythologies. Many vampires don’t care at all, be-
lieving the mystery to be as demonstrably unknowable as
the question of mortal life’s origin. Whatever the case,
whatever the truth, it is known that vampires have preyed
upon the world since ancient times. Kindred society’s ad-
mittedly fallible memory marks the undead as active dur-
ing the height of the Rome, if not before. Even those unre-
liable stories suggest that Kindred activity might have ex-
isted further back in time.

The Kindred, the unique vampires of Vampire: The Re-
quiem, have certain differences from the vampires you have
encountered throughout literature and popular culture. This
game assumes that most stories involve a group of vampires
— a coterie of Kindred — as opposed to the more solitary
stalkers of seminal fiction. From the Dracula of Bram Stoker’s
novel to Lord Ruthven of John Polidori’s “The Vampyre,” the
undead are often depicted as lone figures. On the other hand,
the vampires beneath the Theatre des Vampyres in Anne
Rice’s Vampire Chronicles functioned as a group, as did The
Lost Boys and the nomadic fiends of Near Dark.

None of those visions of vampires really serves the purpose
of Vampire: The Requiem, however. Those groups of vam-
pires are inherently antagonistic in their stories, while the
solitary vampires don’t really accommodate the group dynamic
of Storytelling games. As such, for the sake of the game, we've
adapted the cultural notions of the vampire to one more suited
to a troupe of players. We've added our own mythologies and
social structures to the mix, the better to highlight the highs
and lows of the undead condition. Our — your — vampires
have the selfishness of the solitary predator, but also the so-
cial urges of creatures who fear the malaise of being left to
their own company for eternity. The result is a conspiratorial
blend of horror and suspense, a truly gothic mixture of mad-
ness, corruption, sensuality, mistrust and violence, all set

against a backdrop of livid moodiness.
s

Each Kindred is a member of a clan. A clan is a group of
vampires who all share common characteristics. Popular Kin-
dred mythology suggests that all vampires are assumed to have
descended from one common Kindred, the founder of that
clan, though no one knows who those founders might be.
When a vampire Embraces a new Kindred, the progeny is of
the same clan as the progenitor. Certain “sub-clans” of vam-
pires also exist, known as bloodlines, but a vampire can never
change her clan.

oJernan/f

Covenants are like clans in that they are distinctions
of vampires. The difference between clan and covenant,
however, is that one chooses his covenant. If clan is fam-
ily, covenant is political, philosophical or even quasi-re-
ligious membership. Indeed, some vampires choose to
belong to no covenant at all, acknowledging no author-
ity higher than themselves.

prom 977
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Where does Vampire’s mythology diverge from popular be-
lief? Where do the conceits ring true? The following statements
outline real-world legends of the undead, clarifying their truth
or falsity in the World of Darkness.

Vampires must sustain themselves on the blood of the
living: Fact. For the Kindred, the act of feeding becomes highly
sensual. The vessel feels ecstatic when it happens, and the
feeding vampire undergoes a heady rush as well. Certain vam-
pires sustain their undeath by drinking the blood of animals,
but rarely for long, as either their tastes or the needs of their
cursed bodies force them to seek human blood.

Vampires are “immortal”: Myth and fact. Although
vampires do not appear to age, and some survive for centu-
ries, the Kindred use the word “undead” rather than “im-
mortal.” Vampirism is a curse, not a blessing. It does carry
with it great power, but the state of being a vampire also
brings with it numerous detriments, not the least of which
include the internalized rage of the Beast and feeding on
human blood.

A vampire’s prey becomes a vampire: Myth. You do not
necessarily become a vampire if you’re bitten or killed by a
vampire. It takes a conscious act of will, known as the Em-
brace, to create a new vampire. Indeed, a vampire leaves
little to mark her passing if she is careful. All a vampire
must do to hide the wound left by her feeding is to lick it
when she’s done.

Vampires have every manner of supernatural power,
such as turning into animals, flying and wielding the
strength of a dozen men: Fact. While these powers are not
universal, vampires have unique abilities known as Disci-
plines, which can grant individual undead capabilities such
as these and more.

Vampires can have sex: Fact. While the act of feeding
replaces all physical urges, vampires can still indulge in sex
and even take pleasure from it. Curiously, however, the
emotional aspect of sex vanishes after the Embrace. A vam-
pire might enjoy the physical sensation of sex, but no more
than she enjoys a particularly savory smell or the touch of
a luxurious fabric.

A wooden stake destroys vampires: Myth. Vampires aren’t
destroyed upon being staked, they’re held in stasis. A vampire’s
body slowly withers and turns inward while trapped in this
state, desiccating and becoming ever more corpselike.

Vampires don’t show up like normal people on camera
or in mirrors: Fact. Vampires show up with their features
obscured in photographic media (including video footage)
and in mirrors. They can temporarily counteract this ef-
fect, but the “default” is a sort of occlusion. The same is
not true for voice recordings; vampires’ voices are captured
normally on those.

Sunlight burns vampires: Fact. As part of their curse,
vampires recoil at the touch of the sun, its vital rays scorch-
ing their undead flesh. Vampires typically spend the day-
light hours in the cold sleep of undeath, and only the most
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resolute can shake off the weight of the day’s forced slum-
ber for even a short time.

Garlic and running water repels vampires: Myth. Such
notions are nothing more than old wives’ tales, cultural bi-
ases or perhaps the banes of certain bloodlines of Kindred.

Vampires are repulsed by crosses and other holy sym-
bols: Myth — almost. While such is not generally the case,
the devout sometimes do affect the Kindred with miraculous
aspects of their faith.

Vampires’ souls are as dead as their bodies after they be-
come undead: Myth and fact. While a vampire might believe
that he feels an emotion, what he actually feels is the echo of
mortal emotions that the remnants of his soul apply to his
current experience. That is, a vampire who feels angry might
indeed be angry at the subject of his ire, but the resonance of
the emotion actually comes from some situation the vampire
dealt with in life. This condition results in many strange situ-
ations. A vampire who has never experienced a given emo-
tion before becoming Kindred might be emotionally confused,
while a vampiric artist might create a work of “art” that is
awkwardly devoid of any true emotional insight.

[omnce and Prtood

While each story you and your troupe tells will have its
own unique theme and mood, Vampire itself has a certain
theme and mood built into it. While you can certainly play
against type or push the overarching themes and moods into
the background, they are present nevertheless.

o
e

Many Kindred define their existence as an unanswerable
riddle: “A Beast I am, lest a Beast I become.” This idea makes
morality the core theme of Vampire. What will a vampire do
now that she’s become a vampire? Will she exult in the Beast’s
passions? Will she fight to retain her ties to what she knew in
her mortal life? Is her unlife a lie, played out falsely under the
pretense that she never became a vampire? Is her unlife a hell-
ish maraud through the dark side of evil wiles indulged? Most
Kindred’s unlives fall somewhere in between. That’s the crux
of the riddle, however. How much leeway does a vampire al-
low her Beast in order to acknowledge it and yet keep it from

overwhelming her?
Ptood

In some senses, Vampire’s mood corresponds to key elements
of the setting. The world is grim and brooding, with shadows
hiding ugly secrets and terrible threats. Play this up as much as
you wish — make the game a fount of boundless angst if you
choose. On the other hand, secrets and espionage are part of
the setting, so a conspiratorial mood is also very appropriate.
Optimally, a blend of the two serves the game best. A certain
amount of woe regarding the Kindred condition highlights the
game’s personal horror and gothic roots, while schemes and
secrets give the world a degree of creeping horror above the
personal level, revealing the true depth of its malignance bit by
bit, much like a darkening sky blanketing the world in night.

0%&77[; ﬂﬂ ZZ;c /%yawé

This book is broken up into numerous chapters, each cov-
ering a certain set of topics that relate to the information as it
will be used over the course of the game and in your chronicle.

This Introduction exists to give you a quick bit of exposure
to the world of Vampire’s Kindred, as well as a few ideas on

_ what the game is designed to do.

Chapter One concerns itself with a greatly in-depth look
at Kindred society as well as the world in which the Kindred
hide. It examines everything from covenants and customs to
domain politics and hoary secrets of the Danse Macabre, the
never-ending struggle between Kindred for supremacy.

Aspects of character are the focus of Chapter Two, from
details regarding creation of an alternate persona to the char-
acteristics of the clans to the mechanics of the Kindred’s un-
holy powers themselves.

The game’s systems and dice-rolling concerns make up
Chapter Three. These mechanics govern all of the aspects of
chance that occur during the course of a story, handling ev-
erything from characters threatened by frenzies spawned by
the Beast to suffering physical damage to losing one’s Moral-
ity and sanity, and even more.

Advice is offered to the Storyteller in Chapter Four. This
includes everything from suggestions on how to handle the
setting to considerations when structuring a chronicle. The
chapter includes a variety of pre-made antagonists for use in
stories as well.

Appendix One comprises bloodlines and new Disciplines.
One of the features of Vampire: The Requiem is a
customizable lineage system by which characters can create
their own unique broods and families of vampires, as well as
the unique powers to which they lay claim. This chapter in-
cludes a few of the bloodlines that are already assumed to be a
part of the setting, as well as systems by which players and
Storytellers can generate new ones.

Finally, a sample setting makes up Appendix Two. This
chapter includes a host of plot threads, secrets — oh, and
some common knowledge, too! — regarding the domain of
New Orleans, a stronghold for the covenant known as the

Lancea Sanctum.
Sovrcer and Louspiralom

Vampires have been part of people’s storytelling traditions
for hundreds of years. Vampire obviously concerns itself with
the gothic tradition and a familiar modern setting, so certain
sources are more influential than others. The “Additional In-
spirations” sections, below, include titles that don’t necessar-
ily feature vampires but that are thematically or dramatically
suitable for consideration.

Flon

The Vampire Chronicles by Anne Rice. One of modern fiction’s
most popular entries in the vampire genre, these books are prob-
ably more widely read than their seminal forerunners. The first
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three titles in the series are the most suitable for Vampire, as
later books in the series grow more epic in scale and more in-
volved with the stranger fringes of the supernatural world.

Dracula by Bram Stoker. This is the one that started it all,
drawing on real-world history and Eastern European lore to
make the vampire a contemporary monster.

“The Vampyre” by John Polidori. This short story arguably
marked the first modern usage of the vampire as a sentient
creature (as previous incarnations of vampires were little more
than blood-drinking corpses). Possibly homoerotic, this story
came out of a group of friends that included Lord Byron (upon
whom the Vampyre, Lord Ruthven, is modeled), Percy Shelley
and Mary Shelley, who made no small contributions to the
gothic and romantic movements themselves.

“Carmilla” by Sheridan LeFanu. A wonderful example of
the idea of vampires hiding among their prey, Carmilla (or
Millarca, or...) moved in and out of the lives of her prey, com-
ing back and reinventing herself as their memories left her
depredations behind. “Carmilla” has sexual overtones in the
same manner as Polidori’s “The Vampyre,” further establish-
ing the vampire as a sensual metaphor.

Additional Inspirations

Fear and Loathing in Las Vegas by Hunter S. Thompson,
Trainspotting and Filth by Irvine Welsh, The Bonfire of the Vani-
ties by Tom Wolfe, The Unburied by Charles Palliser, The Great
Gatsby and The Beautiful and Damned by E Scott Fitzgerald.

Ptores

Nosferatu, either the original E N. Murnau version featur-
ing Max Schreck or the Werner Herzog version featuring
Klaus Kinski. For weird, unsettling vampires with their own
strangeness and derangements, you can’t beat the tale of

Count Orlock.
Shadow of the Vampire starring John Malkovich and Willem

Defoe. Speaking of weirdness, this movie depicts the film-
ing of the original Nosferatu, casting many elements of the
production into question. Was the movie cursed? Did the
supernatural really plague the crew? Was Schreck really a
vampire himself?

The Lost Boys starring Kiefer Sutherland, Corey Haim and
Corey Feldman. While it occasionally lapses into lampoon
and camp, this is a horror movie at heart, especially in regard
to its treatment of the vampires. It almost single-handedly
establishes the modern vampire as a hip, cool and
countercultural icon, much like the rebels and antiheroes of
the romantic movement.

Near Dark starring Lance Henriksen and Bill Paxton. Want
to be scared to hell by vampires who don’t have any moral
accountability for their actions? See this movie.

The Hunger starring Catherine Deneuve and David Bowie.
Bringing the vampire-as-sexual-metaphor notion to the big
screen, this is one of the most sensual vampire movies ever
made. It also opens with a cameo performance by Bauhaus, for
those who like a bit of musical counterculture with their film.

The Tom Cruise/Brad Pitt film adaptation of Anne Rice’s
Interview with the Vampire deserves mention, as does Francis
Ford Coppola’s Dracula, but both works are mentioned in the

~ fiction section.

Additional Inspirations

Dangerous Liaisons, Blade Runner, Mulholland Drive, The
Manchurian Candidate, The Sixth Sense, Croupier,
Casablanca, Amadeus

2’4&44‘0

It gets touchy here: So many bands that are popular at
any given moment vanish without a trace shortly after their
popularity peaks. As such, we’ll just touch on a few musi-
cal genres and discuss their applicability, listing a few key
performers and composers.

Classical: Any elder who has spent over a century among

the undead probably has a greater knowledge of classical mu-
sical than popular music. With its intricate arrangements of
instruments and careful composition, classical music is the
archetypal sound of both refinement and conspiracy spanning
centuries. As you might expect, requiems are excellent ex-
amples of these types of music, as well. Recommended com-
posers include Beethoven, Bach, Dvorak and Mozart.

Punk: Punk’s original sound rose out of a desire to rebel
against the status quo and be seen and heard doing it. While
punk hasn’t aged particularly gracefully, it has at least retained
its hooky pop sensibilities, losing only the irony of such ac-
cessibility. Punk bands not to miss include the Sex Pistols,
the Damned, the Misfits and Black Flag.

Goth: It doesn’t get any more vampiric. Lyrics about bats,
blood and vampires flirt with religious, pagan or even blas-
phemous overtones, all put up against a bombastic wall of
sound that’s heavy on percussion and discordant guitars. Key
goth bands (even though many of them deny it) include the
Sisters of Mercy, This Mortal Coil, Faith and the Muse,
Switchblade Symphony and Bauhaus.

Additional Inspirations

Hey, who are we to tell you what music to listen to? No
doubt you have your own musical tastes and your own ideas
for using a certain song to highlight your Vampire experi-
ences. You needn’t even confine yourself to “vampire music.”
A certain Johnny Cash or Public Enemy song might suit a

" certain story or chronicle far better than Concrete Blonde’s
. “The Bloodletting” ever could.
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Chapser Upe:

Seeing that Christ was dead,
the soldiers did not break his Tegs,
e ¢ One of the soldiers, howeter,

pierced his side with a spear,

anid blood and water Mowed oul

A .:h'.r_rp af Christ’s Blood fell LEpOn the soldier’s lins,

] _ .
1 dr anid ke wiped it away with his hand
7ok S
s e Yet the next day, he stept past |
i § - . » -
=g artd roused from his stiember only at nightfall

And after tasting Christ’s blood,
he thirsted for
{ know.
[ know because I am that soldier,

— The Testamen! of Longinus




Evil gains work their punishment.

— Sophocles, Antigone

Try though they might, the Kindred are not, and never can
be, truly a part of mortal society. Regardless of their feelings,
their wishes or their intentions, vampires are always separate
from those around them. They are wolves amid the sheep,
and their very nature prevents them from ever forgetting or
ignoring that fact. No matter how much one of the Kindred
might love a mortal and wish to stay with him, the Blood
calls constantly. The Beast threatens a frenzy that all too of-
ten results in the violent death of those held dear. The Kin-
dred inability to stand beneath the gaze of the sun separates
them irrevocably from the greater portion of the culture, the
society and the life that surrounds them. They are provincial
creatures who think almost solely on a local level, because
the greater portion of the world is well beyond their reach.

Mortals create communities, almost despite themselves.
They portion off nations, celebrating cultures that have
evolved over centuries, if not millennia. They are all a part of
something greater than themselves, even if they fail — or
choose not — to acknowledge it.

The Kindred, however, are bound for the most part to the
cities that the kine — the living — have created, and each of
those cities is a distinct and separate domain. The Kindred
have no nations, no overarching government; the local ruler
is the only ruler. Although a vampire retains a sense of iden-
tity or memories from her mortal life, she does not belong.
She is no longer a part of whatever greater body with which
she identified. Rather, any loyalty or sense of belonging she
has is limited to local circles: fealty to the Prince, member-
ship in a covenant or clan. These are the only connections
the Kindred can truly maintain, the only cultures of which
they are truly a part, and it is upon them that the entirety of

their society is built.
Cco—

It begins with death — a torrid rush of blood spilling from
the throat or wrist of the victim. At the right moment, the
vampire tears her own skin and places a few drops of precious
Vitae on the lips of the victim. The dark magic works its blas-
phemous miracle then. The vessel dies... and yet he doesn’t.
While his natural processes cease, his sire’s Vitae infuses him
with the force that sustains him beyond death. This is the

Embrace, the first step from existence as a mortal into the
gothic world of the Damned.

What is the secret? What causes vampires to rise from be-
yond their natural life, to consume the blood of their erst-
while mortal fellows? Even the most erudite of the vampiric
race do not know. Origin stories trace vampirism back to the
Bible, to pagan ways and witchcraft, to the infamous Vlad
Dracul, to the Devil himself and to any number of other
sources. Every culture in the world has vampires in its my-
thology, and likely among its populace as well. “The Kindred
condition” is an utter mystery, with an unknown number of
members but no shortage of would-be prophets and philoso-
phers with their own dogmas, theories and heresies as to the
meaning or genesis of damnation.

If anything is certain, it’s that the Embrace is not some kind
of blessed immortality. Existence as a vampire is a curse, and
quite possibly a curse handed down by God Himself. While
being one of the undead certainly has its advantages — Disci-
plines (the mystical and eldritch powers of the Damned),
deathlessness, the potential to transcend mortal boundaries
— the drawbacks easily outweigh them. The price of undeath
is steep, as foolish romantics infatuated by the myth of the
vampire occasionally learn. One is forever apart from the world
into which he was born, unconsciously shunned by it. Indeed,
he can only pretend to be a part of it, and even that for only a
short while, as the vampiric state forces him to prey on that
world. It is his sustenance now, rather than his company. Never
again shall a vampire see the light of the sun without feeling
it burn him. Never again will he know the vital pleasures of
life. The Requiem is a forced ostracism that may literally last
forever. No wonder, then, that so many of the Kindred blind
themselves to it with their petty schemes and rivalries. Their
endless war, the Danse Macabre, might be the only way to
escape their damnation, and even then, it is only a distrac-
tion and not true redemption.

o ~—
[t is curious, if not unfitting, that the most common name
for unlife among the Kindred is a musical reference, the Re-

quiem. The word itself means a mass or musical composition
for the dead. In some cases, a requiem is a dirge. In other cases
q
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it is a chant intended for the dead’s repose. In still others, it is
a gesture of respect.

No surprise, then, that the word has taken on its own mean-
ing among the Kindred. The word has connotations of its own,
suggesting that the Kindred must have adopted it in a more
enlightened or sophisticated time. Tonight, however, all but
the most cloistered Kindred knows that the word bears its
own specialized meaning. The Requiem is the Kindred’s unlife,
the grand, doomed waltz through which every one of their
kind dances every night, urged on by metaphorical strains of
music that represent the hidden powers that guide, manipu-

late and inspire them.
B/, Iz

The reasons for Embracing are many and varied, and every
Kindred who exists in the world tonight probably has a host
of her own for why she’d Embrace a childe. First and foremost
is loneliness, as becoming Kindred imposes a state of isolation
that many vampires seek to combat. Of course, the Embrace
creates another Kindred — who is then himself alien and iso-
lated, continuing the desperate, doomed cycle. Some Kindred
Embrace to preserve a mortal’s talents, only to find that the
Embrace renders that childe unable to reach the apex of her
living abilities. Other Kindred Embrace out of a sense of duty
or to prevent disaster, such as when accidentally killing a ves-
sel and then “saving” her with the curse of undeath — whose
existence will then possibly doom other mortals on down the
road. The trend is inevitable but irreversible. Despite its in-
tentions, the Embrace never causes anything but damnation,
as it brings another vampire into the world.

Whatever the reason, no vampire is Embraced recklessly or
without some degree of thought on the part of the vampire
making a new childe. Creating a Kindred requires an act of
immense will, and even a vampire who says she created a childe
“just because” certainly hides her own reasons.

%Qawm

If an individual vampire’s existence is the Requiem, the way
she interacts with her fellow Kindred is the Danse Macabre,
through which any number of individual Requiems play, con-
flict, resolve and end.

To many Kindred, the Danse Macabre has negative conno-
tations. Relationships between Kindred are forced, at best, as
vampires are seemingly designed to be solitary predators. The
Embrace doesn’t completely deny the urges the individual
knew as a mortal, however. Inevitably over the course of
undeath, all but the most withdrawn yearn for contact among
those who might be able to understand them. Is it so unnatu-
ral to seek fellowship among others who have experienced
the same pains and sorrows inflicted upon them (and inflicted
by them) throughout the Requiem?

Indeed, the notion has undeniable risks. Although the Em-
brace doesn’t strip the Man from the individual, it leaves its
own mark, that of the Beast, the urges and wiles of the facet
of personality inside all Kindred that requires blood to sur-
vive and doesn’t care who it hurts to fulfill that goal. When
Kindred come in contact, they innately fear or see each other

e,

e

as a challenge. Indeed, all Kindred vie for limited resources
and secrecy, and other Kindred threaten both. In a world where
Kindred must skulk and kill to survive, how trustworthy is
any other vampire?

The Requiem weighs on the Kindred soul. When one knows
he will never truly die, he has no sense of urgency. Over the
course of forever, what can sustain a vampire’s interest, or even
a Kindred of a hundred years’ unlife? In the interests of fight-
ing off their own timeless malaise, the Kindred plot and scheme
against each other. Once they’ve exhausted all of the sources
that legitimately brought joy or interest to their unlives, many
turn to treachery in hopes of provoking any response at all
from their jaded emotions.

This last, then, is the true Danse Macabre, the “dance of
death” orchestrated by vampires to elevate themselves above
their peers socially, politically or even physically. It is a dan-
gerous dance, punctuated by vampiric traps, scheming elders,
ambitious neonates and ruses that can take decades, centu-
ries or even millennia to come to fruition. The Kindred po-
tentially have forever to concoct their master plans and hatch
their vendettas — they have no need to rush. For many vam-
pires, revenge is best when left to grow cold, prompting an-
other turn in the Danse Macabre in response. Thus the cycle
continues indefinitely.

The Danse Macabre is at once a saving grace and a resigna-
tion to damnation, for it distracts the Kindred from their ni-
hilistic, introspective Requiems, but only by causing conflict

that jeopardizes those very Requiem:s.
/éj 4«4

A clan is a vampiric lineage. The Kindred acknowledge five
clans, and all Kindred belong to one clan or another. The
most widely accepted theory regarding clans is that they are
like “families” of vampires. Members of clans all inherit cer-
tain mystical commonalities, from acumen with certain Dis-
ciplines to traditional shortcomings for their particular type.
One of the failings of the “families” theory is that none of the
clan progenitors are reliably known, and only a few are guessed
at with any degree of confidence. Certainly, the clans came
from somewhere — but where? In a modern context, only
two Kindred are known to have no clan, and they haven’t
reliably demonstrated that they’ve been able to Embrace over
the course of their Requiems. These vampires, the legendary
Dracula and the Roman centurion Longinus are responsible
for the creation of certain covenants, not clans, but might
they be on a path toward clan creation themselves? And if
the origin of clans doesn’t lie with certain progenitor vam-
pires, from what source do clans originate? If Longinus and
Dracula have no clan, who’s to say that other, more secretive
Kindred haven’t also suffered the curse in the same way?

Tonight, the influence of the clans is felt almost everywhere.
The five clans have a presence throughout the Western world,
or so it is believed. The Kindred definitely came to the New
World along with the early colonists, suggesting that these
vampires are European in origin, or that they grew out of the
civilizations that first populated the world and followed the
movements of mortal men. Oral histories and sparse records
indicate that some vampiric presence existed among the tribal
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cultures of North America before its colonization, but whether
these creatures were members of clans or solitary, unique be-
ings — or even if they were truly vampires at all — cannot be
determined. While information on the Far East is fleeting,
members of the five clans are known to be active there, as
they are in Africa, South America and much of the Middle
East. Still, little is known about how indigenous culture shapes
the understanding of clans in all these regions, and anyone
attempting to study the phenomenon is probably wise to take
no presuppositions with him.

A bloodline is like a clan, but its characteristics are not so
universal. It might help to think of a bloodline as a “sub-clan.”
Not all vampires are members of bloodlines. Each bloodline
has a parent clan from which it distinctly diverges, yet claims
descent. Kindred scholars have no reliable estimates of how
many bloodlines exist in the world tonight, because blood-
lines can arise at any time and few of them would stand up to
be counted, even if some formal roster of them were made.

0@ aeJa

The Daeva are emotional, sensual and desirable. Sexual
predators and sensual hedonists alike populate the ranks of
these succubi-seducers.

Among Kindred historians, the Daeva are suspected of be-
ing one of the oldest clans of the Damned. Their moniker
suggests a Persian mythological origin, and their abilities sug-
gest that they could be related to the demons from which
they take their name. A few ancient writings suggest that the
progenitor of the line was a Kindred known as Aesma Daeva,
but vampiric scholars debate whether this individual was ac-
tually undead or the writings merely draw comparisons to the
Persian demon of lust and anger.

The name “Daeva” predates the commonly accepted origin
point of Kindred society, generally understood to parallel the
ascension of Rome. Certainly, some incarnation of the Daeva
existed before then, but whether they had their own society
or were merely a rabble of lust-crazed revenants is unknown.
After the rise of Rome, the Daeva had become an inextri-
cable part of Kindred society, and vampiric history shows that
they were very active in the Camarilla, the first known social

contract of the undead.
g/ow?‘/l/e/

The Gangrel are primal, hardy and savage. They embody
the myths of vampires turning into animals or otherwise
changing form (wolves, bats, mist).

Many Kindred believe that the Gangrel clan is an old one,
but due to the Gangrel’s bestial nature, few records exist that
can connect their origins to any specific time period. While
the murky pre-history of the Kindred contains any number of
legends about bestial vampires, not all of these tales coincide
with the hallmarks of the Gangrel.

Geographically, the Gangrel seem to hail from what is to-
night Eastern Europe, where they came in contact with the
nascent Camarilla and were reluctantly drawn into that soci-
ety. As Rome’s holdings moved westward, so, too did the
Camarilla and thus the Gangrel. Historians also theorize strong

St
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Gangrel roots in what is modern Scandinavia. Since those
early nights of society, the Gangrel have chosen the outlying
borders of domains for their own territories. As such, Gangrel
are often seen as pioneers, eking out an existence where do-
mains will later form, or as scavengers, clinging desperately to
territories and refusing to yield once domains have fallen.

ek fel~

The Mekhet are quick, discreet and wise. Legends of vam-
pires hiding in shadows, preying secretly on victims, and even
learning secrets no one else but the keeper is supposed to know
probably refer to Mekhet activities.

Some of the oldest Kindred known to the vampiric world
are members of Clan Mekhet, though most spend their time
harrowed by the cold sleep known as torpor. While most are
predisposed toward solitude, some have traveled with mortal
armies and are even suspected of forming undead mercenary
factions of their own. As with most other clans, nothing veri-
fiable is known about the progenitor of the Mekhet line. Many
stories depict reclusive Mekhet cult-leaders or masters of
schools of stealthy soldiers, so the clan might have origins
that abut the Pharaohs or philosopher-kings of the Classical
or Ancient worlds.

The name Mekhet itself gives some clues as to the clan’s ori-
gin, as it is an Egyptian word for “amulet.” Some of the most
venerable elders certainly bear features that might be described
as Egyptian, while a few have classical Hellenic complexions,
which isn’t surprising, considering Greece’s proximity to Egypt.
The commerce between the Egyptians and Greeks, and later
the Romans, corresponds with the legendary travels of mem-
bers of this clan, as well as their formative role in the nascent
Camarilla. Since that time, the Mekhet have traveled wher-
ever shadows have fallen, wherever secrets lay hidden, and
wherever Kindred call upon others to give them counsel.
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The Nosferatu are stealthy, strong and terrifying. Their very

presence unnerves people, whether by physical ugliness, foul
stench or nebulous personal malignance.

Studies of Nosferatu legend suggest that the clan is rela-
tively young, possibly originating not too long before the rise
of Rome, and possibly among the peoples it conquered. Cer-
tainly, the Nosferatu were active among the clans of the
Camarilla, but proof of their presence before then is spotty at
best. And yet, claims occasionally surface about very old Kin-
dred who, if not Nosferatu, are strikingly like the Nosferatu.
Whether these vampires are indeed members of the same clan,
are Kindred of some “proto-clan” that became the Nosferatu,
or are entirely unrelated can only be guessed at.

Legends of the nosferatu are historically heaviest in central
Europe, particularly in Germany, northern Italy and eastern
France. Early records describing what seem to be broods of
Nosferatu also originate in modern Poland, Slovakia, Hun-
gary, Romania, Bulgaria and Greece, with some indication of
presence in north Africa as well. Like the Gangrel, Nosferatu
tend to either seek out territories before or after most of Kin-
dred culture bothers with them. Unlike the Gangrel, though,
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the Nosferatu adapt relatively quickly to the presence of other
vampires, relying on their monstrous nature to make a place
for them in the society of the Damned.

Yo

The Ventrue are regal, commanding and aristocratic. Vam-
pires as everything from Eastern European lords on the moun-
tain to gentrified nobles to modern corporate raiders belong
to this clan.

Surprisingly, the Ventrue are understood to be the young-
est of the clans, almost certainly originating in Rome itself,
probably in tandem with the formation of the Camarilla.
While their history is relatively short (in vampiric terms), it
is also distinguished, as the Ventrue are made to rule. Although
none remember the name of the first Ventrue, various vampiric
histories do ascribe the origin of the clan, which was believed
to once be a covenant, to a single female vampire. A darker
history implies that this Kindred was not the first of the
Ventrue line, but that she consumed the soul of her own sire,
and in so doing founded a new bloodline that rose to the sta-
tus of a proper clan.

As might be surmised, the Ventrue have historically been
strongest in Europe, from which they grew into North and Cen-
tral America, but their presence elsewhere in the world has
been relatively minor. As a clan, their numbers are probably
fewer than those of any other clan, but such things vary by
domain, as one vampire community might consist of nothing
but Ventrue — likely all the preeminent Kindred’s progeny.

é a; ercef

Decades and centuries ago, when cities were smaller and tech-
nology far less advanced, the Kindred could afford to remain
solitary predators, moving alone through the massed ranks of
humanity. Tonight, the world has changed. Both mortal and
Kindred populations are substantially larger than anyone could
have dreamed even a few score years ago. Kindred, particularly
young ones with no political clout and minimal influence in
the mortal world, need allies in ways their elders never did at
their age. Combined with the lingering desire for companion-
ship left over from their mortal days, this need inspires modern
Kindred to gather in small social groups called coteries.

The coterie, which normally consists of anywhere from three
to six Kindred, with a few unusual groups growing as large as a
dozen, has existed as an ideal for hundreds of years. In ages
past, coteries tended to assemble for a specific purpose, such
as the taking of an important road and the construction of a
lair, or perhaps defending a domain against outside aggres-
sion. The notion of a coterie that assembles and remains to-
gether for long-term goals, or even more strangely for social
purposes, seems alien and artificial to most elders tonight.
Their positions in society are already secure, their havens well
hidden from enemies and unsuspecting kine alike. They dis-
miss the formation of coteries as youthful foolishness, or even
worse as the behavior of animals.

For those Kindred not considered elders, however, coteries
are just common sense. Some modern coteries do assemble
for a particular goal, as they did in years past. It might be an
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objective that members wish to achieve, or they might be
assembled at the behest of a Kindred leader, faction, their sires
or by any others with the authority to demand some service of
the group members. In most cases, coteries are purely social
constructs, with no purpose other than the long-term benefit
and mutual protection of their membership. They provide al-
lies and support that young Kindred haven’t yet managed to
find anywhere else. At the very least, such community pro-
vides someone to watch one’s back, to aid in the hunt and to
corroborate any accounts that might have to be given to el-
ders or authorities — advantages not be underestimated in

the world of the Damned.

That said, coteries aren’t happy bands of friends rollicking
through a domain. The mistrust endemic to all Kindred doesn’t
end with the formation of a group. Coteries are subject to the
same internal squabbling, double-dealing and, on occasion,
outright betrayal as any other Kindred institution, especially
owing to the fact that most coteries are cosmopolitan with
regard to members’ origins. In fact, almost every coterie ever
formed is temporary; even if it lasts decades, it eventually falls
apart. The more time that passes, the more opportunities for
advancement by betrayal (or at least abandonment) come up,
and eventually some member is almost certain to succumb to
temptation. Even on the off chance that nobody leaves or
turns against the group, Kindred tend to grow increasingly
paranoid as they age. Considering the sort of society in which
they “grow up,” this reaction isn’t unreasonable. What it
means, however, is that beyond a certain age, most vampires
aren’t willing to trust their former coterie-mates, even if no-
body has engaged in any direct treachery. Those coteries that
don’t tear apart due to dishonesty or ambition inevitably sepa-
rate out of mistrust that someone will turn traitor.

Exceptions exist, of course. Some elders still operate in,
or at least maintain contact with, their former coteries, if
only to maintain longstanding networks of contacts, allies
and the like. These long-lasting groups are rare, though. For
the most part, elders continue to mistrust the notion of co-
teries — even those who, in their youth, were members of
one — and, by extension, they often mistrust those fledg-
lings who form them. In fact, though few admit it, many
elders fear the spread of the coterie phenomenon, concerned
that it will provide future rivals with a base of power they

themselves cannot exploit.
DLeod Bt s

The society of the Damned is a mysterious and alien thing. Af-
ter all, Kindred nature — the innate paranoia, distrust and ani-
mosity that vampires often hold toward one another, to say noth-
ing of their constant squabbles over hunting territory — would
seem to suggest that they were intended to be lone hunters.

Some believe that Kindred society exists now as it has for thou-
sands of years. Legend has it that vampires once ruled as kings
and that their feudal domains have simply passed down through
the centuries. Of course, no vampire who walks the Earth to-
night, or at least none known, can truly recall the details of events
so long past. The memories of those Kindred who have slept
away the decades grow uncertain, dreams intruding on reality,
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and none of them can truly know what was from what they sim-
ply believe to remember.

Some Kindred, particularly among the neonates, believe that
their society is a more recent development, at least in histori-
cal terms. They maintain that only in the modern era, when
hiding from the kine has truly become difficult thanks to rapid
communication and other technological advancement, has Kin-
dred isolation from humankind become complete. Only now,
they claim, has the need for a separate society developed.

The primary purpose of Kindred society, Kindred philoso-
phers believe, is regulation. Kindred gather not merely in
physical proximity, but socially, under a local government
because enough of them recognize the need to police their
own. Were the Kindred to dwell in the crowded cities with
no overt authority, nothing would prevent the indiscrete or
foolish from waging war with one another openly, feeding in-
discriminately or otherwise threatening each other’s vitality.
A figure known as the Prince (or whoever represents the lo-
cal government) is an enforcer, first and foremost.

Beyond this, Kindred claim that their kind cleave together
socially for reasons far more personal and ingrained than the need
to protect themselves from each other. Kindred society grants its
members something they could never have among mortals: a
sense of belonging, of community. Vampires might despise the
greater portion of their fellows and their Prince or governor —
and a great many do — but this is nevertheless their community,
their city. Where mortals turn to family, the Kindred have clans.
Where mortals form nations and cultures, the Kindred have cov-
enants. These social constructs allow the Kindred to feel as though
they’re a part of something, to counter the extreme isolation that
they would otherwise suffer for all eternity.

The Kindred are still outsiders, proponents of this idealized
state, but at least their domains and clans and covenants al-
low them to be outsiders together.

Many elders, of course, consider such theories a heap of
mealy mouthed, revisionist, self-indulgent effluvia spewed by
idle childer with no knowledge of the way the world works.
As they cannot provide any evidence for their conservative,
“society has always existed thus” attitudes, however, elders
aren’t likely to silence the social theorists any time soon. And
thus the Danse Macabre continues on one more front.

e

THE COVENANTS

A covenant is a social unit of vampires. Each is
an artificial group comprising Kindred with similar
philosophies, ideals, political aims and even
religious notions. Vampires can usually belong to
only one covenant at a time, as members are
somewhat exclusionary about their principles, but
Kindred sometimes leave one covenant to join
another, evade notice of membership in multiple
covenants, or actively concoct false identities with
which to spy on other covenants. Some vampires
belong to no covenant at all. While all of these
groups receive greater treatment elsewhere in this
book, it helps to familiarize yourself with some
of their basic notions.

The Carthians seek to reconcile Kindred society
with modern governmental structures and social
systems. In any number of cities across the world,
the Carthian experiment is in some stage of its
inexorable cycle, running from naive idealism to
“the revolution eats its children.”

The Circle of the Crone venerates a variety of
female figures as an amalgamated creator of
vampires, the Mother of all Monsters. Regarded
as pagans by some of the more conservative
Kindred factions, the Circle relies more on holistics
and redemption than on the penitence and guilt
of other ideological covenants. Its members are
sorcerers and blood witches.

The Invictus is the aristocracy of the night.
Neofeudal and corrupt from within, it is
nonetheless a powerful covenant that draws
strength from tradition. The Invictus claims to
trace its roots back as far as ancient Rome, if
not before.

The Lancea Sanctum looks to Biblical history
for its spiritual outlook. The covenant seeks to
influence Kindred society with the strictures of
Longinus, who was believed to be a progenitor
turned into one of the Damned by the blood of
Christ. The covenant practices a magic that draws
on elements from Biblical times, when God’s will
was manifest.

The Ordo Dracul is a neo-Victorian faction not
unlike a secret society. It commands mystical
knowledge and rituals that allow members to
transcend their vampiric state. The covenant
claims descent from the historical Vlad Tepes —
Dracula himself.

Kindred who belong to no covenant at all are
known by many names, but among the most
universal are “the unaligned” or “the unbound.”
They have no formal structure, and many just want
to handle the Requiem on their own terms, rather
than those of covenants or other institutions.

<
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So how many Kindred are there? If they’ve got a society,
they must exist in pretty substantial numbers, yet they’ve man-

aged to keep themselves more or less hidden from the major-
ity of the mortals around them.

The truth is, Kindred numbers vary from city to city. In most
small cities, the proportion of undead to mortals tends to be
relatively low: One vampire per 100,000 or more mortals is not
uncommon. In large cities, the ratio is usually nearer one vam-
pire per 50,000 mortals. In some cities that seem to draw the
Kindred for whatever reason — cities such as New York, Lon-
don, New Orleans and Chicago — the ratio can be substan-
tially higher. Most Princes don’t particularly keep track. As long
as the population doesn’t grow so high that people take notice
of the predators among them, numbers don’t matter.

If one were to take a worldwide average, the ratio is prob-
ably around the one-to-50,000 mark. It fluctuates so thor-
oughly from domain to domain that one should never assume
that any given population corresponds to that figure.
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A Gl Fope

Perhaps the single greatest reason vampire society has de-
veloped as it has is the Kindred’s unbreakable tie to the city.
The undead are bound to the cities of the kine as tightly as
they are to the Blood itself. For them, the city is really a cage,
gilded though it might be, and the Kindred could no more
abandon it than they could become vegetarians.

It would be foolish, of course, to suggest that Kindred never
travel. If they did not, they could never have spread as hu-
manity has, and they would still be restricted to select areas of
the Old World. Despite all the reasons not to, reasons that
have literally shaped Kindred society as it’s known tonight,
travel is sometimes necessary (or simply the best of a list of
bad options). It’s not that Kindred don’t travel, it’s that they
don’t travel casually.

What is it, then, about cities that holds the Kindred as
though their feet were nailed to the floor? Why does each city
exist as its own fiefdom, with little if any congress between it
and its neighbor?

@4,7 N e Well

Perhaps the most obvious reason for the Kindred to
gather in cities, and to remain there, is the simple fact
that that’s where the people are. Ultimately, no matter
what sort of religious, cultural or mystical face the Kin-
dred wish to put on it, blood is all that matters. It’s at the
core of everything they do. While hunting is never a sure

thing, a Kindred can be relatively certain that, with a rea-

sonable degree of care and effort, she can find someone

on whom to feed in a city without attracting too much
attention. Cities have slums, clubs, drug dens, hospitals
and, if it comes down to it, dark alleys. Even when Kin-
dred can find people elsewhere, they don’t always present
a viable opportunity for feeding.

Certainly, it might be possible for a particularly hardy or

" desperate vampire to eke out an existence outside an urban [
. center. A rustic town of 500 people out in the middle of s

nowhere might provide enough Vitae to support a particu-
larly careful Kindred for a short time. In a population of that
size, however, someone would eventually discover his dep-

redations when he inevitably loses control and frenzies. At -

best, the vampire has a frightened, angry population of mor-
tals on his hands, all of whom move on or look for the cul-
prit with shotguns. At worst, the elaborate charade that hides
the Kindred from the world’s awareness is compromised, at
least on a local level.

Some few vampires take the idea of escape a step further
and attempt to survive in the wilds, feeding on animals. Many
give it up after a relatively short time, though. Not only do
they face a relative paucity of available blood, Kindred even-
tually reach the point at which animals are no longer sustain-
ing. Why scavenge and scrounge in the yard when they can
simply stay nearer the table and feast?

In addition to the difficulties involved in feeding, existing
outside a city invariably leaves a Kindred subject to the other
hazards and difficulties inherent to travel.
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The paradox of the Kindred is that they possess both the
solitary nature of the predator and the social leanings of hu-
mans. They gather in groups, though their competitive and
aggressive nature often renders such gathering dangerous, or
at least uncomfortable. They compete against one another —
plotting, scheming, backstabbing — yet they find themselves
unable to function in other environments. Even if the Kin-
dred could easily acquire blood outside the urban sprawl, few
would be willing to leave cities behind, for both Kindred and
mortal society supports them.

The Kindred gain most of their power and strength not from
their own innate abilities, but from the influence they wield
in the mortal world. No matter how old or powerful a vam-
pire is, someone is always older and stronger. Why risk one’s
own potentially eternal existence, miserable as it might be at
times, when one can manipulate pawns into taking those risks
instead? Rare is the Kindred without some influence, or at
least a few contacts, whether in government, business, orga-
nized crime or in some other potentially useful element of
kine society. And for the most part, those connections are all
within the city because that’s where the people are.

A Kindred without his contacts is, to a large extent, help-
less. He certainly has his innate powers — the strength and
abilities inherent in the Blood and his undead nature — but
so do his enemies, and he no longer has any help on which
to call.

Even Kindred society serves as something of a safety net, as
long as everyone involved is willing to follow the rules. For
the most part, any given vampire is unlikely to attack another
openly within the city. All but the most desperate Kindred
think twice before blatantly violating the Traditions of their
kind or the local law for fear of reprisal from the Prince and
other authorities. Away from the reach of the Prince, how-
ever, all bets are off. For the Kindred, anything beyond the
city limits is lawless territory, lacking any supreme authority
to whom grievances can be brought. As most wise Kindred
stay inside their cage, those who do not have no undead allies
on whom to call, just as they have few or no mortal pawns.

<> ——f—<c

PLAYING THE DANSE M ACABRE

The need to build up both mortal influence and
Kindred allies is a vicious cycle that constantly
feeds into itself. Young, unattached Kindred who
are new to the Requiem quickly find that they
need some degree of leverage in order to make a
place for themselves in the world of the Damned.
Maybe a fledgling vampire has accidentally
angered another neonate, someone holds a
grudge against her sire, she needs to convince an
elder to allow her to feed in his territory, or maybe
she simply runs across someone who dislikes her
covenant, clan, bloodline or hair color. She needs
allies among the other local Kindred, or at least
something to offer or with which to threaten her
rival. The greatest asset most Kindred truly have
to offer one another is access to their ties and

connections in mortal society. Certainly, some
particularly skilled Kindred provide other services,
and a Prince can offer territory or other special
privileges, but influence is the currency with which
most Kindred barter. One elder with leverage at
the local airport might agree to smuggle
something for another, if the other will use his
own contacts to make sure that the police don't
break up the first’s drug-trafficking operation.
Without some measure of influence in mortal
society, most Kindred have little to trade.

So the young vampire discovers that she must
develop mortal allies and contacts if she wishes
to cultivate Kindred allies. The more Kindred allies
she has, however, the more attention she draws.
The enemies of her allies become her enemies.
Other Kindred who might have left her alone
suddenly see her rising in power and decide to
cut her off at the knees before she becomes
dangerous. Suddenly, her allies aren't sufficient.
She needs more connections, more influential
sponsors. For that, she needs to develop more
contacts and influence in kine society.

Despite the amicable-sounding name they have
chosen for themselves, the “Kindred” don’t
particularly see themselves as family unless they're
forced to do so. The bonds of friendship are all
but nonexistent among vampires, and those
relationships that do form against all odds rarely
survive as long as those who enter into them.
Kindred who attempt to remain aloof, who try to
avoid entangling themselves in mortal or Kindred
affairs, usually find that society won't permit them
to sit the game out.

And so it goes, an endless loop ensuring that
few Kindred ever manage to haul themselves out
of the quagmire that is the modern city.

Sttt

The bonds of clan, bloodline or covenant also provide ample
ties to make common cause between vampires. Kindred who
dwell among a large population of, or in a region dominated
by, their clanmates and covenant members have an undeni-
able social and political advantage over those who do not.
These social bonds are, almost by definition, found entirely
within cities. Leaving them all behind might seem like a lib-
erating notion to young Kindred, as they wouldn’t have to
worry about upsetting their brethren, angering elders, hunt-
ing on the wrong ground or speaking to the wrong person.
Too many Kindred have found, however, that the inherent
difficulties of surviving away from population centers are
greater than expected, and they have no assistance on which

to call.
d(am/;w

One of the most ingrained reasons to remain in cities is
loneliness. Kindred are no longer mortal, but the transition is
relatively recent for most. Not even the eldest can fully shake
the last lingering traces of what they used to be. Predators
tend toward solitude by nature, but people are gregarious in
the extreme, and the Kindred’s waning sense of community,
of belonging, helps tie them to their remaining Humanity.
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Vampires certainly feel lonely as often or as easily as mortals
do (if not more so), and some who remain apart from the
masses too long discover they can no longer blend in when
they attempt to return.

Some young Kindred have recently attempted to survive in
the wild as coteries, rather than as individuals. Doing so goes
a long way toward alleviating the loneliness of such isolation,
but many of these coteries run into difficulties finding enough
sustenance upon which to feed. It’s hard enough for a lone
Kindred to feed herself on animals and the occasional hitch-
hiker. For a group, the task is extremely challenging in the

long run.
544;“%

One of the most ancient and honored surviving Kindred
customs, and one whose importance many modern neonates
drastically underestimate, is that of Elysium. In essence, a
Prince may declare specific locations of his city to be Elysium,
places free of violence, safe for all Kindred. Most official Kin-
dred business takes place in Elysium. The Prince’s court is
most frequently held in one such location, and most young
vampires who need to speak with a leader or elder come to
Elysium to seek them out. Politics and intrigue are as com-
mon here as rats on the street outside, with debate and nego-
tiation heard as frequently as casual gossip. Many elders spend
entire nights here, and while neonates are welcome (most of
the time), they are expected to remember their place.

Most areas of Elysium are cultural or artistic centers, con-
ducive to intellectual pursuits and the sense of calm reflec-
tion that most Princes hope to maintain. Such places include
everything from theaters and opera houses to museums and
galleries to university halls and libraries. As more Princes come
to accept the ways and conveniences of the modern world,
and as young Kindred ascend to positions of power, the num-
ber of nightclubs and restaurants declared Elysium grows as
well. In any case, wherever an Elysium is, attendees are ex-
pected to dress and comport themselves appropriately, for the
sake of the secrecy, if not simple courtesy.

While refreshments are often provided at Elysium, espe-
cially during court or other formal gatherings, such is not al-
ways the case. It is considered bad manners to show up to
Elysium hungry, as not only does doing so lead to short tem-
pers and potential violations of the laws of nonviolence, but
most Princes discourage or even forbid hunting within sev-
eral blocks of Elysium. After all, these locations are centers of
Kindred activity. If hunting were permitted in the region, it
would only be a matter of time before the number of strange
occurrences and deaths attracted attention. Kindred who bring
guests to Elysium — be they blood slaves, mortal retainers,
new childer, vampires from outside the city or even local Kin-
dred who simply were not specifically invited to a given event
— are responsible for their guests’ behavior, and they can be
punished severely for violations committed by companions.

Any sort of physical or mystical confrontation is strictly
forbidden within Elysium (though social conflict has risen to
both an art form and outright war). Violators of this rule are
inevitably banished or executed posthaste. When tempers flare

beyond words, the Prince, Sheriff or Master of Elysium might
ask those involved to leave and cool off elsewhere in hopes of
heading off an explosion that would result in violence and
punishment. Elysium is strictly neutral ground, and Kindred
are expected to leave their conflicts — or at least any physi-
cal continuation of them — outside. That said, elders are ex-
perts at holding grudges, and while a neonate might get away
with mouthing off to an elder while inside, he’d better have
reliable transportation home and learn to sleep with one eye
open. Many Kindred conflicts that have eventually erupted
in violence began with a single misspoken word in the corri-

dors of Elysium.
Hovens

Any discussion of Kindred safety and security from zealous
enemies must eventually turn to the concept of the haven —
at once a vampire’s resting place, personal domain and pri-
vate inner sanctum. A haven is the place (perhaps the only
place) where a vampire can reliably find shelter from the sun
while she sleeps the day away. Due to the Kindred’s inhospi-
table relationship with the sun, the selection and administra-
tion of one’s haven can often be (or quickly become) one of
the most important aspects of a young vampire’s unlife.

The vast majority of neonates do not begin their unlives
with an established haven of their own. As a rule, mortals do
not keep their domiciles in a condition well suited to a
vampire’s needs, so the Embrace often forces an immediate
change of environs upon a newly created fledgling. More of-
ten than not, a Kindred’s sire provides his new progeny with a
haven, even if only temporarily. Once a neonate has grown
accustomed to the rules of his new existence, he may then —
often with his sire’s assistance — procure a haven of his own
somewhere in the domain. Once in a while, the neonate
merely returns to his former, mortal residence with the intent
of renovating, and indeed, some types of homes need surpris-
ingly little work in order to become functional havens. Most
of the time, though, the sire advises against such a move, as it
invites questions from one’s former life and generally compli-
cates a young vampire’s existence unnecessarily.

>

A Si1re’s HOSPITALITY

A strange, unofficial tradition has arisen over
time concerning havens, and it is one that has
caused no small measure of ill will between sires
and childer over the centuries. The tradition is
seen most often among the Ventrue clan, and
many believe that the custom’s origins can be
traced back to an ancient Eastern European
mortal convention. Regardless, some Kindred
follow a tradition that says a sire is responsible
for housing his progeny until such time as that
protege is released into the world. After all, they
argue, once a neonate has a haven of his own,
he technically has his own personal domain, and
many old-fashioned sires do not believe that
childer are entitled to the rights of domain until
such time as they are released. Therefore, the
waiting period for receiving a haven of one’s
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own can be much longer than a neonate
expects, depending on his sire’s sense of
convention. Many bitter neonates are quick to
point out the fact that being beholden to one’s
sire for protection from the banes of one’s
existence, as well as for one’s political station
in vampiric society, puts one’s entire unlife in
the sire’s hands, and that’s just how many sires
like it. Thankfully, this tradition is practiced less
and less frequently as time marches on, and
tonight, few sires would even want their
fledgling childer dwelling under the same roof
with them for years on end.

e

A haven itself is a very personal affair. Given the sheer
amount of time a Kindred must spend within — at least 12
hours a day, for all eternity — a haven can become the only
thing its owner will see in any real sense as his own. One
does not have to be aesthetically obsessed to appreciate a
level of personalization in the home, and even the most
Spartan vampire eventually develops some sense of indi-
vidual style (or at least efficiency) in the design, decoration
and layout of his haven.

Technically speaking, a haven is nothing more than a
vampire’s home. At least, that’s all it has to be to fit the
definition. As such, there exist just as many different kinds
of havens as mortal domiciles, or even more, considering
the options at a vampire’s disposal. The average mortal can’t
stand living under extreme weather or pressure conditions,
but such considerations mean very little to the undead.
Some Kindred (especially the Gangrel and some Nosferatu)
enjoy the solitude offered by inhospitable surroundings, and
they elect to make havens in areas deep underground, atop
dizzying heights or even underwater. Others opt to blend
in as much as they can, preferring the warm comforts of
modern high society to the cold comforts of the grave.
Daeva and Ventrue in particular are known for their rari-
fied tastes in havens (and all associated trappings), and
some well-to-do Kindred maintain lavish homes and pent-
house suites that would make the wealthiest mortal green
with envy.

Security, of course, is of paramount concern, and Kindred
possessed of any degree of material resources usually spare no
expense in making sure that a haven is well protected from
both the sun and from daytime intrusion. Such security might
come in the form of high-tech alarms, a bank of cameras, pres-
sure-sensitive floor plates and the like, or it can come merely
from locale. A haven buried deep underground or in an old
vault is going to be very secure by nature alone, without any
further security measures.

Without a doubt, isolation and the attitudes and practices
spawned by it have resulted in the current forms of vampiric
government, culture and society. While humanity has devel-
oped enormous countries, world-spanning faiths, multi-na-
tional cultures and even the tentative beginnings of what
might one day grow into a world community, the Kindred
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have been left behind, as unchanging as they are undying.
Exceptions certainly exist, but for the most part, when it comes
to government and sociological development, the Kindred
never left — or at the very least, have returned to — far more
primitive times.

No Kindred domain is governed exactly like any other, but
the vast majority of them resemble the feudal nations of ages
past. This doesn’t mean that the Kindred ignore modern con-
veniences or dress like the cast of a Shakespearean tragedy. It
does mean that their power structure is usually hierarchical
and largely inviolate.

Consider the details. A given city is isolated by Kindred
standards. It’s a walled sanctuary with barbarians roving about
outside the gates. The population usually consists of Kin-
dred of drastically different ages, influence and power. And,
perhaps most importantly, no higher authority exists out-
side the city. Nobody can step in and tell the locals they’re
doing it wrong.

Add all this up, and the result is a “government” in which
anyone strong enough to take and hold power is, by default,
entitled to it. In most cases, this is a single vampire, usually
one of the eldest and most powerful in the city. The standard
term for the Kindred who rules a given domain is gender-neu-
tral “Prince,” though many choose alternate titles that more
accurately reflect their personalities and styles of rule. A few
cities are ruled by allied groups of Kindred, and an even smaller
number actually attempt to emulate more modern political
styles of governing, but these cities are by far the exception,
not the rule.

By and large, the Kindred have no choice but to accept
the dictates and leadership of a given Prince, no matter how
tyrannical his reign is or odious his laws are. After all, what
are the other options? Petition for help? To whom? No higher
authority exists. Overthrow the regime? Odds are, no single
faction in the city has the strength to wrest power from the
Prince, else it would have happened already. One might be
able to rally several different factions, multiple powerful el-
ders or simply a great portion of the Kindred population be-
hind the goal, but for this tactic to work a great many Kin-
dred with their own ambitions and fears must put aside their
differences and work together. This simply doesn’t happen
often enough to provide much hope. The only way such is
likely to occur is if the Prince is so truly horrible and abusive
that nearly every vampire in the city believes that she has
something to gain by ousting him. Sometimes a single pow-
erful elder does succeed in scheming her way to authority,
ousting a weaker Prince in the process, but doing so requires
years of machinations, numerous alliances and many decades
of experience.

So if no appeal is available and revolution is unlikely to
succeed, what’s left? Leave the city, begin anew somewhere
else? The Kindred are acutely aware of the hazards of that
course of action. For the great majority of Kindred, the only
way to survive is to keep one’s head down, grin and bear the
current Prince no matter how awful he is, and hope one night
to accumulate enough personal power and influence to take
steps at that time.
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It must be said, though, that not all Kindred Princes are
sadistic, iron-fisted tyrants. Few Princes rule so absolutely
that they can do everything they might want. Other elders
most likely dwell in their domains. Certain vampires
(known collectively and individually as the Primogen) may
advise the Prince, but that doesn’t necessarily mean they
share all his goals and desires. Few Princes are so secure in
their positions that they can afford to completely ignore
the wishes of their cities’ elders. This isn’t necessarily a
good thing — no guarantee exists that the desires of other
elders are any better for young Kindred than those of the
Prince — but the need to make occasional concessions is
still the only check on the Prince’s power, other than the
Traditions (see p. 74).

Many domains take the feudal model further still. One
way the Prince has of both mollifying the other elders
and delegating responsibility is by parceling out portions
of his city and granting them to other Kindred as per-
sonal feeding grounds. Only a very few Princes parcel
off an entire city. Most focus only on the best areas:
downtown, specific slums, hospital districts, club and bar
areas. (In many cities, an area of this sort is called the
Rack.) If the Prince grants such a territory to an elder,
that elder then decides who, if anyone, may feed there.
This grants the elder substantial power, as many Kin-
dred rely on Racks for easy feeding. If they wish to con-
tinue hunting in those areas, they must offer favors or
concessions to the current landholder. Of course, some
Kindred choose to ignore the fact that the territory is
no longer open. Many get away with it, but a vampire
caught poaching on another’s territory can be taken be-
fore the Prince and judged as a criminal.

o>

DEPENDENT DOMAINS

Precisely how much power individual elders
have over those in their territory varies city by city.
In some domains, they have very little. They might
offer to trade feeding and haven rights for boons
or services, but anything beyond that is considered
stepping on the Prince’s toes.

In other cities, elders rule their territories
almost as domains within domains. Here, an elder
may set his own laws and enforce his own
dictates, as long as they do not blatantly
contradict those of the Prince. This is particularly
common in cities where an elder is very nearly as
powerful as the Prince himself. In some cases, the
Prince doesn’t even grant territorial rights to the
elder in question. Rather, she goes to him and
says, “I'm claiming this portion of the city for my
own. Do you care to dispute it?"” Weak Princes
(at least in comparison to other local elders)
sometimes accept such arrangements as a means
of avoiding conflict.

For more information on such situations, see
“Subinfeudation” on p. 35.
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So, as in a feudal kingdom, the domain is divided into
smaller territories, each of which is metaphorically ruled by
its own landowner, who has power over those who would hunt
or dwell in his territory. That power, however, still ultimately
belongs to the Prince, who might withdraw his grant or offer
it to someone else. Thus does a wise Prince placate those who
would otherwise be his enemies, while at the same time grant-
ing himself leverage over them for future use.

In some cities, the process continues further still. Those
who control a given territory might subdivide it further, grant-
ing portions of their own holdings to favored childer or allies.
Doing so works only in the largest cities, of course, and not
always in those. When it does, the local rule often has three
or even more layers, resulting in a chain of authority that even
the Byzantine-minded Kindred can find confusing.

P
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Niccolo Machiavelli wrote, when speaking of the wielding
and maintaining of political power, “...one ought to be both
feared and loved, but as it is difficult for the two to go to-
gether, it is much safer to be feared than loved, if one of the
two has to be wanting.” This is a theory by which the Kin-
dred, who are largely incapable of loving one another as mor-
tals understand the term, have ruled for as long as any surviv-
ing vampire can remember, and possibly many centuries more.
[t is fear, after all, more than any other factor that holds Kin-
dred society together.

In most cases, any social or political action the Kindred
take is motivated by fear. The Prince fears losing power, so
she cracks down on those who rebel against her word. Elders
fear the loss of status, so they squabble among themselves to
tear down their enemies while exalting themselves in the
Prince’s eyes. Neonates fear the tyrannical political machine,
and they react either by becoming part of it or by striking
against it in hopes of changing the system before the system
catches up with them. Covenants as a whole fear mortals
and young Kindred. The Invictus fears savvy young Kindred
who can react to the modern world better than staid elders
can, and it fears staid elders who have had decades or even
centuries to hoard power and influence. The Lancea Sanc-
tum fears the changes and secular nature of the modern
world. The Carthians fear the current power structure. The
unbound fear being bound by the laws of others. The Circle
of the Crone fears, or so it seems, the very nature of the
Kindred condition. The Ordo Dracul fears that which it can-
not quantify or understand. All of the Damned fear being
cut off from access to blood or being forced to leave their
home cities.

[t would not be wholly inaccurate to say that the Kindred
who would be Prince must simply make herself the most feared,
more than she must be the most powerful or the best con-
nected or the eldest. This, then, is why the majority of Princes
are far more despotic than, perhaps, their situations require.
They know that it is only their subjects’ fear that keeps them
in line. Some Kindred are loyal to their Prince due to some
personal attachment, however, or perhaps in repayment for
past favors. As always, the rare exception does exist.

S R

ANACHRONISM ASCENDANT

Some young Kindred, particularly those who
are not particularly familiar with the feudal
model, are utterly confounded by the shockingly
outdated nature of Kindred society. Even when
established in a context they can understand, it
makes for a horrifying juxtaposition with the
comparatively progressive modern world from
which they have been drawn. Kindred society
has various cliques, all of which tend to cling
together and snub anyone outside their own
incestuous ranks. It has a proliferation of petty
grudges, backstabbing and overblown
squabbles over minor or even imagined slights.
And, like many factionalized populations,
vampire society is ruled with an iron fist by one
individual (or, in a few cases, a cadre) who has
managed to become the most popular, largely
by manipulating everyone else’s fear of being
left out or seen as different.

Needless to say, the society of the Damned is
far from perfect. The fact that such vicious and
barbaric customs ring true even in general terms
goes a long way toward showing how petty and
deadly many Kindred personal and political
struggles can be.

B o B

Another factor shaping and steering Kindred society, and
one that ties back into the notion of rule by fear, is the prolif-
eration of vendettas and feuds among the undead. The Kin-
dred have developed the ability to hold and inflate a grudge
to an art form, and most of them never forget even the most
minuscule slight. Part of this is physiological. As the Kindred
cease to age, so too do they often cease to grow mentally and
emotionally. Therefore, a vampire of 200 probably knows a
great deal more than she did when she was 20, but she is un-
likely to be any more mature or truly any wiser. And as the
majority of modern Kindred are Embraced at the prime of life
— and therefore relatively young — few of them ever de-
velop the maturity that would have come with but another
decade or so of actual living.

Perhaps the greater part of it, however, comes back to fear.
Kindred respond to minor offenses by holding grudges and
working to humble or destroy the one who slighted them
because they are scared of doing otherwise. They fear losing
face, and therefore status and power, in the eyes of their com-
patriots, so they must show that they can give better than
they receive. They fear appearing weak before those who
slight them, thus inviting further and ever-escalating scorn
and political attack. Certainly, the infamous Kindred capacity
for rage enters into it as well, but fear is, ultimately, the stron-
gest motivator.

These grudges often greatly influence the entirety of
society. Factions in a given city, and even entire domains,
have struggled and engaged in cold wars with one another
purely over an incidental remark or some other minor
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transgression by one party against another. Many elders
seek their positions and offices for no other reason than
to wield power against rivals.

These disputes often leave the realm of the personal and
grow to far-reaching proportions. A feuding vampire might
call upon clanmates or fellow covenant members for support,
and while not all of them respond, a few usually do. He might
involve allies in the city power structure, which transforms
the struggle into a political one, even if political power was
not the initial subject of disagreement. It’s an open question
as to whether the conflict between covenants, which so con-
cerns and even defines those groups in the modern nights,
truly began as cultural disagreements at all, or if they were
spawned from personal feuds that swiftly got out of hand.

gad@wmce:f‘ /f// el o ey

The previous description of Kindred domains as usually feu-
dal can give the impression that they’re all similar in con-
struction. In truth, while the practical result is the same more
often than not, the specifics of government differ from city to
city. Discussed here are just a few of the near infinite possi-
bilities for governmental models found across Kindred do-
mains. All the descriptions assume rule by a single individual,
a Prince or the like, but rule by Primogen or other council is
also a possibility. Plenty of other types of Kindred govern-
ments exist; those listed here represent some of the most com-
mon (or, in the case of the democracy, the most frequently
attempted and failed). Although the forms vary wildly, the
ultimate results — a dictatorship swayed by the powerful few,
with little to no recourse available to those beneath — are
almost universal.

Remember also that all these governmental models apply
to Kindred society only. No Prince on the face of the Earth is so
powerful that he has the mayor, police chief, and the local
congressman all dancing to his tune. No entire city answers
to the whim of a vampire. Even were such a thing possible, it
would inevitably lead to a Masquerade breach, for someone
would eventually notice something amiss. Powerful Princes
and other Kindred leaders likely have substantial influence
among the mortal elite. They are necessary contributors to a
mayor’s campaign, or they can lean on certain lobbyists who
in turn lean on the city council. The Kindred must remain
hidden, and even the most brutish Prince knows that his touch
must be light indeed when applied to the mortals who dwell
within his domain.

— <o

DRESSING THE PART

Note that when one of these descriptions says
a court or assembly “resembles” something from
the past, it doesn’t mean the Kindred involved
dress in cloaks, hose and powdered wigs. While
some truly eccentric or anachronistic elders might
maintain the look they preferred back in their
mortal days (at least in private), most aren’t too
many years behind the modern fashion. Dressing
as an obvious anachronism is a great way to attract
attention, and the Kindred know all too well that

attention can bring their whole kind low. Whether
he calls himself a Prince, an Archbishop, a CEO or
a Don, the ruler of a given domain is far more
likely to wear Armani than ermine.

Sttt

Fedal Prtonasch,

One of the most common societal models, and the one con-

. sidered the “default” when discussing a city about which de-

tails are unknown, is also the one that most closely resembles
the medieval kingdom. A single ruler holds absolute power
and makes no attempt to hide that fact. His word is law, en-
forced by other elders to whom he has chosen (or, in some
cases, been forced) to grant titles, authority or territory. Princes
of these sorts of domains often hold formal courts and usually
decree various laws limiting the movement of other Kindred
through their domains, and they demand that all newcomers
present themselves for approval. These courts often involve
substantial pomp; a Seneschal announces members or peti-
tioners as they arrive, titles that would never see use on the
streets are wielded and bestowed, and so forth. This sort of
government is found most frequently in Invictus- and Ordo
Dracul-dominated cities, but also forms a significant minority
among those domains ruled by the Lancea Sanctum and par-
ticularly tyrannical Circle of the Crone domains.

The result of modern sensibilities, this sort of city is run
almost like a corporation. The Prince sits in a position much
like a board chairman, with other elders in power serving as
co-executives. The ultimate result is largely the same as that
of the more obvious feudal system, but the Kindred involved
like to appear more enlightened. Most decisions are made by
a vote of the ruling elders (unless the Prince chooses to over-
rule them, of course), policies are decided in committee, and
the elders make at least a show, if not an honest practice, of
rewarding loyalty and ability among underlings. Unlike a true
corporate board, presiding vampires rarely have the power to
vote their chairman out, and those below them cannot often
look forward to a death or retirement opening up a manage-
rial position. Both the Invictus and the Carthians make fre-
quent use of this governmental model.

[ /{Z 0@ wocege
The Church has influenced both mortal and Kindred his-

tory more than any other single entity or organization in the
West, and many Kindred model their domains on Church hi-

* erarchy even tonight. To uninformed outsiders, this system
. often appears identical to a feudal system with new names.

The Prince — who usually takes an ecclesiastical title such as
Archbishop or Cardinal — rules absolutely, assisted by a coun-
cil of advisors (variously called Priests, Bishops or the like)
who serve as enforcers and landowners. The vast majority of
Church-modeled domains tend to swing toward one of two
extremes. Many of them — particularly those dominated by
the Lancea Sanctum (and, to a lesser extent, the Circle of the
Crone), who make greater use of this system than any other
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covenant — truly do enforce a rule by religious doctrine. They
demand observances and certain behaviors of those who dwell
in their domains, or at least of those who would hold offices
therein, and truly believe the faith they espouse. At the other
_ extreme are those Kindred who seek to use the trappings of
faith and the beliefs of others for their own ends. In these
domains — usually found in cities held by the Invictus, the
Ordo Dracul, the Circle of the Crone or the unaligned — the
overt religious nature of the government is either deliberately
mocking, or meant to inspire a loyalty among faithful Kin-
dred that leaders themselves do not honestly share. In either
domain, merely questioning the rule of leaders is often a greater
crime than in more overtly feudal domains, for the “criminal”
does not merely challenge a secular authority, but the rule of
God (or Longinus or the Crone or whoever). These domains
usually hold official functions with as much pomp as do mon-
archies, but such gatherings are usually devoted to religious
pursuits, including prayers and hymns or rituals and ceremo-
nies, rather than celebrations of the rulers themselves.

By e Koo, For e Konsed

Found almost exclusively within Carthian domains (though
some of the unbound have tried it, and some Invictus Kindred
have tried to appear as though they try it) are those recent
attempts at imitating modern governmental systems. These Kin-
dred want to take the lessons of mortals to heart, to eliminate
rule by the eldest or most powerful under which they’ve always
suffered, and to grant all Kindred an equal say in what happens

St

to them, or at least an equal opportunity to attain power. To
date, few of these attempts have lasted, as those Kindred who
do obtain power eventually decide they don’t care to give it up
when their brethren tell them they should. Those few cities
that do still remain often resemble the worst aspects of mortal
government. They are mired in rules, regulations and red tape
designed to prevent any single vampire from wielding too much
power, and they are paralyzed by squabbles among various offi-
cials, all of whom are convinced that their own vision for the
city and government is the way to go. Their courts usually re-
semble either chaotic public forums or very orderly (and diffi-
cult to obtain) private meetings with high officials.

éj OAHAHO e Jéq,?
While the Traditions (see p. 74) form the basis for all Kin-
dred law, they do not represent the extent of that law. Every
Kindred domain has its own rules and regulations. Some have
more than others, some enforce them more severely than oth-
ers, and some are downright bizarre, the results of an eccen-
tric or insane Prince. They all have them, though. Some of
the most common laws, those found in many domains, are
listed here.

Many Princes demand that any Kindred newcomers to
their cities present themselves formally at court. This is
partly to make sure that the Prince has a solid grasp on
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The single most important and ubiquitous figure in Kin-
dred politics, the Prince normally rules her city with nearly
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who’s in his city at any given time, and partly to make sure
that the new arrival understands who holds power and what
she’s supposed to do while she’s there. Of course, following
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this custom can be difficult, since new arrivals rarely know
how to find the Prince in order to report, but that, frankly,
is their problem. In domains with this law, Kindred who go
for more than a few nights without presenting themselves
are likely to be dragged before the Prince upon being caught.
If the Prince is understanding, he might simply issue a warn-
ing. Just as likely, he banishes the offender from the do-
main without allowing any time to prepare, which is tan-

tamount to a death sentence.
If/aﬂc, ,éjadfeﬁaﬂ/ o1
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In some cities, the powers that be have a particular aver-
sion to one particular clan, covenant or even familial blood-
line and have decreed that group a pariah. In these domains,
merely being Nosferatu or Carthian or whatever is a breach
of the domain’s social contract. A member of said group is
forced to leave the city, but some truly vicious or hate-filled
Princes call blood hunts on fugitives.

While a city might be dominated by a single covenant, al-
most no city belongs entirely to one faction over the others,
and most contain members of at least three or four, if not all
five, of the major covenants. Even more rare, almost to the
point of nonexistence, is a city where one specific clan holds

absolute power.

Some Princes declare certain types of mortals off-limits
to the Kindred population. The restricted type can be any-
thing as narrowly defined as a single family (“None shall
touch the descendents of Philip Danforth, for he once saved
my life when [ was mortal”), a profession (“I need the po-
lice to hold back the criminal gangs employed by the un-
bound”), or even an entire demographic (“As I am a Catho-
lic, and I believe that only we have seen the true way, you
shall not touch any of the faith, that we may spread the
Word to others”). Of course, the Prince’s reasons for de-
claring any particular group off-limits might well be en-
tirely selfish — maybe he himself feeds only on that type,
and doesn’t want the competition — but that doesn’t make
the law any less valid. Violators of such laws are usually
banished, but some are slain.

%, ﬁamé aﬂ& @Dﬁm

So who holds all the power in Kindred society? What, re-
ally, defines a Prince or a member of the Primogen or a Sher-

iff? Are they all the same? What do they really do?

Presented here are the primary ranks and positions found
throughout Kindred domains. Not every city has one of these
positions — in fact, the smallest of communities might have
only two or three of them — but they are common enough
that all are worth discussing. Note that while each position is
listed by its most common title, all of them are known by
various terms throughout the world.

absolute power. Some are weaker than others, of course,
and some are mere figureheads for powerful Primogen or
other elders. For the most part, however, any given Prince
holds that position for no other reason than that she was

* strong enough to take it in some way. She might be a con-
. summate politician who attained her post by accumulat-

ing favors from all the other elders, and who now manages
her domain through diplomacy and compromise. Alterna-
tively, she might be a veritable warlord who gained power
by intimidating or “disappearing” her rivals, and now main-
tains power through the simple expedient of slaughtering
anyone who questions her. Most Princes, of course, fall
somewhere in the middle, but nearly all boast some advan-
tage or trait that keeps them on top.

Of course, a Prince must do more than bark orders and is-
sue death sentences. Her job is not merely to govern, but to
regulate. A Kindred domain is a boiling pot, full of personal
and sectarian conflicts, petty grudges and endless political ma-
neuvering, all topped with the innate and inescapable vio-
lence of a race of predators who feed on blood. The Prince’s
job is to keep a lid on that pot — or, perhaps more accurately,
to be the lid on that pot. The reason most Princes eventually
become dictatorial is that they must keep so many powerful
and easily agitated vampires in line.

Note that in some rare cities, normally those largely domi-
nated by the unaligned and the Carthians, the Prince may
attain power through means other than sheer personal abil-
ity. Such a Prince might be selected by local elders. The
Carthians have even attempted open elections. Most often,
such Princes are either overthrown by more powerful Kin-
dred or themselves become tyrants to make sure they are
not overthrown.

Other Titles

While Prince is the most common term by far, Kindred lead-
ers refer to themselves as Cardinal, Bishop, Archbishop, Don,
President (usually in the case of those rare elections men-
tioned earlier), Sultan, Lord, Duke or whatever title strikes
their fancy, depending on the nature of their government. A
few self-styled “Queens” exist, but most Kindred leaders avoid

use of the title King.
QEWM

The Prince’s right hand, the Seneschal is responsible for

. many of the night-to-night details of running a government.
* While the Prince concerns himself with conflict in the city
" and making certain the Masquerade goes unbroken, the Sen-

eschal makes sure that things run smoothly in the govern-
ment itself. He is responsible for keeping track of the Prince’s
assets (and possibly those of the Primogen or other ruling bod-
ies). He makes schedules and appointments and handles the
many logistics required so that no elder feels that another is
given preferential treatment. The Seneschal holds substan-
tial power in the domain, for he often decides whose petitions
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are passed on to the Prince, who receives a court audience,
and in what order. In some few but noteworthy domains, the
Seneschal’s power is so complete, and he is so much better
informed of happenings among the elders than the Prince him-
self, that it’s actually a tossup as to who is the true ruler.

Other Titles

Although Seneschal is the most frequently used term by
far, the position is also sometimes referred to as Amanuensis,
Chamberlain, Majordomo, Secretary and, in some of the most

informal domains, simply as an assistant.

The Herald is the Prince’s mouthpiece. When the Prince
makes a decree, the Herald’s job is to make sure that all of the
city’s Kindred hear of it (assuming it’s meant for all ears...).
When the Prince convenes an unscheduled court, the Herald
is responsible for alerting those who must attend. The Herald
hands down judgment, represents the Prince in proxy when
she cannot (or will not) make a personal appearance, and
otherwise serves as something of a “secretary of state.” The
Herald is assumed to speak with the Prince’s voice at all times.
Some treacherous or ambitious Heralds use this fact to direct
other Kindred to their own liking, making suggestions that
others assume (incorrectly) carry the weight of the Prince’s
orders. Some Heralds who were less subtle than they believed
have been executed for this very thing, so most wise Heralds
remain more or less honest.

The Herald is a position that is often absent in small
cities. In many such cases, the Seneschal (or less fre-
quently the Sheriff) handles these duties in addition to
his other responsibilities.

Other Titles

In addition to Herald, this position is sometimes called
Minister, Runner, Mouthpiece, Spokesman or Secretary
(not in the domains where the Seneschal bears that last
title, of course).

9_()¢4er7¢
If a single position can be considered to be nearly as ubiqui-
tous and representative of Kindred politics as the Prince, it is
the Primogen. The Primogen (singular as well as plural) offi-
cially serve as the Prince’s advisory council on matters of policy.
The precise nature of that council varies from domain to do-
main. If the Prince is both strong and especially tyrannical,
the Primogen might be little more than a formality, a con-
clave of elders who serve to rubberstamp whatever the Prince
wishes to do. In most domains, they serve as true advisors,
and most wise Princes try to take that advice into account
whenever possible, not merely because the advice might be
good, but to avoid angering an entire group of elders. Some
Primogen are powerful enough (or the Prince they advise weak
enough) that they can actually overrule the Prince on certain
matters. A few Primogen actually rule their cities, either
through a figurehead Prince or openly as a governing body.

The precise size and nature of the Primogen varies. Some
are informal, meeting in shadowy back rooms when the
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situation requires, arguing out whatever issue brings them
together. Others cleave to a schedule and procedures for
speaking, often appearing much like a governing board, a
congress, an old-fashioned Greco-Roman senate, an eccle-
siastic council or any other form of organization imagin-
able. Said councils can range from a mere three or so vam-
pires in small communities to large advisory bodies, which
may consist of a dozen or more Kindred.

For the most part, the Primogen consist of those local el-
ders who have sufficient power to claim a seat. Also com-
mon are those Primogen who decide among themselves
whom to admit into their ranks. More rarely, a Prince might
select members of his advisory council, but this occurs only
in cities where the Prince is especially strong and the
Primogen especially weak. Most Primogen contain a mix of
members of various clans and covenants, though some are
more homogenous, depending on the domain. That is, the
Primogen in a city largely dominated by Carthians is likely
to have more Carthian members than any others, and the
Primogen in a city where the Gangrel are persecuted is un-
likely to have many Gangrel members.

Other Titles

The vast majority of these councils (and council members)
go by the title Primogen, but they are sometimes known as
Boards, Circles, Senates, Tribunals or simply as advisors.

Prssees

A Priscus (or Prisci in plural) is the informal “head” of a
specific clan in a domain. This position is not an official
one in the local governmental structure. Rather, it evolves
organically as a single powerful Kindred takes responsibil-
ity for his clanmates. This can be a choice he himself makes,
to seek power, or it might result from others of his clan
coming to him with problems. As an informal position, the
Prisci have no institutional power or rank. That said, the
position does convey a substantial amount of status, and
because it’s usually powerful and well-respected Kindred
who attain the position, the Prince and other elders are
wise to at least consider their opinions. Many Prisci also
sit on the Primogen, but the two bodies are not synony-
mous; not all Prisci are Primogen, and not all Primogen
are Prisci. Many cities have no Prisci, and many more have

Prisci for some clans and not others.
%7;

Perhaps one of the strangest of Kindred positions, the Whip
is as informal a position as the Priscus. She is responsible for
“inspiring” her clanmates to present a united face on major
issues and to make their voices heard on local issues, to make
sure that the other clans take them seriously. She is both a
leader and a taskmaster, a figurehead and a bully. Many Kin-
dred make the mistake of thinking of the Whip as an assistant
to the Priscus. In point of fact, the two positions are indepen-
dent, and oftentimes at odds with each other. A Whip suc-
ceeds only as long as she has sufficient power or leverage to
force her clanmates to do as she wishes. Whips exist only in
those cities with fairly large populations of a given clan, and
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even then only if a particular member of that clan feels the
need to take the position.

Other Titles

Whips are often referred to, informally and angrily, as
taskmasters, slavers, headmasters and many other far less
polite terms.

>

Unusual in that it is both an official and unofficial posi-
tion, the Harpy is, at its simplest level, a member of the “Kin-
dred elite.” Harpies represent a who’s who of Kindred affairs,
the celebrities and fad-starters. Other Kindred look to Har-
pies to see who’s in and who's out, and what positions and
opinions are popular this season. A well-known Harpy can
sway public opinion faster with a biting comment than some
Princes can with a solid decree.

Harpies who attained their influence and position unoffi-
cially, through nothing more than personal power and cha-
risma, are often more respected than those who are appointed
by Prince or Primogen. An unofficial Harpy probably calls
things as he truly sees them, whereas an appointed Harpy is
usually believed (accurately or not) to be a shill or even pro-
pagandist for the Prince.

A combination police investigator, enforcer and inquisitor,
the Sheriff is responsible for enforcing the Prince’s laws and
dictates, for bringing outlaws before the Prince for judgment
and — at times — for carrying out sentences. Some Sheriffs
truly believe in the rule of law and believe that they serve
their society and fellow Kindred by keeping the city as or-
derly as possible. Others love the position for the power it
offers, as they are permitted to bully and push around other
vampires, even those who would normally be too dangerous
to touch. Some Sheriffs are clever, subtle investigators, while
others are little more than bruisers with rank.

Other Titles
While Sheriff is the most common title, the position is also

sometimes called Reeve or Constable.
P

Quite simply, the Hound is the Prince’s (or Primogen’s)
muscle. If the Sheriff is a policeman, the Hound is an assassin
or a leg-breaker. He doesn’t investigate, he doesn’t question.
His job is to punish anyone he’s told to punish. In some in-
stances, the Hound and the Sheriff are at odds due to their
overlapping responsibilities. In other cities, the two are com-
bined into a single position. While the Hound might be asked
to carry out the official and public chastisement of a law-
breaker, that duty more often falls to the Sheriff. The Hound
is normally employed when the Prince wishes to skip over
normal (and possibly public) procedure.

Other Titles

In addition to Hound, such an enforcer is often called As-
sassin, Archon, Scourge or Templar.

Peile oF cz/oéﬂa/n
In essence a combination master of ceremonies and
groundskeeper, the Master of Elysium is responsible for main-
taining a city’s Elysium, ensuring its readiness for court or other
official functions, cleaning up afterward and making sure that
word of specific Elysium-related events reaches those who must
attend. The Master of Elysium is also responsible for enforc-
ing the custom of nonviolence at such gatherings, and he of-
ten works hand-in-hand with the Sheriff or Hounds for such
purposes. In many cities, the duties of Master of Elysium fall
on the Seneschal or Herald. In particularly large cities, more
than one Master of Elysium exists, perhaps even one for each
declared Elysium.
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While the feudal model upon which Kindred society is based
has its roots in similar historical mortal practices, only the
most oblivious Kindred would refuse to acknowledge that gov-
ernmental feudalism is all but dead in the world of mortal
politics. Some of the realities that brought feudalism to an
end in the mortal world plague the Kindred world. Unlike
many mortal governments, however, the Kindred have found
a way to work around such problem:s.
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Quite simply, cities are too big, populaces too large, and
minutiae too overwhelming for a single Prince to truly rule
an entire domain. Only in the smallest communities can a
solitary Prince hope to lay sweeping claim to all of a domain.
As aresult, the process of domain subinfeudation occurs, which
is the breaking down and parceling out of different sub-do-
mains, each of which becomes the responsibility of a “sub-
Prince” who answers to the true Prince’s ultimate authority.
Such figures of authority are known as Regents, and their sub-
domains are known as tenurial domains.

For all intents and purposes, a Regent is a Prince in every-
thing but name, with a single, significant difference. The
Regent has no praxis in his tenurial domain, no claimed
“right to rule.” Rather, a Regent is awarded his position by
the Prince herself, who can unmake a Regent just as easily
as she made him. Appointment to a Regency is almost al-
ways accompanied by a formal oath of subservience, particu-
larly among the Ventrue and in domains with a powerful
presence of the more traditional covenants such as the
Invictus or Lancea Sanctum. Even among more “progres-
sive” clans and covenants, Regencies do not come lightly,
and the wise Prince ensures loyalty through some vow, con-
tract or other defined agreement.

How much power a Regent has over a tenurial domain
depends on the power of the city’s Prince and why the
Prince assigns the domain in the first place. One of the
benefits of the Regency is the ability to set one’s own rules,
as long as they also enforce the Prince’s dictates. Of course,
some Princes specifically restrict the actions of their Re-
gents (such as, “You may not designate an area Elysium” or
“Only the true Prince may grant the right to Embrace”),
but the title itself comes with near autonomy unless the
Prince specifies otherwise.
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Regents come in all varieties. Some are themselves loyal
or respected elders, gifted with certain domains in which
the Prince acknowledges their status, influence or expertise.
Prisci and Harpies are prime examples of candidates for this
sort of Regency, but one does not necessarily beget the other.
Other Regents are upraised ancillae or even neonates who
are tasked with the upkeep and maintenance of certain te-
nurial domains (whether as reward, opportunity, trial or pun-
ishment). Some Regents are important figures among their
own clans or covenants, granted tenurial domains to reflect
that status much as a Church bishop or archbishop might
have been granted political territory in mortal history. De-
posed Princes who haven’t been sent to their Final Deaths
upon a new Prince’s claim of praxis often find themselves
made Regents, either to prove their loyalty to the new re-
gime or so the new Prince can keep an eye on them. Granted,
these last instances are rare.

/&m/u‘cv./o@m‘ﬁ;
A great many Kindred tend to confuse the concepts of
tenurial domains and feeding grounds (see p. 81). Indeed,
the two are often intertwined, though one doesn’t necessar-
ily encompass the other. A tenurial domain is simply an area
ruled by a specific Regent, inside a larger region. For instance,
a particularly powerful elder might claim a specific neigh-
borhood, and the Prince of the city might legitimize the
elder’s claim. The Prince might do so because he wants the
elder in his debt, or it might simply be that the Prince doesn’t
have the power to challenge the elder. In other circum-
stances, the Prince of a small city might retain power even
after her erstwhile domain is annexed by a larger city and
thereby made tenurial.

Alternatively, the Prince might grant a favored servant or
ally tenurial rights over a small area. The Prince wins all ways.
He makes the smooth running and customs enforcement of a
part of his domain someone else’s responsibility, he grants a
favored ally enough power to make her grateful, and he has
the ability to strip that power away at a single word if the
underling proves treacherous or otherwise dangerous.

At other times, the Prince doesn’t really intend to grant
the Regent quite so much power, but only “feeding rights” to
a given territory. Shrewd Kindred are able to transform feed-
ing rights into true power by trading permission to feed for
favors or even further subinfeudation. (After all, the Regent
has every power of a Prince in her tenurial domain.) Wise
Princes take advantage of the opportunity to let others shoul-
der the responsibility for running portions of the city. Less
wise and more fearful Princes attempt to curtail the develop-
ment of all such domains. Most of these would-be tyrants are
ousted from power when the Kindred beneath them grow sick
and tired of the lack of opportunity.

ﬂ »n&wd}/eM 0@ Ve 2222 v 4

Hand in hand with the evolution of tenurial domains
came the advent of less tangible notions of domain.
Whereas a Prince might once have granted an ethnic
ghetto or prestigious neighborhood to a Regent, some
Princes now grant dominion over spheres of influence
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under the auspices of domain, both their own and tenur-
ial. A Prince who acknowledges one of his subjects’ sway
among the authorities might grant “law enforcement” as
a tenurial domain. A Kindred who owns significant prop-
erty among trading ports might be granted rights to “the
docks,” both as a geographical region and in reference to
shipping commerce.

These sorts of domains are just as valid as any other tenur-
ial domain, but are harder to be wary of. After all, when one
steps into a region known to be the territory of another Kin-
dred, he knows he crosses a physical, tangible line of demar-
cation. On the other hand, how far does a grant of an uncon-
ventional domain go? If the health-care infrastructure of a
city is one Kindred’s tenurial domain, does that include hos-
pitals (surely), independent practitioners (maybe), and even
drug stores (likely not)? Unless the Prince specifically out-
lines the extent of the Regent’s domain — which makes for
awkwardly wordy titles and occasionally incenses the Kin-
dred who's ostensibly being honored with the grant — bound-
aries remain vague.

Unconventional domains are a double-edged sword. The
Regent arguably has to be more vigilant in his tenure’s di-
mensions than a Kindred granted domain over a physical re-
gion. After all, how can a Kindred granted tenurial domain
over “the police” be sure that somewhere in that organiza-
tion, someone’s not answering to another one of the Damned?
Further, if other Kindred recognize the tenure too broadly,
the esteem can work against the Regent, as those excluded
from the domain can use the Regency as an example of a
stranglehold over a particular aspect of unlife and rally others
against the Regent. A Regent of Fine Arts would likely face
significant opposition, as would a Regent of Finance. This
isn’t to say such things don’t happen, but rather that those
positions are either embattled or held by Kindred with such
enormous personal power that they can maintain broad te-
nurial domains.

—

Occasionally, trouble arises between the Prince and his Re-
gents, and more frequently between Regents themselves. A
rare few Regents are so powerful that they can pass laws in
opposition to the Prince’s decrees or at least refuse to enforce
the Prince’s decrees. Domains occasionally overlap, as well,
especially when unconventional domains come into conflict
with geographical ones. For instance, if a crime occurs in a
Regent’s neighborhood, is that her issue or does it fall under
the auspices of the Regent of Law Enforcement?

In many of these cases, the only clear winner is the Prince,
as the resources that rival Regents devote to foiling each other
take their attention from him. Indeed, if things turn ugly and
one of the Regents ends up meeting Final Death, that leaves
a potential position open for another Kindred’s reward.

As might be expected, conflict over tenurial domains is com-
mon. It rarely escalates beyond the boundaries of grudges and
vendettas, but such feuds can be bitter and long-lived, as with
any interaction between Kindred. Indeed, some cities have
been plunged into veritable civil war over domain disputes,
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but most savvy Princes know to step in and reevaluate their
Regents before things become so dire.
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While many of the Kindred’s actions seem to be politically
oriented, that’s certainly not the full extent of their interac-
tions with each other. Indeed, the bulk of Kindred interac-
tions occur in social venues, but as is the case with such rela-
tionships, the outcomes are not so rigidly defined. The Kin-
dred power structure is formalized. The Kindred social struc-
ture has many more facets that can’t possibly be explained in
a single book.
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Kindred Requiems are curious things — as noted before,
vampires are solitary predators, yet they crave the social con-
tact that keeps their deathless loneliness at bay. Every Kin-
dred has some reason or another to attend social functions.
For the Daeva, the sensuality of such contact is first and fore-
most. The Ventrue enjoy opportunities to display their gran-
deur and munificence. The Gangrel certainly enjoy cutting
loose under the right circumstances. And even the Mekhet
and Nosferatu need to emerge from the shadows and forget
that they’re monsters, if only for a short time.

i

The following are just a few examples of the many ways in
which Kindred gather and meet without the formalities of
domain politics imposing themselves. Of course, what hap-
pens in these venues can certainly affect politics (and only
the most naive Kindred think such things happen only rarely),
but at least those politics aren’t the order of the night in every
exchange between Kindred.

I

Nightlife: The Damned are no strangers to the dance clubs,
bars, lounges, pool halls and numerous other places where
mortals go to enjoy themselves. For most Kindred, visiting
such places serves two purposes. It allows them to seek prey
who are comfortable in their own element, and it allows that
longed-for contact with someone other than themselves.

Cultural Events: To be sure, any time an art gallery shows
an exhibit, an opera or ballet is staged, a museum hosts a cer-
emony, or any other affair that represents the uniqueness of
the human condition takes place, the Kindred are there, drink- |
ing in its magnificence and making their own known. These
needn’t even be high-society affairs, as art shows can take place
in starving artists’ bohemian galleries, and not every play is a
Broadway production.

Parties: What better way to forget the pain of Damnation
than to celebrate something — anything — else. From lavish
soirees hosted in grand hotel ballrooms or private mansions
to warehouse parties, underground raves and countercultural
festivals, a party can be a grandiose affair or a reckless revel.
Some Kindred even throw their own parties of varying sizes,
with socialites hosting nigh-Victorian engagements, lowlifes
rousing the rabble and everything in between. Among parties
hosted by the Kindred, sometimes mortals are invited and
sometimes not, depending on the scale and purpose.
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Religious Ceremony: In nights long past, churches formed
the center of communities. While these faithless times make
that less common, it is still true that a community that prays
together stays together. In those domains that host strong
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religious or spiritual presence among covenants and indi-
viduals, centers of faith form the basis of relationships and
interactions that eclipse their clerical foundation. The
anointing of a new childe, for example, or the formal adop-
tion of a new member into a religious covenant can serve to
draw Kindred of many stripes together. Indeed, some reli-
gious ceremonies involve mortals, whether as sacrifices, or
more openly, such as with blood cults or groups that blend
mortal and Kindred dogma.

Salons: Salons are usually intellectual affairs, where invited
Kindred gather to discuss a particular idea. In some cases, the
matter to be discussed might be a new philosophy, point of
debate or emerging new theory. Other salons reinterpret clas-
sical or even ancient ideas. Salons can be formal, high-soci-
ety affairs akin to their historical namesakes, debates only the
smallest step away from political gatherings, or even informal
rants where a Kindred with a pet passion puts it forth to whom-
ever will listen. Salons usually bring great prestige to their
hosts — when they come off well, that is.

Elysium: Not every gathering of Elysium is a political affair
convened by a Prince with matters of policy to discuss. Some
are purely social, venues where Kindred can meet and not
have to worry about the... unpleasantness that occasionally
occurs among their kind. Most sites of Elysium in a given city
are open (to the Kindred only, of course) at any time after
dark, maximizing the number of places where Kindred can
congregate in relative safety.
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Throughout their long history, the Kindred have engaged
in an endless struggle — the coldest of cold wars, fought in
the shadows of mortal society. This internecine conflict is
known as the Danse Macabre, and it nightly threatens to tear
the entire race of the Damned apart.

This secret war of the Kindred’s is both the beginning and
the end for the undead. As a race, they are destined to blood
and violence, yet their survival depends on peace between
them. They are consumed nightly by the possibility that the
war will one night consume them, and they toil ceaselessly in
fear of having to forever struggle against their own kind. The
conflict is perhaps the greatest, saddest paradox of the Kin-
dred world, and as such, it is a fundamental aspect of unlife

among the Damned.
DBy

Perhaps ironically, Christianity signaled the dawn of the
Danse Macabre. Factionalism spread like wildfire through the
mortals of Europe and the Holy Land, and for the first time,
parallel ripples of dissonance emerged from Rome herself.
Emerging from the wake of the events of the Crucifixion, the
“Childer of Longinus,” as members of that covenant insist on
calling the earliest recorded vampires, were hardly content to
sit huddled in their candlelit chambers, speaking prayers to a
father whose very actions had damned them, while wordlessly
and thoughtlessly accepting everything their sires had taught
them. No, the world was changing, and with it changed the

undead. Some vampires likened Christ’s resurrection to the
mockery of their own, and many fell to bickering about the
nature of his divinity. Indeed, some blasphemous Kindred even
suggested that Christ was either some kind of vampire or
Longinus, himself! And, naturally, these and other social fis-
sures only further entrenched elders and sires.

During the Dark Ages, what had long been seen as a hereti-
cal movement grew to become the order of the night. Many

" believed that God had forsaken the world entirely, and they

left their ancient traditions behind in favor of the whims of
appetite and petty egotism. Hostilities between Kindred
reached an all-time high as sires struggled to keep childer in
line amid an endless sea of darkness and fire. Several religious
orders emerged among the Kindred, each possessed of a differ-
ent slant on the nature of the Damned and their place in
God’s world. Many vampires latched onto the fringes of the
Church and its scions, and the Damned were some of the most
active supporters of the early to mid-Crusades. Indeed, God
Himself became the foil that vampires would use upon one
another, each more deftly than the last, in the name of either
power or righteousness. And when their impious temerity was
uncovered? More bloodshed, to “right” the wrongs.

All their bluster came to a head during the burning times
of the holy Inquisition. Vampiric infighting had grown so great,
the Kindred’s arrogance so complete, that they drew the at-
tention of the mortal world. Although the effect was the wide-
spread violation of the First Tradition, the greater cause was
the growing violation of the Blood-borne prohibition against
kinslaying and a decrease in the overall level of respect and
love for God (or anything resembling Him).

After the fires of the Inquisition died down, the Kindred
looked around to find that their numbers had dwindled, their
fortunes had crumbled to the ground, their society had shat-
tered and new factions rose almost nightly. When they looked
upon what their conflict had wrought, they neither learned
from what they saw nor endeavored to trace the disaster’s ori-
gin back to its root. Instead, the Kindred all secretly blamed
one another for the downfall of the system, and the species as
a whole turned inward. Where there had once been overt
moves and periodic salvos into the domains and affairs of other
Kindred, there were now hidden schemes and patient plans
that took years to unfold. The Damned still moved against
one another, and they still engaged in the Danse Macabre,
but now they savored it more, learning the art to a carefully
played game. The Kindred were a patient breed — when one’s
mentor is undeath, patience is the first lesson one must learn
— and they learned how to put that patience to use.

(g co—,
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The coming of the Industrial Age saw a nearly paradoxical
dichotomy emerge in the world of the Kindred. Cities ex-
panded at astronomical rates, and with each technological
advancement came more opportunities for influence in the
mortal world. By the same token, however, the localization of
power and money made each new resource that much more
prized among the undead. Territory in cities became a serious
issue, and for the first time, political groups emerged as major
factors in Kindred society. The times called for some major
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adaptations in the ways the undead did things, but as is en-
demic to a selfish and predatory species, very few Kindred
took up the mantle of responsibility with the intent of mak-
ing sure that everyone adapted together.

Even with the expansion of the mortal world, the Kindred
continued to play their local games of love and hate, point
and counterpoint. The nature of vampiric existence no longer
allowed for extensively planned movements of units or forces
across multi-national battle maps. Vampires were no longer
generals governing legions of childer and blood thralls, ready
to sail off to battle at a moment’s notice as a few had been in
earlier times. They were humanoid jackals, territorial scaven-
gers with nothing but their food and land. And at the end of
the night, each vampire was a prisoner of that land, whether
he called it home or not. And when faced with that realiza-
tion, many vampires tried to make themselves the wardens of
their prison homes, each bucking for superiority over the other
inmates. Only when one was the warden could he be sure of
how the prison would operate from night to night.

This notion in particular, the concept of control, is cen-
tral to the Danse Macabre as it is known tonight. Through
the passing of years upon years, many Kindred feel the reins
of control slip ever so slowly from their clutching talons.
Despite their temporal power, they must sit by, unable to
build or create or evolve as they once did, watching while
the world moves on around them. So they seek to amass
as much mortal power and influence as possible in the
hopes of feeling vicariously through their connections to
modern reality. They vainly seek a glut of material power

hoping somehow to make up for the spiritual and creative

impotence of their existence.

To make matters worse, other Kindred are often the only
barometer by which an out-of-touch vampire can measure his
own surrogate success. If his brothers and sisters of the night
do not fare very well, then logically, he must be truly success-
ful. The entire system feeds on its own illogic until, at a cer-
tain point, only the struggle for dominance remains. Some

" Kindred even see this existence for what it is and claim that it
. is the only way that their accursed kind can progress with any -

peace through the ages. After all, they reason, only when one
has control over everything does one not need to resort to
diablerie or kinslaying. The Danse Macabre, they dare claim,
is actually the salvation of the Kindred race! Needless to say,
many vampires would disagree vehemently, but it does go to
show the degree to which the undead try to rationalize what
they have become.
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Some modern neonates are surprised to learn just how little
is known for sure among their kind. Like many others before
them, they make the mistake of assuming that creatures who
exist forever must likewise remember forever. The shock is
even greater for those Embraced in the last three decades,
due to the prevalence and availability of information in the
world. Upon being informed of just how old the Kindred
truly are, many grow eager — giddy, even — to find really
old vampires and pick their brains about people, places and
events of ages past.
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They quickly come to learn, however, that history is an
inconstant companion for the Kindred. Even if a single (for-
merly) mortal mind could conceivably retain all that it saw,
all that it learned and all that it experienced over a period
of centuries, the very physiology of the Kindred form for-
bids such clear and detailed recall. A vampire’s blood in-
creases in potency the longer he stays awake and active in
the mortal world, and the more potent a vampire’s blood,
the more difficult it is for him to remain at ease with the
world around him. Potent Blood is demanding, indeed. It
calls out for the Vitae of other Kindred — an urge poten-
tially leading to the terribly sinful act of diablerie. Failing
that, it calls out for sleep, so that the blood at least has a
chance to thin over time and return the vampire to a sem-
blance of his more composed self. To make matters worse,
certain vampiric activities can cause a Kindred’s blood to
concentrate prematurely, thus leading to further mental
distortion, frustration and anguish.

This fact alone would call into question any elder
vampire’s ability to remember specific details of centuries
past, but the Blood is neither the only nor the greatest con-
tributor to the eternal inconstancy of history where the
Kindred are concerned. When an elder finally does suc-
cumb to the call for rest, she enters a state known as tor-
por, a comatose sleep during which her vampiric essence
thins out. While in torpor, the Kindred does not need to
feed to keep her unnatural form in its static state. She
merely sleeps, rejuvenating her body while her blood re-
turns to more manageable levels.

The difficulty comes in the quality and nature of torpor-
induced sleep. Being in torpor is akin to lying prostrate
through a decades-long waking dream. Visions, memories
and images of events past (and possibly even future) plague
the blood-addled mind of the torpid Kindred, and that’s
just a mild torpor experience. For some, torpor is a pro-
tracted nightmare, fraught with horrific visitations of past
atrocities and failures. Imagine all the most intense quali-
ties of a powerful drug high, combined with the lucid dis-
placement of the deepest sleep, and the result is what ev-
ery passing hour of torpor is like. Now, try to imagine such
a mental state stretching on for 50 years. How about 100
years? The results can be harsh.

Not even the strongest mortal mind could withstand such
psychic duress for more than a few days, let alone years. Wak-
ing from such a state would leave the average mortal psycho-
logically scarred, if not entirely catatonic. And yet, the Kin-
dred must endure this punishment regularly and repeatedly in
order to survive the passage of centuries. s it any wonder,
then, that their concept of time and the sequence of events is
a little bit (or in some cases more than a little bit) distorted?
Indeed, some are simply too weak to bear the brunt of the
mental onslaught of repeated torpors. Their minds eventually
shatter from the strain, leaving them incapable of rising of
their own volition. It is whispered that hundreds if not thou-
sands of such Kindred lie beneath the Earth’s surface, their
sanity stripped from their undead minds like husks from corn.
Some believe that these insane Kindred will rise one night
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and be like unto an army against the Damned society from
which they were driven.

Wise Kindred take steps to make sure that their precious
thoughts and memories stay fresh, and more importantly, fixed.
Many use journals and other mundane means of recording
events and dates, while others resort to more drastic and of-
ten mystical means. One group in particular, a faction known
as the Agonistes, has taken it upon itself to catalog some of
the knowledge that has been lost to Kindred over time and in
torpor, while simultaneously looking for ways to ameliorate
the worst of the great sleep’s effects. So far, the scholars of the
Agonistes have made little headway in the latter objective,
but they have made such advances in the former as to be “in
demand” around the world. Indeed, many elder Kindred, in
expectation of impending torpor, summon one of the
Agonistes to oversee his transition, as well as to assist in vari-
ous other record-keeping tasks. The group takes the “confi-
dentiality” of patrons’ activities and memories very seriously,
and there have been few accusations of impropriety to date.
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It is, therefore, both in and against Kindred nature to plot,
scheme and ultimately bring to ruin the unlives of their own
kin. It is both fate and personal choice. Even those who seek
to bring about a better world for their kind (or at least a sub-
set of their kind) merely further the mistaken beliefs and ide-
als that lead to greater Kindred calamity. Some believe it is
simply the way of things: God’s will, inherent spiritual evil or
the most natural aspect of an unnatural species.

Others see the way the Danse Macabre is going and legiti-
mately fear for the future. In recent years, more evidence
emerges about the vampires of old — the long-forgotten el-
ders who might have been the original progenitors of the mod-
ern clans. Elders of advanced age are feared greatly, and rightly
so, and the most common position to take is one of wishful
thinking. Pretend it’s not a threat, and it will go away.

Just the same, puppets and sinners continue to bring news
to the scattered domains of the Kindred. Stories of another
burning time yet to come, when a reckoning shall fall upon
the wayward Damned. Some believe that various harbingers
of some great accounting will rise, that the prophecies in vari-
ous Kindred holy or occult texts will come true, that Longinus
or the Crone will take an accounting of the sins of their lines,
that Dracula will return to find his covenant in disarray and
enact a culling or that only the purest of the pure will remain
safe from whatever form this portentous justice takes. Many
still study the old ways and texts, searching for signs and omens
of when this dark time might arrive. They believe in the words
of prophets and madmen among the Kindred, and God help
those who have forsaken them. Others believe the stories to
be nothing but rumor — another political ploy hatched from
among the distempered minds of the young and foolhardy.
Others believe that some concordance among all the myriad
tales, or the cryptic nature and format of the stories them-
selves, indicates the return of a bloodline or covenant known
as the Moirai — one believed long dead yet still spoken of
every night in hushed whispers.

."‘T

. society of the damned

-1



e

0 i

What is agreed upon, at least by those who have stopped to
pay attention, is that the Danse Macabre is headed into yet
another era. Advancements seen in the last 30 years alone
have allowed Kindred-versus-Kindred conflict to blossom into
never-before-seen arenas. Young and savvy vampires use the
Internet as often as they use any other tool of manipulation
and deceit, and with the advent of fiber optics, digital net-
working and a host of other inventions, the possibilities are
endless. Never before has there been so much potential in the
art of war, and despite the quiet nagging of what remains of
the vampiric conscience, it all sounds pretty good to the aver-
age vampire.

1de|q

B Y

T T T T
| ! AUO I

And so, childer continue to plot and scheme against their
sires, and sires continue to plot and scheme against their
childer and their rivals. The covenants continue to plot against
each other, and the unaligned continue to buck the authority
of them all. The Carthian experiment shows no sign of slow-
ing down around the world, for good or for ill, and beside it
all, the Circle of the Crone remains, vigilant and secretive.
The stage is set for the next act in the Danse Macabre, and all
the players have taken their places. There isn’t a doubt in
their minds that they are ready for the play that awaits.
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After all, they’ve played these roles before.

Lo Plaz Poidas

While possessed of many curious properties, the Blood of
the Kindred reacts in special ways to that of other vampires.
Details as to why this happens are unknown. No blood-spe-
cialist or vampiric hematologist has studied the phenomena
extensively enough, and no mystics understand the nature of
the Curse so well. Certainly, though, these situations occur
often enough and widely enough to be known to all Kindred.

/ [

Vampires instinctively know other Kindred upon sight, as
the Beast seems to call to other Beasts in its vicinity. Hackles
rise, fangs distend and a sense of fear or territoriality over-
takes a Kindred upon meeting another vampire for the first
time. The urge is primal and bestial — the Kindred with more
potent blood sees the interloper as a threat to his superiority,
while the vampire with less potent blood instinctively feels a
desire to flee this greater predator. Both Kindred potentially
risk frenzy at the overwhelming surge of instinct, the aggres-
sive vampire feeling the urge to attack the lesser to assert his
dominance, and the “subordinate” vampire feeling a pressing
urge to flee. Kindred of equally potent blood both feel the
desire to attack each other and settle the matter of primacy
once and for all. True, such compulsions abate once two Kin-
dred are familiar with each other, but the initial experience
can be terrifying — or perversely thrilling.

e Sorcelssl Som

The blood of the Kindred is both savory and sweet, scintil-
lating the tastes with its heady, forbidden flavors. Those who
consume the Vitae of the Kindred, especially older Kindred,
find that they long to taste it again. While the Damned would
never stoop so low as to suggest that their blood is addictive,
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the reality defies their semantic pride. Dependencies can de-
velop, longings make themselves felt, and full-blown addic-
tion is certainly not out of the question.

As aresult, the sharing of blood between Kindred is looked
down upon by Kindred society as a whole. Although it is oc-
casionally forgiven in light circumstances, such as a lover’s
tryst or another symbol of affection, those who make a habit
of drinking other Kindred’s Vitae are looked upon as degener-
ates at best and potential diablerists at worst.

Part of the Kindred’s ill regard for tasting the blood of
other vampires is the Vinculum, sometimes known as the
blood bond. Those Kindred who consume the blood of an-
other single vampire three times become subjected to a
unique state of emotional control. This Vinculum creates a
powerful but artificial love for the vampire from whom three
draughts are taken.

A thrall is any being currently under the influence of a
Vinculum. The vampire to whom a thrall is bound is called
the regnant or domitor. In social situations, the term thrall
is applied to bound Kindred, as most undead think of
bound mortals solely as ghouls, mortals who have tasted
the Vitae of the Kindred (see p. 80). This is not, how-
ever, an entirely accurate delineation. It is possible to have
a mortal thrall who is not a ghoul, as mortals who have
tasted Vitae do not automatically become ghouls. Those
who do retain the powers and traits of the ghoul only so
long as Kindred Vitae remains in their system, but the
power of the Vinculum far outlasts any such limits. Ru-
mor has it that the Vinculum can subvert the will of even
the wildest supernatural entities, but little hard data has
come forth to verify this.

Thralls are not complete slaves of their masters, but they
come close. They constantly feel the artificial love, affec-
tion and loyalty imposed by the bond, even if they simul-
taneously hate their domitors for demeaning or enslaving
them. Among those who are weak-willed, naive, mentally
unstable or even willing, the blood bond creates a feeling
of singular devotion. Most Vinculums result in this condi-
tion, as most thralls subjected to them either know what
they’re getting into or have some turgid notion of their
relationship with their domitors-to-be. Ghouls who see
their masters as dark angels, Kindred lovers expressing their
devotion to each other through mutual blood bonds, even
wayward “blood dolls” who readily give of their own blood
to please their undead patrons.... All of these at least ini-
tially enter into Vinculums willingly (or at least without
resentment afterward). Others aren’t so enthusiastic, as with
unbound Kindred brought to heel under a Prince through
the Vinculum, or truculent childer forced to bond them-
selves to their sires “for their own good.” It truly is a blas-
phemous love, for it is unnatural and the conscience often
rebels against it. Thralls are normally incapable of blatantly
disobeying or working against their regnants, but some are
sufficiently strong willed to sabotage their masters in more
subtle ways.
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Some very rare coteries attempt to overcome the inevi-
table growth of mistrust between members by engaging in a
web of Vinculums. Reciprocal bonds wouldn’t work to hold
a coterie together; rather, it would engender loyalty between
pairs. Instead, these coteries engage in a practice that some
Kindred youth have rather crudely dubbed a “circle jerk.”
That is, one neonate bonds herself to another, who bonds
himself to a third, who bonds himself to a fourth, who in
turn bonds herself back to the first. The amount of trust re-
quired to enter into such an arrangement is incalculable,
and the results are inevitably painful for those involved, as
they must spend much of their time watching the object of
their affections fawn over someone else. Many coteries that
attempt this process eventually tear themselves apart out of
obsession and petty jealousy. Those few that manage to make
it work are indeed remarkably cohesive.

Kondeed Goronaly

If the clans represent family and perhaps culture among
the Kindred, and cities are their domains, then the various
covenants represent the closest vampiric equivalent to na-
tions, political parties and even religions. The covenants
form a cornerstone of undead society and — as far as is pos-
sible to determine given the Kindred’s rather hazy view of
their own history — are ancient traditions that have been
part of the vampiric world for hundreds of years. The cov-
enants that are (supposedly) oldest hold a more respected
“pedigree” than others, but none is truly modern. Even those
young vampires who believe that Kindred society as it exists
tonight is a relatively recent development admit that the
covenants almost certainly predate the Industrial Revolu-
tion in some form or another.

The covenants serve as nations, for they provide the Kin-
dred with a sense of community that they can find nowhere
else. Kindred are Embraced into a clan, with no say of their
own. Like many mortals, even if they feel a loyalty to their
blood and their family, they often differ with one another in
their opinions and beliefs. They are, for the most part, trapped
in their home domains, and their loyalty toward the local re-
gime is usually purchased with fear and enforced by ambition.
Covenant allegiance, however, is something over which Kin-
dred have personal control. They are drawn toward factions
that espouse doctrines in which they can believe (or at least
to which they don’t object). Here, more than anywhere else,
they are likely to encounter other Kindred who share at least
some of their ideas and objectives.

The covenants serve as political parties, for they provide
ambitious Kindred with built-in support. Most covenants seek
as much influence in the local Kindred power structure as
possible, either to advance their own goals or to simply pre-
vent rivals from gaining power. For the most part, politically
active Kindred would rather have a fellow covenant member
in power than any other rival (though many would certainly
rather hold the power themselves, when at all possible). A
vampire with many elder allies working to aid his ascendance
has an undeniable advantage over rivals with less support.
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Perhaps most strangely, the covenants even serve as a
religious body for some members. While some of the cov-
enants — the Lancea Sanctum and the Circle of the Crone
specifically — are overtly religious in their makeup, all of
the factions have strongly held beliefs and attitudes that
often reach the level of dogma. While some young Kin-
dred flit from ideology to ideology, either in search of a
place to belong or trying to figure out their own attitudes,
many other vampires cling so completely to the doctrines
of their chosen covenants that they are unable to compre-
hend any other viewpoints. While only a few covenants
declare outright that their way is mandated by Longinus,
God or some other higher power, most of them claim zeal-
ots who certainly seem to act that way.

Further distinguishing them from clans, covenants have a
fluid membership. A Kindred’s clan never changes, but a
Kindred’s covenant may. Certainly, it is difficult to forswear
one’s covenant and join a new one, but doing so is not impos-
sible. An expected lack of trust often accompanies such be-
havior, but only the most severe members of either the re-
nounced or the new covenant stoop to leveling (unsubstanti-
ated) claims of treachery against a convert. In many cases, a
Kindred’s philosophies simply change over the course of the
Requiem. Most covenant members would rather lose a dilet-
tante whose heart doesn’t truly belong to the cause any longer
than have her lack of faith undermine the rest. Granted, those
who repudiate all covenants usually lose significant esteem in
the eyes of erstwhile peers, but sometimes a Kindred just
grows... away.

Such being the case, it is with raised eyebrows that the
Damned allow others of their kind to move from one cov-
enant to another. Oddly, neonates and under-accomplished
ancillae have the easiest time of it, as their lack of tangible
ties to covenants at low levels occasionally allow them to es-
cape notice. Some Kindred even count themselves as mem-
bers of multiple covenants — but only until they’re found out
and forced to stop playing all sides against the middle. More
accomplished Kindred have difficulty changing sides, usually
because of the contacts they've made or secret knowledge
they've accumulated as a member of their original covenant.
Highly visible “defections” are usually the source of much gos-
sip, and more than once have been the foundation for ill will
or even bloody vendetta.

The covenants are not necessarily in constant conflict. Most
cities contain members of all of the major groups (or at least a
few), and Kindred governments operate effectively with of-
ficers and advisors from multiple factions. Like rival churches
in ages past or political parties in modern mortal government,
the covenants often manage to coexist, yet they rarely agree
on any salient points.

Still, the simple fact that these covenants exist at all inevi-
tably leads to discord. Even those few Kindred who don’t want
power for themselves understand why it’s in their best inter-
ests to make sure that fellow covenant members hold as much
authority as possible. Every faction wants to be in control,
and every covenant has different views on how the Kindred
should rule (and even behave). In most cities, this conflict is

covert, taking the form of political maneuvering, espionage,
sabotage, bribery, blackmail and the occasional assassination.
In select domains, this ongoing cold war heats up and cov-
enants engage in open conflict (as open as possible for the
Kindred). Much like mortal gang warfare, these conflicts are
usually short — the longer a war rages, the harder it becomes
to protect the Masquerade — but exceedingly bloody. Such
conflicts usually do not end so much as they simply fade out

* as one or all parties involved grows too exhausted to con-
. tinue. The shaky peace that appears to result, as the covenants

are forced through attrition to coexist once more, often lasts
only until one of them regains sufficient strength to begin the
process anew.

o>

COVENANTS AROUND THE GLOBE

The Kindred exist everywhere humanity builds
cities and extends cultures. Vampires cover the
globe, and while their numbers are few in
comparison to those on whom they feed, their
population is not so small that it can easily be
regimented into neat factions. The covenants
described here differ somewhat — and potentially
significantly — from domain to domain. That s, a
member of the Invictus in London probably shares
most of the primary attitudes of a fellow Invictus
in Detroit, but they likely differ on a great many
of the details.

More importantly, other covenants beyond the
major ones exist in various regions throughout the
world. The factions described here are the largest
or most powerful, at least in the West, but others
exist in other cultures, in smaller communities and
in Third-World nations. The covenants here
represent the majority of Kindred, and the greater
portion of Kindred power, but they do not account
for the entirety of either.

St

[t’s important to note that, while members of a given cov-
enant tend to agree on certain basic principles, and often
ally with one another against outside rivals, plenty of ten-
sion and enmity exists between members of a single cov-
enant. In fact, in those cities where any given covenant domi-
nates, intra-covenant rivalry is actually more common than
inter-covenant rivalry. Invictus Kindred compete with oth-
ers in the Invictus, Carthians struggle with rival Carthians,
and so forth. A vampire’s covenant allegiance is a good in-
dicator of certain political and philosophical beliefs, but

anything else is questionable.
Z/\/{Z ﬁm¢4/A

In nights long past, all of vampire society united under
one common banner, at least as far as the Western World
was concerned. This organization was known as the
Camarilla, corresponding roughly to a later Spanish word
meaning “power group” or a cabal of confidential advi-
sors. The Camarilla’s might was unchallenged — anywhere
Imperial Rome held sway, so did the Camarilla. It is even
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suspected that many Kindred customs that survive to this
very night had their roots in Camarilla structure, such as
the notion of Princes who govern autonomous domains.
While proof of pre-Roman vampirism is rare or incom-
plete, almost all Kindred accept that pre-Roman vampires
probably existed. They are commonly understood to have
been savage, monstrous and completely disorganized. If
anything, their “society” was probably little more than
scattered, vague domains populated by a single vampire
and any broods he chose to foster. The now-defunct
Camarilla was the first successful attempt at a true Kin-
dred society.

As the Roman Empire collapsed, however, so did the sup-
port structures of the Camarilla crumble. As Kindred require
the blood of mortals to keep them vital, they rely on mortal
society as a foundation for their own. With Europe fragment-
ing into isolated, feudal domains during the Dark Ages, Kin-
dred society had little choice but to do the same or fall en-
tirely into the barbarism of old.

The nature of the Kindred themselves hastened the ruin of
the Camarilla, as well. Ever scheming and jealous, few vam-
pires who rose to prominence in the Camarilla social order
did so out of a sense of altruism or justice. The Kindred then
as now craved power and influence, and such could be ob-
tained by crippling rivals’ access to the same.

[t comes as no surprise, then, to see that from the remains
of the shattered Camarilla came several different factions,
each espousing a different policy or philosophy upheld by

like-minded elders and charismatic demagogues. Where once
a single organization had stood, a handful of distinct cov-
enants emerged from the bleakness of the era. This develop-
ment even set the standard for later covenants to distin-
guish themselves from established Kindred society.

Many of these covenants perished through the centuries,
destroyed by opposing factions, absorbed into similar ones,
rooted out as heretics or simply abandoned as invalid. Vam-
pires cast about for covenants with which they could align
themselves in hopes of achieving power, but they remained
ever wary that those factions would demand too much in re-
turn or limit them too greatly with dogma.

As history progressed, two groups of European Kindred
formed an alliance. As mortal society’s strength hailed from
the twin pillars of the Church and the state, these cov-
enants formed their own version of the balance between
temporal and pious power. The Lancea Sanctum, a dire and
evangelical covenant claiming a Biblical origin for vam-

_ pires, rose to claim a position of prominence as the spiri-

tual leader of the Kindred. Its counterpart, known as the
Invictus (a reference to the group’s Roman origins), posi-
tioned itself as the vampiric nobility. In domains where
the alliance was powerful, the Invictus served as political
ruler of the Kindred, while the Lancea Sanctum made sure
residents were duly worshipful of God and mindful of a
vampire’s place in the world.

The alliance between the Invictus and the Lancea Sanc-
tum was an effective model and was easily hidden among the

== society of the damned
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layers of mortal society it emulated. The allegiance experi-
enced great success, and it soon spread across Europe not un-
like the feudal model from which it drew its structures.

Not all Kindred supported the alliance’s supremacy, however.
Many old domains that harbored Kindred who observed pre-
Christian and even pre-Roman rites and mythologies dissented.
Although they never formed a unified front, given that their
beliefs and geographical locations were too disparate, an un-
dercurrent of rebellion occasionally prevented the alliance from
taking hold in numerous places. Magic drawn from the Old
Ways held the Lancea Sanctum’s dark miracles at bay, and the
pagans held their own in many cases. These faiths survive to-
night as a loose coalition of factions, rarely organized but defi-
nitely powerful, and with their own spheres of influence. United
only by common belief in a female progenitor or patron of the
race of Kindred, the covenant known as the Circle of the Crone
cultivated power through appeal to less overwhelming policies
than the alliance’s conquering tactics.

Another Kindred covenant eventually reared its head in
Eastern Europe, fronted by an infamous and popular leader
drawn from the ranks of the mortal nobility. This covenant’s
founder claimed that no vampire had Embraced him, but that
he had been abandoned by God. Thus forsaken, he became
one of the Damned. Teaching a philosophy of vampiric tran-
scendence, this leader and his followers, the Ordo Dracul, upset
the balance of power between the Invictus and the Lancea
Sanctum and rushed in to seize what it could in the resulting
instability. The idea of transcendence appealed to many Kin-
dred, and thus the ideals of the Ordo Dracul took root and
spread outward. From the covenant’s foundation sometime
during the 15th or 16th century to the nights of the 21st, the
Order continues to grow in power and increase in influence.

Time passes externally for the Kindred, even if their own
bodies remain locked in stasis. To many vampires, the feudal
model upon which the alliance had built its power was an anach-
ronism by the 18th century. As the mortal world rallied to the
cause of new forms of government, many young vampires
adapted new systems of politics to the society of the Damned.
These Carthians don’t always agree on what sort of political
system is best, but they find common disillusionment with the
outdated modes of governance to which so many other Kin-
dred cling unquestioningly. Such philosophy finds a home es-
pecially in the New World, whose own sovereignty was won
from the clutches of aristocratic nations. The Carthians be-
lieve that it can be won for the vampiric order as well.

As the modern nights unfold, a strange state of balance
exists. In the Old World, many domains still honor the rule
of the alliance. Here and there, small pockets of resistance
cleave to the ways of the Circle of the Crone, while the
Ordo Dracul still reigns in Eastern Europe. In the New World,
however, something much more resembling an equal foot-
ing exists. The Carthian cause attracts new followers, espe-
cially among the young, who have never known noble rule

* and who have no reason to suspect one exists as the world of
. the Kindred opens up to them. The Invictus and the Lancea

Sanctum still wield power, but the alliance is far more tenu-
ous. Individual domains often belong solely to a Lancea Sanc-
tum Prince or an Invictus Prince, with little effort made to
preserve the customary relationship that survives between

the two in the Old World. The Ordo Dracul and Circle of

the Crone each has no small support, too, though their New
World incarnations are steeped less in the traditions from
which they hail and more in the mindset of viable (if some-
what arcane) alternatives to the undying atavism of the
crumbling alliance.

It is under these circumstances that modern vampires
find themselves Embraced. Covenants that have long been
allies fragment, while new alliances form nightly to op-
pose the existing powers that be. The Lancea Sanctum and
the Invictus are strange bedfellows — except where their
differences have driven them to factional war. Seemingly
opposed covenants such as the Circle of the Crone and the
Carthians feud over ideology — except when they bury
the hatchet to face mutual oppression. The world of vam-
pires is truly gothic, with barbaric anachronisms still in
place where they had been centuries if not millennia be-
fore. At the same time, technology and the world’s cul-
tural Zeitgeist manifests in a spirit of rebellion that offers a
chance to cast the old shackles aside and replace them with
new and exciting ideals. The world is at once medieval
and modern, and the society of the Damned embodies ev-
ery aspect of that paradox.

On occasion, a group of historians, unification-minded
Kindred or downright conspirators makes some effort at
reestablishing the Camarilla as it was in the nights of old.
To date these efforts have been doomed to failure, fractur-
ing under the weight of whatever high-minded (or under-
handed) politics spawned the idea. That’s not to say that
some future attempt at consolidation wouldn’t work, just
that it has yet to.
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Undeniably the
youngest of the major
Kindred covenants, the
Carthians are fire-eyed re-
formists, eager to bring the
establishment to its knees if that’s
what it takes to facilitate positive po-
litical change. If the unbound are the
irritable loners and individualists, then the Carthians
are their politically motivated counterparts, the Young
Turks who seek to shake up the status quo with the
honesty of their passion and the ingenuity of their ideas.
Due to the prevalence of young Kindred in the modern
age, the Carthian Movement sees quite a bit

of support worldwide.
OVERVIEW

Carthians are full of ideas. They see brave new possi-
bilities and models for Kindred self-rule that they believe
were heretofore unimagined before they arrived on the
scene, and they long to share those ideas with others —
especially with those whom they believe keep the covenant
and its ideas down. Few stop to wonder whether the exist-
ing status quo (whatever and wherever it might be) has en-
dured for a reason. Most are content to challenge it for the

sake of trying to accomplish something positive in a world as
bleak as the Kindred’s.

If the Carthians have a single enemy among the Damned,
it is calcification. Change is vital to all social systems. There-
fore, many Carthians fear the elders of their kind. This is not
because they think elders pose a direct threat, but because
elders are the most stagnant members of their race, the least
capable of hearing or accepting new ideas. For this reason,
many sub-movements of the Carthian cause have some strict
policies about who can and can’t join, as they fear their dreams
might become the target of some elder’s crusade.

For the most part, they’re right. Most elder vampires have
little to no interest in seeing a bunch of neonates summarily
rearrange the power structure that’s been in place for centu-
ries, and in so doing strip elders of their patiently cultivated
power and influence. Vampires are nasty, predatory creatures
who only grow nastier and more predatory with age, and few
elders appreciate this latest “fad” among neonates. As a re-
sult, the Carthian Movement has become the scapegoat of
choice for powerful elders. Were it not for the presence of
some great minds within the Movement (as well as a few el-
ders of other covenants), the faction might well collapse un-
der the weight of tradition. All the same, the Movement has

met with at least lim-
ited success in some ar-
eas, and much like a per-
sistent union, the Carthians
have begun to show some
marked gains simply by remaining
patient and playing the game as it
must be played. Their democratic notions
aren’t loved by everyone, but what the Carthians lack
in wisdom and support, they tend to make up for in pas-
sion and unity (though they, too, indulge in their fair
share of fractiousness and infighting).

MEMBERS

The Carthians embody the youngest gen-
eration of Kindred, even more so than the un-
aligned. The vast majority of self-proclaimed
Carthians are neonates, with a smattering of wily
ancillae who have either achieved some measure of
power or satisfaction from their efforts as part of the cov-
enant, or who are simply too afraid to abandon the fac-
tion after so many years and relations forged (or de-
stroyed). Once in a while, the rare elder emerges with
ties to the Carthian Movement, but by and large elders
simply scowl at the very idea of it all.

When a vampire comes to the Carthian cause, he typically
does so out of a genuine desire to see some radical changes
implemented in the secret world of the Damned. As might be
expected, the most numerous (and vocal) clan in the Move-
ment is the Mekhet, many of whom are drawn by the oppor-
tunity the covenant presents. Many consider the covenant to
be the last and best chance for positive relations between Kin-
dred and kine, and as such, a few are willing to do anything to
make sure the Movement thrives and survives. While most
Ventrue normally shy away from anything Carthian, a num-
ber of Nosferatu and Daeva can be found at Carthian gather-
ings — the former out of appreciation for a venue in which
fear can motivate, and the latter out of a vampiric desire to
involve themselves in the affairs of others.

PHILOGOPRY

The foundation of the Carthian Movement is the notion
that vampires needn’t accept the status quo unthinkingly.
While these Kindred recognize that they’re being Embraced
into a world with its own secret history and traditions, they
don’t feel that they have to accept that history and those
traditions simply because someone older than them says they
do. Rather, they believe that every man can and must have
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a voice, in death as he did in life, and that voice must be
heard in order for peace or justice to prevail in the system
— any system.
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This philosophy revolves around two core concepts that
give the cause its fire.

Power to the People

The first and most important tenet of the Carthian cause
is that any model of government that works for mortals is
applicable to Kindred. Democracy in particular is the cor-
nerstone of Carthian thinking, because it gives each indi-
vidual a say in the affairs and administration of the people
as a whole. Socialism is a popular model, too. Due to the
relatively small scale of vampire society, many consider so-
cialism more feasible for Kindred to adopt than it might be
for mortals. Carthians detest the notion of rule by divine
mandate (perceived or otherwise), and they strive to con-
vince those in power that existing structures should be ex-
amined thoroughly, and then modified or torn down as nec-
essary in order to create a better world for all Kindred. Need-
less to say, few vampires in positions of power are immedi-
ately agreeable. They understand vampiric nature, perhaps
all too well, and know that even when Carthians “succeed,”
the result is often little more than the undead equivalent of
a labor union, and such artificial contrivances are inherently
dangerous to Kindred society.
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Change Is Necessary

If part of the curse of undeath is stagnation and stasis, then
the Kindred must be willing to change and adapt to the times
if they are to endure. Dismissing new ideas out of hand simply
because they are not what has been done before is the folly of
ignorance, and such folly drives the Carthians to bloody tears.
If they, at so young an age, can recognize the truth of vampiric
existence, then why can’t the elders of their kind? Or is it
that those elders have long since forgotten? Whatever the
case, the Carthians take it upon themselves to remind their
hoary sires and grandsires that no kingdom is forever, and that
in time, change comes to every thing in every system —
whether it’s desired or not.

RITUALS AND OBSERVANCES

While the Carthians are considerably less ritualistic than
either the Lancea Sanctum or the Circle of the Crone, they
still have their share of sacred practices. More often than
not, Carthian “rites” revolve around politics, and what starts
as a debate can easily turn into a ritual depending on the
Kindred involved.

The Chain

At almost every Carthian gathering, at some point in the
evening, some Kindred (usually the Prefect) steps forward
and requests that everyone present take part in a long-stand-
ing custom that Carthians call the Chain. The entire rite
(such as it is) is over in a matter of moments, so even the
most turbulent of Kindred usually acquiesce to their involve-
ment. The idea is simple. All the Carthians present gather in
a circle, and following a few inspirational words from the Pre-
fect, each passes a single artifact that is esteemed by the local
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Carthians to the Kindred beside him, thus forming a sym-
bolic chain representing that what one Kindred does affects
all others. The symbolism is blunt but effective. Each vam-
pire in the circle is beholden to the next and responsible for
another, but not directly. In this way do the Carthians re-
mind themselves of their outlook, common goals and objec-
tives. Artifacts can be anything, such as a relic of a fallen
Carthian leader, an effigy of an enemy or a personal posses-
sion of someone soon to be drawn into the Carthian ranks.

Independence Day

The Carthians, being fans of democracy in all its forms,
hold a special fondness for Independence Day. The term
can be misleading, however, seeing how the celebration
day itself is not always on the American holiday, the fourth
of July. In countries other than the United States, such as
Mexico and France, Carthian vampires typically celebrate
on the same date mortals do, so the fifth of May is nearly
as common a date of observance, for example. In actual
Carthian-dominated domains, the Kindred celebrate the
night their dream of a new world came to pass. The vic-
tory of an alternate political model is both rare and won-
drous in the world of the Damned, and the Carthians revel
in remembering the night of its advent. When free to do
so, Carthians can get quite rowdy, and their parties are

truly legendary.
TITLES AND DUTIES

Unlike the other covenants, whose titles often coincide with
those of standard positions of authority, the titles of impor-
tant figures in the Carthian Movement denote levels of re-
sponsibility and respect, rather than true authority.
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Prefect

The Kindred in charge of much of the night-to-night run-
ning of Carthian operations in a given city is known as the
Prefect. In most every case, the Prefect is elected (in whatever
form that takes) by a majority of other Carthians, with the ex-
ception of any active Myrmidon, who traditionally abstains from
such voting. The Prefect is at once the spokesperson for the
Movement in his domain, the “chair” and organizer of Carthian
events, and the one responsible for making sure that no single
faction member’s actions jeopardize the others. The Prefect must
therefore have some public relations savvy, as it is to him that
the Prince inevitably turns when a Carthian is suspected of
some wrongdoing. While the Prefect carries considerable sway
among his confederates, he is not their leader in either name or
truth, and most prefer the relationship that way.

Myrmidon

The majority of incarnations of the Carthian experiment
involve Kindred getting together and democratically parcel-
ing out both feeding rights and potential dispute resolutions.
As such, the need quickly arises for an entirely “neutral party”
to help maintain order and restore peaceable negotiations to
the table, when necessary. A Carthian known as a Myrmidon
fills this role. Although the Myrmidon works very closely with
the Prefect, he is not the Prefect’s “right-hand man,” despite
appearances to the contrary. Rather, he is the one who often
acts as intermediary between two quarreling Carthians or be-
tween a Carthian and a non-Carthian of no political impor-
tance. Given the Prefect’s duties to the cause, the Myrmidon
can and often does end up acting as the one enforcing the
Prefect’s duties, simply by virtue of the fact that nobody else
could do it without cry of foul.
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the circle of the crone

Few vampires outside the Circle of the Crone
have anything even approaching a com-
plete understanding of the group’s se-
cretive beliefs and behaviors. As a
covenant, the Circle is as devoted
the Carthians, more tightly or-
ganized than the Invictus, and

and misunderstood than the
Lancea Sanctum and the
Ordo Dracul. For many
neonates, these mysterious
Kindred are the “bogey-
men” of vampire society —
those who gather in seques-
tered cabals, where they
practice ancient and eldritch
rites in reverence to bloody
gods and goddesses of cultures
forgotten or shunned. These are
the vampires about whom elders
warn their childer: the political out-
casts, iconoclasts and, to some, heretics

of the Damned.
OVERVIEW

The Circle of the Crone decries what are the most widely
accepted creation myths of the vampire. To these cultists,
the Lancea Sanctum’s progenitor is not to be revered, wor-
shipped or even heeded. Nor is the Ordo Dracul’s nigh-
mythical founder anything but a grand ruse. Instead, the
Circle of the Crone claims a more naturalistic origin for
vampires, that they have always been a part of the world,
spawned in the dark places where mortals fear to tread and
where guarded suspicion yields to open fear. Their origin
stories invoke such names as the Russian witch Baba Yaga,
the horned god Cernunnos, the Thracian goddess of moon
and magic Bendis, the animal-god Pashupati, bull sacri-
fices in the name of Mithras, and the bloodier incarna-
tions of the Morrigan. Members of the Circle of the Crone
occasionally even incorporate elements dating before
Lancea Sanctum dogma into their philosophy through
Lilith, the first wife of Adam. Acolytes, as members of the
Circle are often known, reject vampiric notions of peni-
tence entirely. Instead, they take a more organic approach
to unlife, one that allows for all creatures — even the liv-
ing dead — to continue to learn, grow and find enlighten-
ment over time. While much of Kindred tradition places
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emphasis on guilt and penance according to
the Judeo-Christian model, the Circle
of the Crone sees itself as outside
that framework.

Members of this covenant
maintain that the primary les-
son to be learned from what-
ever origin of the undead
any given Kindred espouses
is that a vampire, though
damned to an eternity of
unlife, is no more or less a
victim than he chooses to
be. Empowerment and en-
lightenment are both well
within the reach of any
creature, vampire or other-
wise, who is truthful and
dedicated enough to attain
them. Although the Circle is
primarily a vampiric phenom-
enon, its ideology extends beyond
the worldly borders of the Kindred
plight and is attractive to non-Kindred as
well. As such, the Circle boasts some of the most
extensive and unusual contacts among other, similarly in-
clined creatures, including mages and even werewolves.

As might be expected, Acolytes are none too popular with
the fervent Lancea Sanctum, which takes great offense at the
Circle’s “corruption” of its dearly held ideals. Some truly hard-
line Kindred, especially those in power in conservative do-
mains, go so far as to outlaw the practice and spread of what
they call “demon worship,” and they lay heavy penalties down
upon those caught in violation of the decree. Most of the time,
however, even the most stalwart Prince or Archbishop satis-
fies himself with making sure that those around him are free
of any Acolyte heresy, thus cutting off any potential threat at
the source.

MEMBERS

The Circle of the Crone boasts a diverse collection of
Kindred among its adherents. Members of every clan and
those of any age are drawn to the Circle’s particular ethos,
and the covenant is certainly stronger because of it. If the
covenant is weak in any one demographic, it is likely in
the number of Ventrue who share in its beliefs. The Ventrue
are childer of tradition, and among the more conservative
members of the clan, tradition suggests that core Acolyte
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ideology is foolishness at best and heresy at worst. Con-
versely, the Gangrel (who are known for their disregard of
both mortality and Kindred convention) are perhaps the
perfect fit for the covenant’s mindset. Many Acolytes do
indeed hail from the ranks of the Savages, who can find a
symbolic resonance between their nature and those of the
many gods and spirits in the Circle’s pantheon.

Given the relatively radical nature of their philosophies,
Acolytes are understandably preoccupied with the continued
growth of their membership. In recent years, many have be-
gun to actively seek converts, particularly from among the
downtrodden and dispossessed of Kindred society. This search
often leads to the door of unaligned Kindred, many of whom
are somewhat more tolerant of Acolytes than they are of the
Lancea Sanctum or Invictus. And there are others who view
the Acolytes’ ideology as compatible with their own political
outlook. As a result, the Circle’s missionary efforts have been
rewarded, and the number of former independents who have
become members grows with each passing night. After all, if
vampires are real, who's to say that the blood gods and deities

of the Old Ways aren’t?

PHILOSOPHY

At the core of Acolytes’ belief sits the Crone, a sort of
vampiric mentor and lover of mythological “monsters” dur-
ing various stages of history and among innumerable cultures.
Obviously, reverence for the Crone is the source of the Circle’s
name, and she is by turns an amalgamation of spirits or gods
from whom vampires originated, or a literal figure not too
vastly different from the Lancea Sanctum’s own progenitor.
Acolytes revere the image and teachings of various mother-
goddesses, who, according to a variety of mythological and
religious texts, was cast out of the company of fellow gods for
seeking to better herself by consuming the blood of those
whom the gods had made in their image. Through trial and
pain, the Crone managed to uncover the secrets of creation,
and to survive the harsh wasteland that was life outside the
gods’ own paradise. All on her own, the Crone is said to have
created form, shape and beauty out of the barren nothingness
that lay beyond the ken of men and gods, and her Circle seeks
to emulate her experience so that it too might achieve her
wisdom and power.

Branching out from this core precept are two underly-
ing themes.

Creation is Power

Vampires of this covenant are perhaps the most honest with
themselves about what they believe to be the truth of the
Kindred condition. They recognize that the Requiem tears
them from the natural world and suspends them in a state of
eternal stasis, forever unable to create life. For those who let
the truth of this realization destroy them, existence becomes
an unending spiral of manipulation toward destruction, with
resources being allocated merely to fuel the perpetuation of
the cycle. Creation, then, becomes both the source of true
power and the only way a static creature can otherwise re-
main a vibrant part of the earthly order. Some Acolytes prac-
tice this ideology in small ways, tending gardens or breeding
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animals, while others take the broader view, seeking instead
to create things of lasting beauty or utility such as art or in-
vention. Whatever form it takes, all Acolytes strive to emu-
late creation in their own way.

Tribulation Brings Enlightenment

Acolytes believe that any creature can overcome its own
weakness and moral failings by continually testing its physi-
cal, mental and spiritual limitations. Only through ongoing
tribulation can one’s consciousness expand, and thus true un-
derstanding be reached. Cultists empower themselves by al-
ternately exciting and challenging the senses, and through
the newfound comprehension that results, they finally trans-
form the static nature of undeath into the miracle of creation.
Many cultists take this to a literal level, engaging in bouts of
flagellation and other self-abuse that would make a mortal’s
stomach churn. Others simply put their bodies in new and
difficult situations so that they may better understand them-
selves and their fears and limitations. Whatever the motiva-
tion, the results are undeniable: Those who endure are tem-
pered by their experiences, making them ever more capable
of enduring whatever comes next.

RtTUALS
fvD QBSERVAVCES

The Circle of the Crone is a rigidly ceremonial covenant.
It claims a variety of different special rites, many of which are
unique to the Acolytes of a given coterie or domain. Of those
that see more widespread observance, three stand out.

The Crone’s Liturgy

One of the most frequently heard recitations at cultist gath-
erings, this observance takes the form of passages read from
various accounts of mythology or creation stories. The Lit-
urgy has become the ceremonial opener (or closer, depend-
ing on the domain) for the regular meetings of assembled
Acolytes. The passages themselves tell the tale, or in some
convocations sing the song, of the Crone’s perseverance
through adversity after banishment from the company of the
gods. The text has a lyrical quality to it, due to the action-
reaction nature of the Crone’s life, and many Acolytes have
taken to employing the Greek method of call and response
when reciting the Liturgy. (This has the effect of making
everyone present feel involved, as opposed to just the
speaker.) As most passages are fairly long, most Acolytes pre-
fer to limit each recitation to whatever sub-section of the
Liturgy is most appropriate to the subject or subjects of the
meeting at hand.

The Winnowing

Acolytes claim a great many holy nights, adapted from the
mythologies with which they most closely associate, and they
tend to observe them with great sincerity and respect. The
most important event to the covenant at large is an annual
rite known as the Winnowing. The night itself falls upon a
different date every year, and is dependent upon a whole host
of variables, including the alignment of the stars and the phase
of the moon. On the whole, though, it usually falls some time
around the winter solstice (not dissimilar to the Celtic Yule,

though with notably less connection to male divinities). On
this night, Acolytes take stock of the trials they have bested,
the pains they have endured and the things they have either
created or destroyed in the intervening year. Since these mat-
ters are specific to each cultist, this ritual is always a highly
personal one, and it is usually conducted in absolute silence
under starlight. During the rite, each participant offers some
of his own Vitae to the ground, in the hopes of cleansing his
spirit before the coming year. The rite concludes with the
Hierophant placing a wreath of laurel around the head of each
participant, to represent the reestablishment of each Acolyte’s
connection to the natural world, both within and without.

Other holidays associated with the Winnowing and ob-
served in their unique formats punctuate the Circle’s calen-
dar. The Feast of Samhain (October 31) represents the Crone
saying farewell to the world in preparation for winter, and is
celebrated with much revelry and orgies of blood. Latha
Lunasdal (near August 1) commemorates the time of year
when the nights grow longer than the days, and when the
Kindred may claim more time as their own. Those Acolytes
who choose to Embrace often do so on Walpurgis Night (Feb-
ruary 25) in observance of the custom of fertility associated
with that holy day. The Pyanepsion Noumenia (September
26-27) marks the honoring of the Crone herself, and is cel-
ebrated in all manners, from vampiric celebrations that re-
semble wild marauds to contemplation on what it means to
be a creature of the night.

Craac

The Circle of the Crone holds the mystical ways of Cruac,
the “bloody crescent,” in high regard. A form of ritual magic,
Crtac draws as much on shamanic systems of belief, druidic
practice and even arts that resemble “black magic” in its per-
formance. This magic is uniformly sanguinary in its practice,
involving blood sacrifices at the very least and occasionally
mortification of the flesh, scarring of the vampire’s body or
even the death of a ritual victim for its most powerful effects.
As fearful as the practice’s trappings are, none who has seen
its powers in action can deny its effectiveness. Those outside
the covenant might deride Criac as “witchcraft,” but Aco-
lytes themselves would never stoop to using such base terms
for their spiritual sorcery.

TITLES AP DPUTIES

The ritualistic nature of the Circle of the Crone seems to
lend itself to a hierarchy of titles and roles, each fulfilling some
unique niche or aspect of the covenant’s esoteric dealings,
but such is not the case. In fact, only a single “official” title
sees very much use throughout the covenant. The rest are
either titles pro-tem, city-specific titles or simply convenient
descriptors for duties that almost any Acolyte might fulfill.

Hierophant

In domains where the Circle of the Crone has a significant
enough presence to warrant it (that is, in cities with three or
more members), the wisest take on the equivalent role of high
priest. Such a spiritual leader is called a Hierophant, and is
charged with a number of duties to his fellows. The Hierophant
is responsible for calling meetings to order and for leading
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various rites and rituals (such as the Crone’s Liturgy). The
Hierophant also oversees the induction of new members to
the Circle, and no Acolyte may be granted full status without
his leave. “Hierophant” is also a term of respect, and even
elders who no longer lead rituals may continue to bear the
title as a “badge of office” or a sign of enlightenment.

Among the Hierophant’s responsibilities is the actual for-
mation of dogma observed by the covenant in a given do-
main. For example, some Hierophants call extensively upon
the Celtic pantheon in interpreting the Kindred condition,
while others invoke “demons” who are actually nature spir-
its in certain Eastern European followings. Still others
might have an outlook that draws heavily on Judeo-Chris-
tian myth, substituting Lilith for the Crone, while other
groups see themselves as incarnations of the Native Ameri-
can wendigo or manitou. Still others blend a variety of reli-
gions into their own unique view of the Kindred. This body
of dogma almost always grows organically over time, in-
corporating new Acolytes’ beliefs, changing when the
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covenant’s tastes dictate, or taking into account new in-
formation or discoveries. More so than any other covenant,
the policies of the Circle of the Crone morph and adapt,
and the responsibility of keeping it all cogent rests in the
hands of the Hierophant.

The Chorus

The chorus is not an actual title in the covenant, but rather
a descriptor for a certain type of member. The chorus is the
collective “new converts” to Acolyte ideology, and a proba-
tionary member of the Circle. Few would-be converts are
capable of grasping the often painful truth of the Acolytes’
mindset, so most new members go through a period of “ap-
prenticeship” during which they slowly acclimate to exist-
ence in the Circle of the Crone. As a point of order, cov-
enant secrets such as Criac are never revealed to the cho-
rus, and they are watched just as much as guided for the
duration of their probation. This introductory period exists
as much for the chorus’ security as the covenant’s, for once
members are fully inducted, there is truly no turning back.
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the invictus

In the eyes of those who don’t understand it
— and, admittedly, of some who do — the
Invictus is the despised aristocracy of the
undead, the gentry who did nothing to earn
their position but who would do anything to
maintain it. They’re the landlord, the overseer,
the dictator. The Invictus might not truly hold much
more authority across the domains than the other cov-
enants do, but it makes such a big deal about what
power it does have that many Kindred often as-
sociate it with the highest offices. The Invictus
often tries to portray itself as among the oldest
covenants, with or without justification. Oldest or
not, the covenant is certainly tenured. It has vast
interest — and influence — in mortal affairs, and many
outside the covenant see it as the guardian
(sometimes excessively so) of the Masquerade.

overview

To an extent, the common perception of the
Invictus is accurate as far as it goes, but it leaves
the greatest depths of the covenant
unexamined. The so-called First Estate is, at
its heart, still rooted in the feudal system. It was purportedly
during some stage soon after the collapse of the Roman Em-
pire that the Invictus developed into what it is tonight, ce-
menting a dogma that its elders claim (accurately or not) ac-
tually predates the fall. Call it divine right, the natural order,
rule by the strong or whatever you like — the Invictus oper-
ates entirely as a system of linked monarchies. Everything is
about power. Those who don’t have it want it, while those
who have it want to keep and increase it.

Tohear the Invictus tell it, the covenant represents a meritocracy.
The Kindred with the greatest skill, the greatest ambition and ul-
timately the greatest claim to leadership eventually rise to domi-
nance. In the process, they are tempered, learning to deal with all
manner of impediments, political, social or martial. If the Invictus
is ruled by Princes, they are Princes of their own making.

It’s a nice conceit. In many select regions, it’s even true. For
the most part, however, the First Estate is like any feudal govern-
ment — those at the top stay there, and those at the bottom are
crushed. If personal strength determines political power, how can
young Kindred possibly advance? After all, their elder rivals al-
ready have the advantage of decades if not centuries of head start.
They're stronger. They’re wiser. They’re far more experienced in
the political arena. And unlike mortal aristocracies, in which
the up-and-comers could count on positions eventually opening
up, Invictus elders aren’t likely to die naturally anytime soon,
and those who fall to torpor have time to set their allies and

pawns up to take their place. The Invictus, then,
represents the pinnacle of achievement for the
aristocracy: the illusion of equal opportunity
without the reality of it. Many young Kindred
aren’t fooled, but many others are — and just
enough of the young really do manage to carve
out their own niche to make the covenant appealing.
After all, despite the apparent dearth of opportunity,
the Invictus really is one of the most powerful and
influential factions. Sure, it’s hard to move up the
ladder, but if you can, you’re going to be far more
powerful than, say, someone of equivalent stand-
ing among the Carthians or some would-be tyrant
among the unaligned.

The Invictus claims to have popularized the use of
many of the common titles and ranks in Kindred
society, particularly that of Prince. In all ways,
the covenant thinks in terms of aristocracy, or at
least gentry. In the Old World, the image remains
of the noble holding court. In America, that im-
age has evolved in some regions into industrial
barons and old-money families, an unofficial yet
no less effective elite. In either case, one thing
remains the same — those who have it, have it, and those who
don’t, don’t.

Ultimately, then, the Invictus exists in part to maintain or-
der among the Kindred. Like any aristocracy, the First Estate
suffers in lawlessness. Only through an ordered existence and
the rule of law can the leaders of the covenant maintain their
power. With the possible exception of the Lancea Sanctum,
which has religious motivations for its actions, the Invictus is
the most draconian covenant when it comes to enforcing the
letter of the Traditions and Kindred law. It maintains the illu-
sion of freedom and opportunity within the covenant, cloak-
ing its tyrannical system in metaphors of “government by the
fittest,” in hopes of appealing to those outside its ranks, but the
group is truly more concerned with keeping order among its
own ranks. If the masses don’t behave, then all the power the
elders have built upon their backs must crumble.

And that, of course, leads to the First Estate’s unstated (but
hardly secret) second purpose: not merely maintaining order,
but keeping the elders who already hold power in charge of
that order. Let them speak all they want about expanding the
rule of law and the noble cause the Invictus represents. At
the end of the night, it’s all about Princes, Primogen and other
elders keeping themselves at the top of the pile by stepping
on the heads of those beneath them.

Most disturbing of all to young Kindred, be they members
or potential members, is the nagging thought that the Invictus
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might have the right of it. Horrific as it sounds, this notion of
keeping all power in the hands of a select few undying elders,
one must ask the question: If not them, who? Who else would
have both the knowledge and the power necessary to fill such
a position and to keep a covenant of inherently selfish preda-
tors functioning? If the Invictus’ oppressive and tyrannical
nature has lasted this long, maybe that’s because it works.

Members

For what should be fairly obvious reasons, the Invictus of-
ten appeals far more to elder Kindred than to neonates. In
the incestuous political arena that the Invictus favors, age
and experience are of far greater value than anything youth
might offer. Young Kindred outnumber elders, and they have
a much better grasp on the changes the modern world has
brought about. Many elders face those facts with a dread akin
to that inspired by open flame, and the notion of a govern-
ment specifically designed to keep the established strong and
their childer weak is one that appeals immensely.

That said, a surprising number of ancillae and even neonates
belong to the Invictus. In some instances, this is purely a matter of
the Embrace. Traditionally, childer are obligated to serve their sires’
interests, at least for a time. More than any other covenant, the
Invictus enforces an astonishing degree of servility. The offspring
of many Invictus Kindred remain in the covenant, first out of duty,
and then because they have either managed to eke out some status
for themselves, or because they know no other way.

Other neonates join out of sheer ambition or self-confi-
dence (or arrogance). True, most young Kindred have little
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chance of any real advancement, but the luckiest and most
capable few do indeed manage to make their mark, to obtain
positions of power or to even carve out their own little
fiefdoms. It might be challenging to advance within the ranks
of the Invictus, but the rewards for doing so are great.

The Invictus makes it easy for them. After all, the covenant
wants as many members as possible. Not only do more members
equate to a wider base of power, but even the most fearful elders
acknowledge that they need young vampires to understand and
take fullest advantage of the modern world. Of course, as with all
lords, what Invictus elders really want are servants and vassals,
not equals. Kings don’t build roads, they inspire and command
others to do so. The larger a king’s retinue and army, the more
power he holds, and the Invictus desires to hold all the power.
Members of the covenant actively seek out other Kindred for
membership, expounding the strengths and benefits of the cov-
enant while glossing over the rather substantial downsides.

No procedure or test exists for joining the Invictus. A pro-
spective member must often take an oath of loyalty before
either a covenant or local official (a Prince, Primogen or a
lesser “patron,” for instance). Of course, the covenant has
members and the covenant has members. A new recruit can
expect to be carefully observed for years, possibly even de-
cades, before other Invictus members even deign to listen to
him or allow him access to any sensitive information.

Given all this, the two common threads that run among
almost all Invictus members, elder and neonate alike, are burn-
ing ambition and a belief in the rule of law. Those who are
unwilling to work for every scrap of power — and, perhaps
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more to the point, to be constantly on guard against their
rivals who do the same — have no place in the courts and
corporate boardrooms of the First Estate. Those who aren’t
prepared to operate within the unspoken rules, to play the
games of politics and trading of favors, will never acquire
enough allies to succeed (or, perhaps, even survive).

Philosophy

If the Invictus is devoted to a single philosophy, it must be
the notion that power among the Kindred must remain in the
hands of those who are worthy of wielding it. In and of itself,
that’s not unreasonable. The Kindred are a violent, paranoid,
ambitious race. If their society is to have any hope of survival
and secrecy, someone has to be in charge. Where other cov-
enants differ with the Invictus’ philosophy is largely in the
notion of what “worthy” actually means.

The Invictus believes in keeping as much power as possible
in its own hands, and in constantly acquiring more. A good
member is one who either advances his position in society, or
who aids other Invictus Kindred in advancing theirs. Apathetic
or ineffective Kindred are tolerated only as lackeys and pawns.

The covenant’s overarching philosophy has spawned sev-
eral other guidelines, all on the level of unwritten rules. That
is, nobody’s going to write them down, but everyone who’s
been in the covenant more than a short while knows better
than to casually ignore them.

The Invictus Must Be Respected

Without a doubt, the Invictus prefers to announce its pres-
ence, yet it isn’t stupid about it. Members of the First Estate are
experts at backroom deals and covert schemes, and they keep a
secret as well as anyone. If the Invictus holds power in a region,
though, it wants the Kindred to know that it’s in charge. Doing
so inspires others to flock to its banners; after all, everybody
likes being where the power is. Making a public show also helps
squash any opposition to the faction’s local goals, since many
Kindred are reluctant to take on a member of so powerful a
covenant while they would have less objection to challenging,
say, a Carthian leader. Finally, displays of power are simply a
social convention. The Invictus is extremely hierarchical and
very formal. Its members often demand the respect and status
they feel they're due. Many Invictus Princes and other leaders
who choose to hold formal courts announce their covenant
allegiance without ever saying the word “Invictus.”

The Invictus, alone among covenants, considers itself to be an
actual entity, worthy of admiration. The Carthians tend to eschew
oaths of fealty, and the Lancea Sanctum and Circle of the Crone
swear oaths to higher powers such as a god or spirit, first and fore-
most, with obedience to the covenant second. The Invictus alone
not only demands oaths of loyalty to local covenant leaders, but
considers them paramount above any and all other allegiances.

It’s probably this practice that creates the illusion that so many
Princes are Invictus. Because Invictus leaders often make such a
point of their covenant affiliation, more so than those of other
covenants, the First Estate is associated with the position.

Mortals Are Power

While all the covenants understand the need for the Masquer-
ade, the Invictus focuses most heavily on not merely infiltrating
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but manipulating and influencing mortal society. In the covenant’s
quest for political dominance, it wastes no opportunity — and six
billion kine represent quite an opportunity. Most elder Kindred of
all covenants wield some amount of influence in local affairs or
among businessmen, but when one pictures the vampire sitting at
the heart of a web of corporate, political, criminal and social con-
nections — a rare but extant stereotype — one probably pictures a
member of the Invictus.

Rituals and observances

The Invictus has few covenant-wide observances. As a
whole, the First Estate is concerned more with traditions of
general behavior than with specific activities. Still, certain
social customs and mores have survived to the modern era,
though they have become such a standard part of the Invictus
Requiem that many Kindred no longer recognize them as such.

Oaths of Fealty

Due to its largely feudal structure, nearly every layer of in-
teraction within the Invictus has a corresponding oath of fe-
alty or loyalty. Followers swear oaths to leaders, childer to
sires, thralls to regnants. And this, of course, doesn’t even
count the oaths that Invictus-aligned city officials often de-
mand from all their subjects, Invictus or otherwise. Rare in-
deed is the Invictus Kindred who does not labor under at least
three or four oaths.

Recitation of Lineage

Despite its claims that leaders are made, not born, the Invictus
puts substantial social stock in its members’ parentage. The far-
ther back a member can recite her blood, the more respect she
is offered. Descent from a particularly notable Kindred confers
great status in the covenant. Descent from a notorious ances-
tor, or an inability to recite a vast portion of one’s lineage, is
grounds for scorn. Being able to claim membership in some of
the more respected bloodlines (such as the so-called Mithraic
Ventrue) is very nearly the equivalent of royalty, and the Invictus
maintains a healthy regard for any bloodline or family capable
of distinguishing itself from the parent clan by word or deed.

Formality of Presentation

Most Invictus Princes hold very formal courts and rule very
structured (so much as they can manage it) domains. Whether a
domain is ruled like a corporate boardroom, an old South plan-
tation or a literal feudal court, it almost certainly has formalities
and procedures that must be observed. Invictus Kindred, on av-
erage, make use of more of the local titles described previously in
this chapter than members of other covenants do, precisely be-
cause of their preoccupation with position and formality. Many
Invictus Princes have a Seneschal announce arriving guests by
name, title (if any) and lineage (if known). They insist on spe-
cific forms of address and possibly even styles of wardrobe from
those who attend their courts. They might even insist on a cer-
tain degree of refinement when it comes to social interaction at
court (vulgar jokes and coarse language could be forbidden).
Mouthing off to a Prince, a Regent or any other elder is grounds
for severe chastisement, and more than one neonate with a “You
can’t tell me what to do!” attitude has found himself subjected to
a Vinculum, banishment or even been faced with the sunrise
when initial warnings proved insufficient.
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In some cities where the Invictus wields a majority of the power,
this formality extends even beyond Elysium. Kindred in such do-
mains are expected to keep very close track of social status among
all those with whom they interact, and to act accordingly. In such
a city, failing to show proper deference to one of higher status can
result in punishment, and showing too much deference to one of
lower status results in substantial mockery and loss of face. Harpies
hold nearly as much power in these cities as the Primogen, for they
can grant or rescind social status at whim.

Old-Fashioned Communication

As an offshoot of the formality issue, many elder Invictus in-
sist that most of their correspondence be conducted through the
use of messengers or written letters. Telephones and email are
considered gauche, the tools of an unlettered and ill-mannered
youth. (Additionally, many elders are rightfully concerned that
they don’t know enough to protect themselves from outside eaves-
dropping.) Most elders aren’t foolish about this protocol. When
it comes to vital news or emergencies, they don’t object to re-
ceiving a call or an email (though even then, Princes often pre-
fer their Seneschals or other servants to receive the information
and then deliver it in person). Using these techniques for any
other purpose, however, is grounds for a social snubbing at the
very least. (Some young Kindred claim that this “tradition” ac-
tually exists only so that elders aren’t forced to reveal how un-
comfortable and incompetent they are with modern appliances.
They rarely make this claim in front of their elders, though.)

Monomacy

Tradition states that, in years gone by, the Invictus used for-
mal duels, contests and trials by ordeal to settle otherwise un-
solvable disputes. These duels and ordeals are known collec-
tively as Monomacy. Some members of the covenant believed,
as did many mortals in the Middle Ages, that God stepped in
and ensured that victory went to the
righteous party. Other members sim-
ply wanted a means whereby elders

e

Invictus as they do in the domain’s government. That is, an
Invictus Prince is likely the leader of the local Invictus, as well.
Invictus Primogen and Prisci hold power in the city and cov-
enant. An Invictus Sheriff likely enforces order in the local
Invictus as well as in the domain as a whole.

In fact, only two titles that do not correspond to political
positions are commonly found in Invictus domains.

Inner Circle

In some domains where the Invictus is not fully in control, or at
least where many domain offices are held by members of other
covenants, the covenant needs a body of leadership that does not
consist entirely of officers of the city government. This is called
the Inner Circle. Its members can be anyone, from the Prince and
some of the Primogen to Kindred who hold no official position in
the city at all. They set policy for the local Invictus and are always
on the lookout for opportunities to advance their own positions.
Strongly Invictus-dominant cities rarely have an Inner Circle. An
Inner Circle exists only where the city government and the fac-
tion power structure are not one and the same. Further, this Invictus-
specific “sub-Primogen” is possible only in the largest domains,
where the Kindred population can support such a gathering.

Judex

Sometimes members of the Invictus come into conflict with
one another. Under such circumstances, most members agree
that turning to outsiders (such as city officials) for resolution is
apoor idea, as it makes the covenant appear divided. Monomacy
is reserved for only the gravest disputes, since few elders are
willing to put their unlives on the line just to settle a disagree-
ment. Most cities with more than the tiniest Invictus presence
therefore have a Judex. Her job is, quite simply, to rule on dis-
putes between Invictus Kindred. Once the parties involved agree

to such mediation, the Judex’s ruling is bind-
ing, even over those Kindred who
would normally hold greater author-

ity (such as a Prince). Judices are

could settle personal issues without Lancea . X cials (i
dragging pawns and even entire do- Sanctum Unaligned chosen from among city officials (in
mains into the conflict. By the Invictus-dominant domains),
modern nights, the In\;ictus has members of the Inner Circle or, at
largely abandoned its claims of divine Trustworthy but Cults WorSt’der om among the Smost e
right — even the most devout soulshave ~ sanctimonious of the self spected INVICTus present. Some cit-
T - | ies have a standing Judex, and the po-

difficulty believing that God takes a di- o . .
rect hand in duels —— but it is still prac sition is usually filled by a candidate on
ticed by the staunchest sup P whom the Prince and Primogen can
porters of the First Estate Invictus agree (or whom tbe Prince
when a just cause arises can force the Primogen to
' Circle ord acknowledge). Other do-
. . rdo . .

Titles and Duties 2f & Refuse Disciplined ~ Dracul anams Fhapee t}helr n};e‘
rone iators on a contlict-by-
Kindred who don’t fully to accept but deluded conflict basis. Traditioil
understand the Invictus are their place states that the Judex in
often surprised to discover N such instances must be
that the covenant actually has 0 respect chosen by a respected Kin-

relatively few official titles and positions. What these
outsiders don’t realize is that the Invictus doesn’t feel it
needs many new titles, because it considers the standard
offices described previously to be its own creations. Most
officers hold the same approximate rank in the local

for tradition

Carthians

dred who has no obvious ties to either party. Doing
so is often more difficult than it sounds, and many
such domains have adopted the custom of allowing a
Judex, as his final act, to appoint the next Judex, well
before anyone knows what problem may arise next.
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the lancea sanctum

To members of the Lancea Sanctum, the self-pro-

ecclesiastical guides to their fellow undead very seriously.

claimed heralds of undead morality, their origin de-
fines everything they are and everything they do. In-
deed, the modern sobriquet “Sanctified,” by
which the covenant is sometimes known,
incenses many elders and traditionalists of
the covenant, who prefer to use the Latin
“Lancea Sanctum” when referring to

the collective covenant. They are the
religious and even moral backbone of the
Kindred, yes, but they are also self-ap-
pointed priests and inquisitors. The most
inhuman of an inhuman race, they exalt
the role of predator. Universally respected yet universally
feared, this covenant constantly seeks power over all Kin-
dred everywhere, not for political rule, as the Invictus does,
but to enforce the dictates, attitudes and even thoughts that
they believe have been handed down to them from their
originator Longinus, and by extension from God Himself.

The catechism of the Lancea Sanctum is that they
are the ideological descendants of the Roman centu-
rion who used his spear to prod Christ on the cross.
According to the covenant’s dogma, some of Christ’s

Many of the Damned — the Lancea Sanctum prefers
the older and more severe term to the more recent “Kin-
dred” — advise Princes and other leaders on
religious and moral matters. They discuss
theological ramifications of decisions, and
point out how a proposed action or an al-
leged crime violates (or fails to violate)
the Traditions as interpreted by
Longinus. Some members of the Lancea
Sanctum take their duties further still, coun-
seling younger Sanctified on what it means
to be a vampire, educating them about the
mythology and spirituality of the race, and even advising them
on how to be more effective predators. This, they feel, is part
of their duty as decreed by their founder — to ensure that all
of the faithful understand their place in God’s creation.

And if this were all the Sanctified did, it’s unlikely the
Lancea Sanctum would wield the fearsome reputation
it has acquired. The Sanctified are determined that all
their brethren should follow Longinus’ philosophies.
And more specifically, that they should all follow the

blood dripped onto the soldier, and this blood gave the cen-
turion eternal life. It also carried with it, however, divine retri-
bution, and though Longinus’ act revealed Christ’s divinity, it
did so after an act of faithlessness on the soldier’s part. Thereaf-
ter, Longinus was cursed to live eternally, but he could walk
only at night and subsist only on the same blood that had proved
his undoing. As the creation myth blends into covenant phi-
losophy, vampires are a form of “original sin,” though God al-
lows them to exist, and indeed even charges them with the
task of representing the risks of His divine displeasure.

Overview

Perhaps one of the single most fundamental differences between
the Lancea Sanctum and the Invictus is that members of the
Invictus want to be the rulers of all Kindred while members of the
Lancea Sanctum believe that their covenant already does rule in
all ways that matter. The fact that its members claim dominance
over fewer domains than the Invictus does is of no concern. They
speak for God and represent the pinnacle of what the undead should
be. Clearly, in the final analysis, true power is theirs.

If the Invictus represents the nobility and aristocracy, then the
Sanctified are the priests, bishops, paladins and the religious and
spiritual advisors. (Members of the Invictus occasionally refer to
the Lancea Sanctum as the Second Estate, in extension of their
own metaphor, itself a perversion of the historical first and sec-
ond estates.) Most of the covenent’s members take their role as
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Lancea Sanctum’s interpretation of those laws. The
covenant does not merely advise, it enforces. Its members do
not merely preach, they demand. Members of the faction are
known for their zealotry not only because Longinus himself was
cursed by God, but because they maintain that violence and
bloodshed are perfectly acceptable means of conversion.

The Lancea Sanctum is not mindless in its devotion to cov-
enant principles, however, or at least most of its members are
not. Violence is not necessarily their first resort. It is far better to
convince other vampires of the wisdom and righteousness of their
cause than to cut down a potential brother or sister. Nor is the
covenant anxious to deplete its own numbers in hopeless or un-
necessary conflict. In domains where other covenants hold clear
dominance, the Lancea Sanctum is often willing to work with
them. Sanctified members advise the current leadership in hopes
of both steering its decisions and gaining their own status. They
also circulate among the Kindred on the streets, preaching their
message of a better way, drumming up support for future activi-
ties. The Sanctified are as patient as a cult of the undead can
afford to be; violence is not to be avoided, but neither is it to be
engaged in without purpose. Once the Lancea Sanctum has de-
termined that bloodshed is the best route to an objective, how-
ever, God be merciful to anyone who stands in the way.

Of course, as frightened as many Kindred are of the Lancea Sanc-
tum, they can take comfort in the notion that mortals have it even
worse. The Sanctified have a reputation for being vampires in the
truest sense of the word. They are not the mindless, bloodthirsty

Juo 1deyd

CIT Y@ R PN TERS TIFEE W TRIICET | S¥ S F

e

|
§
!
i
!
b
’
:
-
E
B
:
:
r
.




vandals who represent the worst of the unbound. Nor are they the
brooding erstwhile generals of the Invictus, sending followers to
their deaths on a whim. No, Sanctified are so frightening because
they are so matter-of-fact, even reverent, about their vampiric na-
ture. Ever since the covenant’s founding in the nights following
Longinus’ curse, one of their fundamental precepts stated that the
true Sanctified must fully acknowledge that he is no longer mor-
tal. Vampires occupy a higher level. They are predators, feeding on
mortals as those same Canaille do upon cows and sheep. To be
true to the teachings of Longinus and the purposes of the Almighty,
a Sanctified has to be a predator and no longer even pretend to be
one of the kine from which he came. The Lancea Sanctum has no
particular love of cruelty (or at least most of its members do not),
nor do their beliefs or laws permit them such wantonness. They
simply treat their prey as no better than animals, and this cold
ruthlessness is often far more disturbing than any random outburst
of conscious malice.

B e

FroOM THE TESTAMENT OF L.ONGINUS

One: That though you are Damned, your
Damnation has purpose. It is the will of God that
you are what you are, and the will of God is that
the Damned exist to show the evils of turning from
Him. The evil become Damned; God has taken
those worthy of His love to His own side.

Two: That what you once were is not what you
now are. As a mortal is a sheep, so are the Damned
wolves among them. That role is defined by nature
— wolves feed on their prey, but they are not cruel
to them. The role of predator is natural, even if
the predator himself is not.

Three: That an ordained hierarchy exists. As man
is above beasts, so are the Damned above men.
Our numbers are fewer so that our purpose is
better effected.

Four: That with the power of Damnation comes
limitation. The Damned hide among those who still
enjoy God's love, making themselves known only to
exemplify fear. The Damned shall make none of their
own, for such is a judgment of soul that is the purview
only of God. The Damned shall suffer yet more should
they slay a fellow to take his soul from him.

Five: That our bodies are not our own. Our
purpose is to serve, and when we stray from that
purpose, we are to be chastened. The light of the
sun excoriates; the flames of a fire purify fleshly
evil. The taste of all sustenance other than Vitae
is as ash upon the tongue.

A<

Members

Unlike the Invictus, which appeals more to elder vampires
than young, or the Carthians, who tend toward the reverse,
the Lancea Sanctum projects an equal appeal to undead of all
ages. What an elder looks for in the covenant, however, is
often not the same as what interests a neonate.

Most elders join for religious or spiritual reasons. Some come
to the Sanctified seeking enlightenment and understanding.
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They have walked this Earth for many mortal lifetimes and
have come to see that they — and their race — must have
some higher purpose. They believe that God must have had
some reason for making them what they are, and that Longinus’
philosophy offers them at least the first few steps on a path
toward answers. Others join the covenant not to seek answers,
but to provide them for others. Religious zealots often believe
that the entire world would be better off if everyone simply
turned to their own way of thinking, and the fanatics of the
Lancea Sanctum are no exception. Many elders join (or re-
main with) the Sanctified not for their own sake, but for the
sake of others. They would make all vampires everywhere un-
derstand what they are, what they should be and what they
must do. They'll all be better off, then — and those who must
suffer and die in the process, well, it’s all for the best of reasons.

Of course, it would be foolish to imply that all Sanctified who
seek the conversion of the entire undead race do so for altruistic
reasons. Some want to convert their brethren only to exalt their
own position. Surely God or at least their superiors in the cov-
enant will eventually reward them. All they must do is prove
themselves worthy by converting just a few more nonbelievers.

The majority of young vampires who are drawn to the cov-
enant are enticed not by any deeply held religious convic-
tions, but by a lack of those selfsame convictions and of any
other solid sense of identity. The Lancea Sanctum, more than
any other covenant (except possibly the Circle of the Crone),
allows and even demands members to accept what they are.
For a neonate seeking direction in something so drastically
different from mortal life — casting about not only for some-
place to belong but for someone who can provide answers for
“Why?” and “How?” — few things are as comforting as being
told that it is acceptable to be a monster. Even if the new-
comer doesn’t believe it yet, being told that she has become
something greater than she was is comforting in an unlife oth-
erwise punctuated by new and alien urges.

Obviously, these are generalities, not hard-and-fast rules. Many
neonates do indeed join the covenant because they already hold
certain religious convictions, and many elders seek the same sense
of belonging that attracts childer. And, of course, Sanctified of
all ages join simply out of ambition, as advancement is often
easier among the Lancea Sanctum than in other covenants.

New members of the covenant are required to make many
gestures of commitment to Longinus, to God and to the goals
of the faction. They engage in many rites and rituals, and
undergo trials to test their fortitude and faith. These tests con-
sist of everything from torture to theological debate. Trials
aren’t necessarily used to determine whether a recruit may
join the Lancea Sanctum, but those who make a good show-
ing earn the respect of their new fellows. Those who do poorly
face months if not years of derision and mockery, often suffi-
cient to drive a new member away.

Philosophy

The Lancea Sanctum believes, quite frankly, that its members
are the chosen of God. Sanctified are not inherently superior to
other vampires, but exalt themselves by accepting the teachings
of Longinus wholeheartedly. One night, all vampires will come
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to worship God and venerate Longinus as the Sanctified do. The
Lancea Sanctum maintains that it is the duty of all good and
faithful Sanctified to hurry that night along. Thus do they con-
stantly proselytize, seeking converts to their way of thinking long
past the time that other covenants might give up and move on.

Longinus himself occupies the position of Dark Prophet.
While he is not the “first of the undead” according to sect
beliefs, he was certainly one of the first to be something other
than a self-motivated monster, little more than an animal.
With Longinus arose a code of ethics. His act of prodding
Christ with the spear is more important than the man or vam-
pire — Longinus’ import follows that act, not vice versa. He
is a “sin eater,” representing the evils that man commits in
the absence of faith, and his punishment is its just repayment.

This philosophy leads to a strange dichotomy of beliefs that
rivals the most extremist and even bizarre of mortal faiths.
The philosophical precepts governing members of the Lancea
Sanctum — or at least those members who truly believe in
what they do — seem almost mutually exclusive, yet the cov-
enant has managed to hold them together for what might be
centuries or even millennia.

Commandments and Traditions

The first and foremost rule the Lancea Sanctum observes is
that the Traditions are absolute and inviolate — mostly. The
covenant seeks to encourage all vampire society to adhere
strictly to those precepts, for only by doing so can the Lancea
Sanctum honor its progenitor and bring the rest of the undead
closer to understanding him.

At the same time, however, most Sanctified are pragmatic,
and their leaders know that the covenant will never succeed at
its divinely appointed task if they allow themselves to become
weak. Sanctified therefore Embrace childer, though it flies in
the face of the Traditions. They prefer to convert other vam-
pires where possible, but they know that the covenant would
atrophy without the occasional infusion of new blood. Simi-
larly, the Lancea Sanctum does not hesitate to kill those who
threaten its objectives (though again, Sanctified would often
prefer to convert or at least circumvent such enemies where
possible). Murder, too, is permitted because the covenant could
not survive otherwise. Strangely enough, true believers among
the Lancea Sanctum do not claim that they are exempt from
the Traditions they break. Rather, they maintain that they will-
ingly risk God’s displeasure for the sake of the larger commu-
nity, much as Longinus himself was cursed for making the mark
on Christ that proved his divine nature. They accept whatever
judgment is finally levied upon them for doing so.

The Lancea Sanctum will not, however, choose to violate
the Tradition of Secrecy, at least not in the sense that it lets
mortals know exactly what vampires are. Members of the cov-
enant understand as well as any others how vital the Masquer-
ade is for the survival of the race, and thus the satisfaction of
their divine charge. Of course, violent members, having taken
philosophical lessons of superiority over the kine to heart, con-
sider killing witnesses to vampiric acts an acceptable means of
maintaining secrecy. Covenant leadership frowns on such bra-
zen behavior and has been known to chastise or dispose of Sanc-
tified who draw too much attention. They know, however, that
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to rein in the entirety of the young generations would vastly
curtail their recruiting power — assuming they could do it at
all — so they grit their teeth and make every effort to clean up
after careless childer.

Guidance

All Sanctified are worthy of spiritual guidance. True be-
lievers in the covenant’s cause never turn away any vampire,
of any affiliation, who seeks aid or advice on religious mat-
ters. In fact, covenant law prohibits members from refusing
any such petition. Obviously, this stricture allows for reason-
able interpretation. A Sanctified need not invite a known
enemy into her haven with open arms, nor must she stop in
the middle of a gun battle to comfort a companion who's hav-
ing a crisis of faith. Where possible, however, the Lancea Sanc-
tum serves the entirety of vampire society as priests and advi-
sors, and it is through this reaching out that the group gains
many of its most faithful adherents. Even if conversion is not
viable, the covenant believes that by providing aid it can only
bring other vampires that much closer to God.

Conversion

Those who will not voluntarily open their eyes must be
forced to see. Violence is never the first choice, but if the
undead refuse to come to the Lancea Sanctum, and if the Sanc-
tified believe they can do so with minimal danger to their
own standing, they have no qualms about shedding blood.
Strictly speaking, conversion by the sword is impossible. A
vampire can easily claim to have converted, and then flee at
the first opportunity. Those who do not die can afford to wait
for their chance. In regions where the covenant holds domi-
nance, the Lancea Sanctum can enforce its laws and the Tra-
ditions with the most dire and horrifying of penalties. Other
vampires in the territory might not actually believe as the
Lancea Sanctum does, but by God they’re going to act as
though they do! And who knows, maybe when they’ve been
forced to behave like Sanctified for long enough, they’ll see
the wisdom in such an unlifestyle.

Rituals and Observances

Few organizations, be they Kindred or kine, can match the
Lancea Sanctum for sheer quantity of rituals. As the primary
religious faction among the undead, the Sanctified have a rite,
an observance or a tradition for many aspects of the Requiem.
It would be impossible, even in many times the space available,
to describe them all. Presented here, then, is a small selection
of some of the more important or common rites and traditions.
It’s important to note that while these practices are observed
wherever the Sanctified can be found, they often differ in de-
tail from domain to domain or even from coterie to coterie.
Like all religious ceremonies, they are defined as much by their
performers as by their intended meaning. The specifics given
here are therefore standards, not necessarily universal. Note
that the use of the term “Priest” in these descriptions repre-
sents a formal position, not the more general concept that all
Sanctified should “serve as priests” to their brethren.

Theban Sorcery

To hear the Sanctified tell it, its members are capable
of no less than miracles themselves. In truth, the Lancea
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Sanctum does possess a potent form of spiritual magic, though
whether it performs literal miracles is up for debate. At some
point after the covenant formed — purportedly in the third
century AD — some of its members followed a Roman army
into Thebes (“Thebias” according to fragments of a journal
supposedly recovered from the march). There, a legion of
Christian soldiers was drawn from the local ranks. When
members of the covenant accompanied the Theban legion
on its march to Gaul, one of their number brought with her
the secrets of this magic, which she claimed to have learned
from an angel on the journey. To this night, the covenant
studies and practices this sorcery, which it uses to demon-
strate its power, “prove” its chosen nature, and to punish
transgressors against its dictates.

Creation Rite

The induction of a new childe to the Requiem is a powerful
event for the Sanctified. On one hand, it symbolizes the con-
tinued growth of their covenant and the birth of another dis-
ciple of the faith. On the other, it is a violation of the very
Traditions that the Lancea Sanctum has sworn to uphold. The
Creation Rite, then, is a combined celebration of the new
childe and an act of penance for his sire. It must be conducted
as soon as reasonably possible after the childe is Embraced,
ideally at the very time of that Embrace. A Priest or other
high-ranking member of the Lancea Sanctum conducts the
rite, which involves substantial prayers and litanies recited
by the Priest and the sire. The childe is then anointed (de-
scribed below), and blessed with a burning brand. The brand
does not touch the flesh of the childe. Rather, the Priest waves
it over her not unlike the Catholic christening. The sire, how-
ever, is exposed to the brand, which is placed directly against
his chest. Contact lasts only a moment, but crying out or laps-
ing into a fear frenzy from the flames is a mark of shame. Only
when this rite has been completed is the childe considered
“truly” Sanctified, and a childe whose sire holds up well is
accorded more respect than one who does not.

Multiple variations on this rite exist, as few Lancea Sanc-
tum domains and coteries operate in exactly the same fash-
ion. Some Creation Rites involve the sire exposing herself to
the rising sun or to night-long sessions of flagellation with
barbed whips. One particularly dangerous variation involves
the childe (after being blessed) staking his own sire and then
setting one of her extremities alight. The purpose is for the
childe to let his sire burn just long enough to leave a wound,
yet not so long as to risk Final Death. If the childe performs
well, the sire is lauded for her choice. If the childe does not
perform well, the sire usually isn’t concerned with anything
else said on the topic.

Anointing/Blood Baths

Used whenever a Sanctified obtains a new rank or position,
the Anointing, which must be conducted by a Priest or recog-
nized covenant official, involves little more than a recited litany,
a series of formal responses offered by the supplicant, and the
drawing of any one of several religious symbols on the
supplicant’s head. The drawing is done in blood, and the sup-
plicant is forbidden from washing it off until the next night.
(Recently Anointed Sanctified do not frequently go out among

et

3% the lancea sanctum

Ty



the lancea sanctum

-

o
—

e

kine.) This ceremony is why many Lancea Sanctum officers,
officials and agents are referred to, collectively, as the Anointed.

Among some young Sanctified, the Anointing assumes a more
primal form. They celebrate such events not with a simple touch
of blood but with what is called a Blood Bath. The Blood Bath
serves the same purpose, but the subject (often along with the
other participants) is literally drenched in blood. Those who
do not enter frenzy are accorded great respect, while those who
succumb are mocked for their lack of control. Elder Lancea
Sanctum members consider the Blood Bath a corruption of an
ancient tradition, but as long as young Priests do not conduct it
in such a way as to threaten the Masquerade, critics bite back
their distaste and “let the whelps play.”

Midnight Mass

Led by one of the highest Lancea Sanctum officials in a
city, a Midnight Mass is simply that: a prayer service to God,
held in the dark of night. Some truly devout Sanctified do-
mains hold such a mass several times a week, but they occur
only once or twice a month in most Sanctified-dominated
cities. All covenant members in the region are expected to
attend on at least a semi-regular basis. Many other rites, ritu-
als and celebrations, often including Creation Rites and
Anointings, occur at Midnight Mass.

Others

Among the dozens if not hundreds of other rites not listed
here are the Fire Dance (a ceremony popular among young Sanc-
tified in which they dance around or even through fire to prove
that they can master the vampiric weakness), the Mysteries (a
yearly festival of celebration and thanksgiving that all local
Sanctified are expected to attend), and acceptance and alle-
giance rites (trials and sworn oaths when first joining the cov-
enant or a particular coterie). In addition
to those rites that are more or less uni-
versal, domains and even individual
coteries often have their own rites,
developed internally and not shared
with the rest of the faction.

Titles and Duties

Invictus

Overly focused

the Bishop is the highest authority where the Lancea Sanctum is
concerned. Many Bishops hold other positions in the city power
structure (such as Regent, Seneschal or Primogen), even if that
power structure is not Sanctified-dominated, as most Princes are
wise enough to recognize the substantial power a Bishop holds.

Bishop duties include all those of a Priest, but he is also respon-
sible for managing the local activities of the covenant as a whole.

Archbishop

This is simply the title that most Sanctified Princes choose for
themselves, as Archbishop fits the Lancea Sanctum mentality
far better than the secular title of Prince. The Archbishop, sur-
prisingly enough, is usually not the same person as the Bishop, as
the responsibilities of running a city usually do not leave time to
serve as Bishop as well. The Archbishop does outrank the Bishop,
however, so he can overrule the Bishop when necessary.

Cardinal

In those few cities where a single leader is powerful enough to
serve as both Archbishop and Bishop, she often chooses to take the
title of Cardinal. Cardinal isn’t a “formal” covenant title the way the
other two are; it’s really just a vaunted way of saying, “I hold greater
office than any two of you. Who would dare challenge me for it?”

Priest

A Sanctified responsible for the spiritual teaching and guid-
ance of other vampires is known as a Priest. Some Priests serve as
advisors to their local government. Others serve as Priest to a
specific coterie (and many coteries larger than three members
have one). This position is largely informal, but occasionally has
the formal recognition of Lancea Sanctum leaders behind it.

Inquisitor
Answering only to a Bishop or Archbishop, an Inquisi-
tor is responsible for hunting down heresy,
disobedience and treason within the
covenant. He has power to inves-
tigate anyone or anything, and all
wise Kindred fear him. Although
he technically has only low rank,
his authority while conducting
an investigation borders on ab-
solute. In cities where a separate

Unaligned

Iconoclasts and

As with the Invictus, many of the on temporal apostates : .

Lancea Sanctum’s titles overlap with strength Sgcelrlfflfexwt? th?S? two ag often
local positions of authority. Many do at GudsS q banhn?msitgr' Is ncl); Sﬁpci

not, however, and those that ap- Lancea porte bYt ¢ gca rl?clf%h e }fi
pear common often have a Sanctum et}:er dle Carle g hew }el

unique take on them. _ andles relations wit
Bish Circle ordo other covenants. The
1shop of the ] Dracul Inquisitor may find
The religious leaderof the  Crone  Heretics, Spirituality himself isolated in ac-
Lancea Sanctum in adomain witches gone wrong cusations or charges

and worse

is called the Bishop. The

Prince may rule the city, but

Faithless but
determined

levied against vampires
of other followings.

Carthians

Juo 1deyd

CIT Y@ R PN TERS TIFEE W TRIICET | S¥ S F

i
14
i
:
s
§
'
h
:
:
B
-
E
4
:
E.
-
b
I
:
E-_;




Ahid

The curse of vampirism is but an obstacle, a hurdle be-
fore achieving true power. Granted, it’s a daunting hurdle,
and one that most Kindred are ill equipped to even see as
surmountable. For those with the necessary devo-
tion, tenacity and intelligence, the Ordo
Dracul, the Order of the Dragon, can pro-
vide the means. The vampires of the
Ordo Dracul run the gamut from
dogged fundamentalists with just as
much zeal as any fanatic to coldly
secular theosophists simply seeking
the means to destroy an enemy.
The covenant as a whole welcomes
both mentalities, for both have much to teach.

This faction claims an infamous founder — Vlad
Tepes, Dracula himself. Dracula is noteworthy be-
cause he acknowledges no sire. According to Dracula’s
account of becoming a vampire, God turned His back
on him, and in order to punish him for his wicked acts,
God cursed him with undeath. The most widely accepted
story of Dracula’s origin is that God punished Vlad Tepes
for his abuse of faith in mortal life. According to certain
historical records, Tepes was appointed as a “defender of
Christianity,” a charge he then used as a means of ad-
vancing his own political agendas and as an excuse for atroci-
ties. In addition to all his crimes against humanity, Dracula
ultimately put his own desires before his holy oath, the act
that Damned him.

The veracity of these statements remains unproven, of course,
not the least obstacle to which is that Dracula himself hasn’t
been seen in over a century. Legends of Dracula also ascribe to
him strange circumstances. By knowledgeable members of Kin-
dred society, he is suspected of siring a very few childer — but if
Dracula wasn’t Embraced himself, what clan could he possibly
be, and what does that make his get? By other accounts, he has
never sired childer at all, or those he has sired are somehow
“failed,” little more than hideous horrors doomed to slake their
thirsts in a constant state of mindless rage.

Indeed, the organization that has grown up surrounding
Dracula’s teachings is easily as enigmatic as its founder.

OV ERN2W

The Order’s roots are something of a matter of debate — even
within the covenant itself. It is undoubtedly one of the youngest
of the major Kindred factions. The Dragons, as they are fearfully
(or hatefully) known, have records of apprenticeships as early as
the 16th century. With the advent of the printing press, the cov-
enant was better able to disseminate the vast amount of archaic
and arcane writings that members require in order to learn and

perform their transcendental studies. The covenant experi-
enced a sudden jump in power and membership during the
Industrial Revolution, then another in the late 19th cen-
tury, then yet another in recent decades. It is believed
that the covenant grew to power in Eastern Eu-
rope, its philosophies traveling with the de-
velopment of transportation technology,
but just as credible theories place the
group’s origins in Victorian London
and even early New York.

The Ordo Dracul reveres its
founder, but in a very different way
than, say, the Lancea Sanctum honors
Longinus. The Dragons believe that the curse of
vampirism can and should be surpassed, that the
Embrace is a judgment that can be overturned and
even exceeded. Nothing, nothing, is permanent, the

Order argues, not even the lingering undeath that all
Kindred experience. Of course, no known vampire has
ever escaped the Requiem through the Order’s rites (at
least not in a manner that others would find satisfactory;
it’s quite possible to reduce oneself to a pile of ash or a
torpid wretch through an ill-performed observance). Re-
gardless, Kindred are perfectly willing to admit that such
things take centuries, if not millennia. Some crucial piece of
knowledge must yet be missing, and with the world growing
smaller and more integrated as technology uncovers more of it,
that knowledge won’t be long in coming.

In that regard, the Ordo Dracul is much more comfortable
with the modern world than the Invictus is, though not nearly
so comfortable as the Carthians are. Technology isn’t some-
thing to be feared, but another tool to be used, and since the
covenant prizes mental evolution as much as spiritual pro-
gression, elders who wish to retain their standing must shake
off the inertia of years and learn how to use a telephone or a
scanner. Hidebound traditionalists aren’t overtly snubbed (af-
ter all, they might know something useful, and it doesn’t pay
to burn bridges), but they do tend to be left alone in their
havens to experience the Requiem and perform their research
in solitude.

The search for knowledge is a commonly stated goal of the
Order, but it’s deliberately vague. Members of the Ordo Dracul
are interested in knowledge, true, but that has more to do
with the kind of personality the covenant attracts than with
its actual goals. The Dragons seek information about the truth
of the vampiric condition, and to that end, they enjoy talking
to other Kindred about their experiences, their feelings upon
receiving the Embrace, how their bodies have changed, and
how their attitudes toward morals have progressed. (The
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Gangrel in particular interest the Order, and those Savages
who join the covenant quickly become some of their most
respected members.) The Dragons seek to establish patterns
in God’s plan, in the curse of undeath and in any other facet
of the Requiem that will lead them to the answer they seek
— how to transcend the limits of vampirism.

The Ordo Dracul has a hierarchical structure unique to it,
known internally as the Dragon’s Tongue. The Order involves
numerous rites and initiations, the completion of which sym-
bolizes the member’s passage from one “circle of mystery” or
level of achievement to the next. Progression through the
hierarchy seems to correspond to mastery of the Coils of the
Dragon, but whether this is true or simply a non-member’s
misunderstanding remains uncertain. This structure also serves
to protect the covenant’s secrets. The Ordo Dracul is loath to
let anyone, even low-ranking members, leave the faction. The
higher one’s rank in the covenant, the more she has invested
and accomplished and, thus, the more reluctant she will (theo-
retically) be to leave. Still, defections and renunciations do
occur, and with more frequency than the Order would have
outsiders believe.

Mz MB2RY

The Ordo Dracul doesn’t need to proselytize. While it wel-
comes new members, it isn’t as open as the Invictus because
its strength depends on the intelligence of its Kindred, rather
than on their loyalty. The Order isn’t out to overthrow the
existing status quo or to enforce it, nor does it mean to adhere
to an ancient set of laws or to venerate a god. Its members
seek simply to move beyond, and that attracts a certain class
of vampire. Kindred who are dissatisfied with their lot but
who attribute that dissatisfaction to a spiritual or mystical state
rather than to a political or temporal one make good candi-
dates for the Ordo Dracul. Vampires who believe in some sort
of origin for the Kindred, but who lack the zealotry or dogma
necessary to join the Lancea Sanctum do so as well. The most
accomplished Dragons of the Order tend to come from those
Kindred who are open-minded and realistic before the Em-
brace. They see what they have become and do not immedi-
ately accept that the Requiem is the ultimate end of their
existence. These sorts of Dragons are the cream of the crop.

Most, however, join the covenant to cheat the curse of
undeath, pure and simple. The lure of the group’s high rites
draws all clans, and even members of the Lancea Sanctum have
been known to leave their covenant, thus committing unthink-
able blasphemy, to join the Ordo Dracul. The reverse is also
true. Occasionally a member of the Order decides that the cer-
emonies she observes are sins against nature or a higher power
and resolves never to call upon her hard-won knowledge again,
passing the rest of her nights in quiet penance for her dabbling
in forbidden mysteries. The Order has even noticed that cer-
tain specific areas of study induce this response more than oth-
ers, and these texts and formulae offer a tempting target for
young Dragons looking to make names for themselves.

The Ordo Dracul boasts members from all clans. The cov-
enant hasn’t seen that any one widespread lineage has any
particular advantage over another. Of course, a given blood-
line might spawn members of the Order as one sire trains his
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childe in the ways of the covenant, and that childe does like-
wise, but on the whole, the Dragons look past clan when con-
sidering members. The decision process has more to do with
temperament and intellectual ability. While not all or even
most members of the Ordo Dracul are bookish or scholarly,
the vast majority are literate and educated at least moder-
ately well.

The hardest part about joining the covenant tends to be
finding members who trust other Kindred enough to be will-
ing to teach. That in mind, the first task a prospective Dragon
has is to get a potential mentor to notice her. Investigating
the Ordo Dracul (which means asking questions of vampires
who are experienced enough to know something about the
covenant), experimenting with the vampiric form and with
the various Disciplines, and trying the limits of the Requiem
are good ways to go about gaining attention. If an entire cote-
rie wishes to attempt to find a mentor, its members’ chances
improve dramatically. The Order approves of this approach
for a number of reasons. Aside from the obvious advantage of
having peers with which to trade ideas, a coterie can protect
itself better than a lone vampire can, from both enemies and
potentially disastrous mystical errors. Also, although the
Order’s elders never mention it, a bit of healthy competition
is ultimately good for the covenant, as it weeds out members
who are only in it to cheat undeath for its own sake.

Once a prospective Dragon finds a mentor, the appren-
ticeship period begins. This period never really ends. Be-
cause all members of the Ordo Dracul are meant to learn
constantly, all members can teach constantly. The Order
observes “graduation” ceremonies of the most elaborate kind.
Indeed, it relishes the fact that even an elder might still be
able to learn at the feet of a wiser and more powerful mem-
ber of the Order (a fact that frightens the other covenants
more than they'd ever admit).

Just as it performs graduation ceremonies, the Ordo Dracul
also performs initiations as a covenant (though individual
mentors might elect to test would-be pupils privately before
fully introducing them). It becomes clear within the first few
weeks of training whether a student has the right mettle to
learn the Coils of the Dragon, which the Dragons regard as
the first necessary step in joining the covenant. If the pupil
cannot learn at least the basics of this esoteric body of cer-
emonies — and the reasons for doing so range from simple
lack of intelligence to an unwillingness to surrender their souls
to spiritual study — the mentor simply stops the training. The
pupil might continue to practice what she has already learned,
but advancement without instruction is profoundly difficult.

PHILGIOPHY

The Ordo Dracul is as much a religious society as a secular
one, but only insofar as the vampiric condition cannot be ex-
plained without the existence of God. According to members’
beliefs, Dracula was himself cursed by God, much as the Sanc-
tified of the Lancea Sanctum claim that their progenitor was.
The difference, of course, is that Dracula became a vampire
long after many other vampires had already existed in the world.
The Ordo Dracul doesn’t require the fanaticism of the Lancea
Sanctum or the Acolytes, because its tenets do not demand it.
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The Dragons’ philosophies are as rigorously tested as any of
their ceremonies, so they work their miracles without worship
or reverence to a higher power. Respect, they feel, is enough.

To the uninitiated, the philosophy of the Ordo Dracul is a
mire of theosophical and even neo-Victorian postulation.
Some Kindred liken the order to a secret society such as the
Masons or the Golden Dawn, and such speculation isn’t far
from the truth. One cannot argue the facts, though — those
who achieve rank in the Order certainly gain benefits and are
able to perform acts that other vampires cannot.

The main tenets of the Order of the Dragon are as follows.
Nothing Is Permanent

Members of the Ordo Dracul know better than to consider
themselves “immortal.” Vampires do indeed die, and without
benefit of plotting enemies or slavering werewolves. All it
takes is a fire burning out of control or a miscalculation in
determining the exact time of sunrise, and centuries of unlife
and experience can come to an end. But the Dragons don’t
look at this fragility as a vulnerability. They regard their con-
dition as mutable. After all, they reason, if God had truly
wished for vampires never to change, He wouldn’t have made
the means of their destruction so readily available, and He
certainly wouldn’t have given any of them ability to change
their forms. As such, the Order looks at sweeping change,
even change that seems to harm more than it helps, as ulti-
mately beneficial. A building burns, a plane crashes, the Prince
of a city falls, covenants scheme, werewolves attack, and the
Ordo Dracul simply reminds its members that nothing lasts

e

forever. This isn’t a bleak, fatalistic lament so much as a chal-
lenge. “What can we take away from this change?” If nothing
else, every change is a reminder that change is possible.

Change Must Have a Purpose

Central to transcending the vampiric condition is an un-
derstanding of why it is necessary to do so. The Order looks
at the Requiem as a challenge more than a curse, but its
members never forget or deny that it is a curse. In research-
ing and realizing the Coils of the Dragon, and thus chang-
ing themselves on a fundamental, mystical level, the Drag-
ons work toward their ultimate goal of leaving their vampiric

shells behind.

This tenet has a broader application, as well. Every action
has a reaction, and until a Dragon can understand the reac-
tions that a given course causes, she is discouraged from tak-
ing action at all. This lesson is reflected most keenly in the
Order’s spiritual power. The Coils of the Dragon distinguish
members from their peers very quickly, providing a superb
object lesson in the nature of causality. The more power you
gain, the less power you understand. Young members of the
covenant, eager for the benefits that the Coils can grant them
and enthralled with the notion of going beyond the limits of
their state, don’t usually understand that paradox. Many Ordo
Dracul mentors regard it as the harshest, but most necessary
lesson of the Requiem. If every action isn’t guided by purpose,
it soon spirals into entropy and eventually destruction. The
Order doesn’t believe in causing foolish chaos and then shirk-
ing responsibility for its actions by saying, “Change is good.”

the ordo dracul
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The most important relationship in the covenant is that of
the mentor and pupil. Rites and practices vary greatly among
mentors. While one might keep lessons extremely informal,
another might treat her pupils like novitiates in a monastery,
forcing them to copy manuscripts or perform menial tasks for
most of the night and instructing them in the ways of tran-
scendence for only the last hour before sunrise.

The covenant as a whole does observe a few important ritu-
als, however, and some individual teaching methods have be-
come widespread enough to mention.

MAELY AND DPAMIZT

As mentioned previously, the mentor-student relationship
is the backbone of the Order of the Dragon. Many members
introduce themselves as their mentors’ protégés (if a mentor
is well respected), and an elder Dragon with an especially
promising student might even reverse the compliment, call-
ing herself “[so-and-so]’s master.”

Not all members of the Ordo Dracul are constantly em-
broiled in the process of learning, however, and the covenant
has great respect for those who take up the other duties that
the Dragons consider important.

Guardians

Among the reverent Ordo Dracul, the Guardians are re-
sponsible for looking after the aforementioned mystical sites.
The covenant has several reasons for wanting to keep other
beings out of these nexuses. First, an uninformed fool with a
bit of mystic talent but no proper training (by which the
Dragons mean any magical being who is not a member of the
covenant — the Lancea Sanctum and Circle of the Crone
in particular) could potentially destroy the site’s power and
wreak havoc on an entire area. In fact, vampiric urban leg-
end perpetuates tales of ill-performed rites on a particularly
powerful site, courtesy of covens of mortal wizards, Lupine
shamans and satanic cults. Second, places of power are valu-
able resources, and when the Order possesses one, that is
both an asset for itself and an asset denied to rivals. As coun-
terpoint to this, the Ordo Dracul knows that many of the
other covenants of Kindred would destroy such sites rather
than let the Dragons make use of them, or at least make
them bargain for access. Third, such mystical sites are al-
ways changing, and while they normally change over the
course of years or decades, sometimes magic takes a great
leap forward and the Order likes to know about such events
as soon as possible. Finally, the covenant asserts that some
sites are truly symbolic or spiritual and deserve protection
from defilement as well as from simple destruction.

Guardians are usually those Dragons with a bent toward
martial prowess and stealth. They are rarely prepared to end
their unlives in pursuit of their duties, however. After all, noth-
ing is permanent, and throwing away an unlife over some-
thing that might change in a mere 50 years is just foolish.

Kogaion
Every city with a significant Order presence has a pre-emi-
nent Guardian known as a Kogaion. He protects the city’s
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maps of ley lines and nexuses, the locations of its greatest mys-
tical treasures (if not the treasures themselves), and a roster
of all Dragons in the area. Most often, the Kogaion memo-
rizes this information or records it in riddles, codes and dead
languages to keep it from falling into enemy hands. The title
itself seems to be of Thracian origin, meaning “the
magnificent’s head.” A new Kogaion is elected only when an
old one dies, steps down or becomes untrustworthy (and be-
ing declared untrustworthy requires a statement to that effect
from at least seven other Kogaions). Being declared a Kogaion
is one of the greatest honors of the covenant, but it also effec-
tively cuts the vampire off from other members of the Order.
Everyone respects the Kogaion, but since she is an obvious
target for enemies of the covenant, no one wants to associate
closely with her. Kogaions are frequently hermits, sought for
consultation and advice but very rarely for long-term appren-
ticeships. Kogaions also tend to be frighteningly powerful with
regard to the Coils of the Dragon... though some simply be-
lieve they are.

The Sworn of Dracula

Little is known of the Sworn — from the outside, they ap-
pear to be sub-factions or sub-covenants within the Ordo
Dracul. A few Kindred suspect that the Sworn of Dracula num-
ber three distinct groups, each of which is associated with
some higher branch of the Dragon’s Tongue. Most vampires
outside the covenant don’t even know the names of the Sworn,
though three distinct titles do seem to be consistent where
the Order grows to any appreciable numbers: the Sworn of
the Axe, the Sworn of the Mysteries and the Sworn of the
Dying Light.

The Coils of the Dragon

Central to the Ordo Dracul is the philosophy of transcen-
dence, the desire to rise above the limitations of the cursed
vampiric form. Learning the Coils of the Dragon allows a Kin-
dred to “cheat” certain aspects of the Requiem. For instance,
a vampire might be able to slow his mystical metabolism, con-
suming less blood than normal when he rises each night. An-
other aspect of transcendence might allow a Kindred to slake
his thirst on animal blood, no matter how potent his own
blood is. By defeating these incarnations of vampirism, the
Order believes it is on the right path toward eliminating or
escaping vampirism entirely — with the goal of attaining the
next level, whatever form that takes.

The Dragon’s Tongue

A forked line of progression, the Dragon’s Tongue is the struc-
ture through which covenant members progress as they learn
more secrets and master greater aspects of their condition. While
comprehension of the hierarchy by those outside the covenant
is cloudy at best, it appears that all members follow a single
path of progression up until a certain point, after which the
member chooses a specialty to follow. Various members of the
covenant lay claim to numerous titles, but whether these are
actual functions and responsibilities or mere honorifics has yet
to be ascertained by outsiders. The Dragon’s Tongue is an ob-
lique concept. It is distinct from the Coils of the Dragon, but
knowing the Coils of the Dragon seems to be requisite for ad-
vancement in the Dragon’s Tongue. In layman’s terms, the
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Dragon’s Tongue seems to roughly equate to rank while the
Coils of the Dragon are similar to capability or potential.

Finding the Wyrm’s Nests

The world is constantly in flux, on levels that not even the
Kindred can perceive. Long ago, the Ordo Dracul noticed that
certain places hold magic better than others. These areas, vari-
ously called “nexuses,” “holy sites” or “dragon nests” by differ-
ent cultures, don’t stay static. They migrate as flows in the
mystical energies of the world push them. Likewise, new sites
of power spring up every year. The Order has determined that
many places that mortals consider haunted or cursed (or
blessed) are simply the result of this energy being “washed”
into a new locale. Every few years, then, the Dragons re-draw
the mystical maps of the world, plotting sites and the current
of mystic power toward them (sometimes called “ley lines”).
This practice takes place over the course of weeks and months,
normally beginning with the week preceding the winter sol-
stice, as it gives the map-makers the most time to work. A
certain amount of reverence, if not outright ritual, accompa-
nies these mapping efforts. The mystical cartographers are
treated with the utmost respect, and being sent to verify the
existence of a nexus is considered something of an honor
among the Order. It’s generally accepted that any mystical
artifacts discovered at such an investigation remain property
of those who find them (after the covenant has a chance to
catalog and examine them, of course).

Following the Dragon’s Tail

A teaching technique that has become popular as mor-
tal populations increase, Following the Dragon’s Tail is
meant to illustrate that no change happens in a vacuum.

Lancea
Sanctum

Emphasize order
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The mentor accompanies her student on a hunt, and in-
structs her to kill one mortal in the course of feeding (not
usually a problem, especially if the student has taken well
to her studies). The mentor then instructs her to follow
the innumerable chains of events that death causes. Who
does the mortal leave behind? What does her obituary say?
Does anyone mourn her? Who shows up at her funeral?
Does a police investigation ensue? How much effort do the
police put into it!? Do other vampires become involved?
Reportedly, the first Kindred of the Order to enact this les-
son still follows the effects that the murder he committed
had on mortal society... more than 200 years later. In less
formal terms, a member of the Ordo Dracul said to be “fol-
lowing the dragon’s tail” takes care of loose ends, or plots
some scheme and attempts to predict results for every stage
of the plan.

Honoring the Mentor

Not required, but certainly not discouraged, the practice of
annually honoring one’s superior(s) among the Ordo Dracul
hierarchy has become commonplace. Every covenant mem-
ber who chooses to partake in this custom has a different
method of showing reverence, and of course it very much de-
pends on the mentor in question. For some teachers, a gift
(books, a favored type of vessel, an archeological find stolen
from a museum) is best. For others, a demonstration of what
the pupil has learned in the past year makes the best present.
Coteries of Dragons who study under the same mentor some-
times collaborate on a way to honor their teacher... but just
as often they compete to decide who can elicit the most ap-
preciation from her.
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the unaligned

When one hears a vampire refer to the existing Kin-
dred order as the “despised aristocracy of the undead,”
the speaker is probably one of these free-thinking
spirits — those whom the vampire world has
dubbed somewhat misleadingly as one of the “un-
aligned” or “unbound.” They are the rebels, out-
laws and iconoclasts of vampire society, those who
freely (and often intentionally) flout the
so-called rule of the elders among their
kind. Independent Kindred can also sim-
ply be apolitical vampires, those who ac-
knowledge only their own authority but
who don’t necessarily make a grand show of
defiance against Princes and Regents. There
are as many reasons to renounce the entire no-
tion of covenants as there are Kindred among the unbound,
everything from paper-tiger rebellion to acknowledging no
greater authority than the self to free will to downright bi-
zarre mystic philosophies and even heresies.

The unaligned are fiercely independent, and many
would sooner face the rising sun with a smile than spend
eternity in submission before another creature of the
night. While they do not truly compose a covenant,
the unbound are often overlooked individually and
considered in a collective rabble with others of their
mindset, despite the fact that they have no shared or-
ganization. Still, enough commonalities occur that they
can be discussed as a phenomenon, even if their status as a
formal covenant is nonexistent. If a vampire disdains the
prevailing governmental structure but doesn’t belong to any
structured covenant of her own, the rest of Kindred soci-
ety almost always considers her one of the unaligned.

Overview

“Independent” Kindred resent or otherwise don’t buy into
the neofeudal establishment that is modern Kindred society.
They’ve been around as long as any of the covenants, if for no
other reason than by virtue of the fact that as long as there is
a political movement going on, someone will oppose or take
no interest in it. In nights past, some politically independent
vampires were occasionally known as “anarchs” or “autarkis,”
a reference to their disregard for ironclad laws and orders
among the Kindred. Those vampires cared nothing for the
proclamations and decrees of heavy-handed Princes, and to a
great extent, wished nothing more than to be left alone. In
those nights, the unaligned were considered foolish, but ulti-
mately harmless, as long as each individual member was smart
enough not to jeopardize himself and his kind through his
lawless actions.

salh

The spread of an informal unbound sympathy would
change all this. Many lawless, practically careless Kin-
dred did much to shake up the world of vampire so-
ciety in a very short time. Lines were blurred, bound-
aries crossed and dreadful decisions made, all in the
name of independence from the established order,
and that was the part that caused a stir. Although
what passes for an unaligned “movement” has since
settled down a bit (or at least retreated to
the shadows of the domains in which such
Kindred are found), the damage wrought
upon the unbound was done. Tonight, more
than a few elders among the covenants have
taken the actions of particularly truculent un-
aligned as representative of the gestalt... or at least
capitalized on the aftermath thereof in an attempt to clamp
down on such rogues.

Members

Just as the Invictus is plainly attractive to elders, so
too is unaligned existence a magnet for the young and
downtrodden among the Kindred. Neonates make up

the preponderance of the unbound, and new believers

discover independent urges with every passing night.

Many would-be unbound renounce their affiliations fol-
lowing eye-opening or humiliating experiences in one
of the covenants. Sometimes this occurs early on, with a
bitter neonate loudly claiming independence for succor and
release. Other times, the taste for freedom attracts ancillae
who tried for decades to play the vampiric political game
but were simply outmaneuvered or disgusted by the toll it
took on them over time. The independents probably see
more “converts” than any of the covenants, which is yet
another reason why these outcasts are often held in such
low regard by the established covenants.

Although a great many unaligned Kindred are neonates
or young ancillae, this is not to say that no elders renounce
sectarian ways. A number of older Kindred, primarily those
of the Mekhet and Gangrel, prize the unbound for their
freedoms, and might even seek to turn their influence to-
ward uniting local unbound under a common banner in
hopes of forming a neo-covenant that advances their own
agendas. In fact, these few manipulative elders are respon-
sible for the hostile attitudes that certain cells of indepen-
dents harbor toward more formalized groups of Kindred.
This isn’t to say that every elder goes independent in hopes
of building a private army. Many elders among the unbound
are quite content simply to ignore social strictures that they
personally find distasteful. In the eyes of many “established”
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Kindred, with elder power comes responsibility, and inter-
personal pressures occasionally force into covenants those
elders who would be more satisfied if they were freed from
such duties.

Philosophy

The guiding philosophical principle behind the unaligned
mindset is the fundamental conceit that every vampire —
like every man — is free. Regardless of clan or age, no Kin-
dred should be forced to bow like some lowly serf before
the feet of a provincial undead governor. Not surprisingly,
the unbound find the notion of vampiric titles and duties
contemptible. They recognize no “Prince” to whom they
should show self-effacing obeisance, and they regard the
entire notion of formalized social debts as wholly unneces-
sary. Each of the Damned is, practically by definition, an
individual, removed from the brotherhood of mankind and
thrust into solitude for all eternity. The unaligned tend to
feel that vampire-kind needs no phony system of forced
indenture to make sure that each Kindred keeps his word
and honors his promises. As alone as they are, vampires
realize that all they truly have is their word — without the
aid of unnatural and artificial hierarchy — and they act
accordingly. Those who don’t are weeded out naturally, and
not by the arbitrary will of an elder.

This sole idea forms the approximate basis of the indepen-
dent ideology, but like any solid foundation, it embodies itself
in a number of night-to-night practical principles. These trends
of the unbound mindset give individual Kindred a sense of

e

self, while providing a necessary grounding in the realities
of unlife.

Again, note that these aren’t formalized codes of belief
among the unbound. Each independent Kindred is her own
Prince, or at least wishes to be. These are simply the most
common points of agreement among a non-covenant of rug-
gedly individual vampires.

Vampiric Nature Is Solitary

To the unbound, the twin notions of freedom and indi-
viduality — as they pertain to vampiric existence — have
their roots in the simple truth that vampires are solitary
creatures. The soul of a Kindred is solitude. It is shut out
from the world it knew before the Embrace and forced to
survive the Requiem as a wolf among the flock, dipping in
and out of the fringes of mortal society while never truly
integrating with it.

The same applies to the new world into which a Kindred
is thrust upon his Embrace. While many view vampire so-
ciety as a sub-level resting beneath and within mortal so-
ciety, the unaligned tend to reject this view on the whole.
To them, the notion of a “vampire society” is a shamefully
forced contrivance, a deliberate attempt by power-hungry
elders to enforce structure and order where there is none.
Vampires are bestial, undead predators. Forcing them to
coexist under fabricated pretense is a recipe for disaster.
Only by respecting the natural Kindred state — that of
isolated, independent equality — can harmony be found
among the Damned.

the unaligned
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the unaligned

Power Corrupts

The unaligned are no fools (by and large). They tend to see
how terribly power corrupts among the living. Compound the
problem with undeath, literal bloodthirst and the prospect of
an eternity of the same, and the result is disaster waiting to
happen. The unbound can believe that the Kindred are the
last creatures who should be in a position to wield great power
over themselves, let alone over one another. They’re called
“the Damned” for a reason, and the Damned should not be
leading the Damned. That'’s a caravan that can only travel
straight to the gates of Hell, and the unbound know better
than to fall into such an ill-fated line. Better that each vam-
pire concern himself primarily with his own progress along
his own road.

This is not to say that independent Kindred eschew power
and influence. They are still vampires, and many feel that the
only way to fight fire is with fire. Even those who don’t can still
appreciate the benefit of amassing great amounts of wealth or
sway in various mortal circles. The important distinction is how
and in what manner their power negatively affects those of their
kind. Being aware of one’s solitary nature does not mean pre-
tending that other Kindred don’t exist. This very mistake has
earned more than one well-intentioned unbound her share of

trouble. The trick is to learn how to balance the acquisition of 4

power with the legitimate needs and desires of one’s neighbors.
And, of course, the acquisition of vampire-specific power and
influence is considered dangerous ground among the unaligned,
which is why many prefer to stick to mortal spheres of influence.
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Not every covenant is as fully structured as the rest.
Indeed, some covenants are local phenomena or sim-
ply too small to merit the elaborate systems that the
larger ones have in place. With Belial’s Brood, how-

ever, covenant law is unnecessary because, “Do as thou
wilt shall be the whole of the law.”

A loose confederation of Satanists, demon-wor-
shippers and overt miscreants, Belial’'s Brood claims
that the origin of the Damned is literally from Hell N8
itself. Vampires are not their own unique species, they ~#
are “demons” given mortal form or devils who have found
passage from the Pit’s sulfurous depths to the surface of the
world. The purpose of the Damned, in the opinion of this
covenant, is to indulge the dark urges that the Beast imparts.

The Brood is truly a hellish faction of Kindred. Members
exult in their wickedness, inflicting pain and misery with no
remorse and even less discretion. While Belial’s Brood is about,
buildings burn, mortals die under overturned cars, and shocked
victims covered in blood stagger down streets before collaps-
ing. The Damned should be the Beast incarnate, they preach.
Vampires serve none but the Devil himself!

Belial’s Brood rarely survives long in any given domain.

Its behavior is antithetical to the continued existence of the
Kindred, both under literal and interpretative understand-
ings of the Masquerade, so few Princes suffer its ilk to establish
havens or stay in their demesnes. Even if Princes didn’t rally

ably bring their own Final Death about sooner rather than later.
Their overt actsand blatant wickedness tend to earn

- !

l‘?‘? entire domains against them, members of the Brood would prob-
A< -

w* them the attention of witch-hunters, mortal authori-

ties and other groups who don’t want the demonia-
cal murderers threatening them.

The truly remarkable aspect of Belial’s Brood is that, even with
all right-thinking Kindred efforts to stamp them out, the same
Satanic ideology survives to take root elsewhere. Belial’s Brood is
seldom sophisticated enough to remain secret or hidden for long,
and Princes who have destroyed cells to their last member are of-
ten surprised to see the phenomenon return a score of years later.
The group’s chaotic philosophy is too manic for the covenant to
truly have a center anywhere, but if that’s the case, how does the
same sectarian philosophy keep resurfacing if the covenant’s many
enemies are so vigilant in rooting it out and destroying it?




One “covenant” among the world of the undead has no name.
Although this faction comprises vampires, those beings seem

to hate all Kindred who are not part
of their mysterious order, and liter-
ally attempt to destroy them on
sight. The notion of this group as a
covenant might even be mistaken,
as it is unknown whether the group
is a true covenant, its own insular
clan or just a particularly zealous
cult. “Seven,” the name by which
other Kindred recognize the sect,
comes from occasional iconogra-
phy that its vampires leave behind
after particularly heinous or note-
worthy attacks — the Roman nu-
meral seven.

By all accounts, members of
Seven are few, and not every city
harbors their genocidal popula-
tion. What they lack in numbers,
however, they make up in fervor
and burning hatred of the Kindred.
A few of their organization have
been captured by other vampires,
and from their testimonials (most
gleaned under pain of torture or
through supernatural means),
more than a few shuddersome de-
tails arise. Members of Seven re-
portedly do not suffer the same
pangs of possible frenzy upon see-
ing other undead for the first time.
They can, however, identify other
vampires on sight, as they claim to
be able to see “the mark of the Be-
trayer” upon the Kindred. Even the
artificial understanding of the
group’s “name” is a murky transla-
tion at best. When asked under su-
pernatural compulsion to speak the
truth, these creatures cannot de-
fine what they are, and probes into
their minds yield only mental im-
ages of the Roman numeral “VII”
or a character from what seems to
be an unknown alphabet that the
vampire so questioned cannot
properly explain.

Despite the mysteries of their origins and purposes, one
thing is certain: Members of Seven are fanatical in their

drive to destroy other vampires.
Seven believes it is the lost legacy
of a king who was wronged centu-
ries or even millennia ago, and
that its purpose is to destroy the
Damned. Only by removing the
taint of the Kindred from the
world can they achieve their “Sab-
bath,” which they understand as
the ability to reclaim that lost
kingdom. Details differ. Some
members believe that the king-
dom shall emerge from a mystic
curse, while others believe the
kingdom is metaphorical, and they
are the chosen workers of God’s
will to remove the scourge of the
Kindred from the world. Without
a doubt, Seven is made up of vam-
pires. Its members consume blood
just as do any other undead, and
the true nature of their fanatical
mission remains unknown.

Whatever the cause of its caus-
tic hate for the Kindred is, Seven
isn’t stupid. It knows that the
world at large sees no difference
between it and its hated foes, so
it practices what amounts to a
Masquerade as well. It doesn’t
blindly leap into conflict if it feels
it would be doomed — it chooses
its fights carefully so that it can
gain as many advantages as pos-
sible. Given its relatively small
numbers, overt conflict with
groups of Kindred is rare, but not
unheard of. Assassinations, mur-
ders and stealth tactics are more
suited to the covenant’s capabili-
ties, but considering Seven to
comprise nothing but fiendish
skulkers sorely underestimates its
abilities. Too many Kindred have
met their end at the claws of a
coterie of Seven after thinking the
killers destroyed.
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Undying, blood-drinking predators with abilities that defy
the laws of science as mortals know them, the Kindred are
creatures of myth, legend and folklore. Most mortals would
undoubtedly be surprised, then, to learn that vampires them-
selves have their own myths and legends. That, in fact, the
greater portion of Kindred history is known only in the blurred
and distorted form of myth. Mortal civilization by and large
understands its past far better than the Kindred do their own.

It seems illogical, at first glance. The Kindred are, for all
intents and purposes, undying. Surely, some of them experi-
enced these historical events firsthand. Mortals must rely on
written records and archaeological evidence to piece together
bits of the past, but it should be possible for the Kindred to
simply ask someone who was there. Shouldn’t it?

No. As the Kindred age, they find they need far more po-
tent blood to survive, until they can finally feed only on other
vampires. This inevitably drives the Kindred into torpor, ei-
ther voluntarily, with the intention of slumbering long enough
for the blood to thin, or involuntarily, due to simple lack of
available sustenance.

During torpor, the Kindred dream. Whether it is due to
some mystical link through the Blood that connects all the
undead, or something inherent in the vampiric mind, all Kin-
dred tend to experience similar dreams. That is, they experi-
ence all they have done and all they have seen over and over
again. The images continue, unending, inescapable — and
ever-changing. The Kindred dream of events past, but never
see them exactly as they were. At the end of a mere two or
three decades in torpor, a vampire has a slightly skewed
memory of his entire Requiem. After centuries of slumber, an
elder’s memory might bear little more than a coincidental re-
semblance to historical fact.

This means that for every Kindred who witnessed an event
firsthand, there exists a slightly (or not so slightly) warped
accounting of that event. No single Kindred can possibly know
the entire truth of a specific era or occurrence. Nor can out-
side investigation ever piece together the actual truth from
many different events, as each Kindred is absolutely certain
that his version of events is the correct one and is highly un-
likely to accept anyone else’s as more accurate.

The Kindred must therefore turn to mythology, ancient be-
liefs and written records passed down through the ages and
generations, even as mortal writings have been. Some of these
records contain elements confirming the memories of many
elders, sufficient commonalities to suggest that at least some
of those memories are partially accurate, as with the begin-
nings of vampiric society in Rome. Others come from times
and places that no modern vampire can claim to have wit-
nessed, thus forming the only surviving record. As to whether
they should be believed, well, only the most shamelessly naive
individual would hope that the Kindred might ever come to
universal accord on that score.

These ancient texts are essentially the basis for various Kin-
dred religions or at least creation myths, as the Bible, the Ko-
ran and others form the basis for many human faiths, and are
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exceptionally difficult for some Kindred to accept. The Kin-
dred relationship with faith is an odd one. Their existence
serves as sufficient proof, at least to most of them, that some-
thing must exist beyond the realms of science. Most vampires
do believe that, yes, some sort of God or higher power must
exist. To attribute to Him an innate benevolence and sense of
order, however, as most religions do, is something else en-
tirely. Few vampires truly accept what they are, or even the
very existence of their race. Can this be the work of a kindly
deity, one who wants only what's best for His creations? Many
Kindred believe in God, in some form or fashion. Not so many
of them consider Him worth worshipping, however.
Consider as well the inherently deceptive and manipula-
tive nature of the Kindred. Rare is the vampire who hasn’t
made lying and deceit a common practice. So what if The
Testament of Longinus says this is true, that is not, and that the
Kindred should behave thus? Rites of the Dragon says the exact
opposite. Who’s to say who actually wrote any book that puts
forth an origin for the Damned? The Kindred have nothing
but the word of other Kindred to trace any rumor or writing
back to a given source. Few Kindred accept even the most
minute piece of information at face value if it was given them
by another vampire. Why should something so major as the
origins, beliefs and even purposes of their race be any differ-
ent? Of course, as with many things in the Requiem, the final
arbiter is the Blood itself, which enforces the Traditions more
thoroughly and efficiently than any institution ever could.
Thus are the majority of Kindred divided into distinct camps.
The Lancea Sanctum and its long-time partner in the post-
Roman alliance, the Invictus, believe that The Testament of
Longinus represents the truth, or at least a good approximation
of it, and the Sanctified modify their behavior and religious
beliefs accordingly. (It must be said, however, that the Invictus
pays these beliefs lip service at best when they come into con-
flict with members’ own interests. Most of the time Invictus
Kindred seem not to care at all.) The Ordo Dracul has its own
writ, Rites of the Dragon, that, while it doesn’t rule out the pos-
sibility of the Longinus theory, certainly doesn’t require it to
make its own position valid. The Circle of the Crone rarely
bothers with formal works of vampiric origin, relying instead
on oral traditions far older than either the Sanctified’s or the
Dragons’. Others reject such postulation on the origins of their
kind as utterly meaningless, fiction or propaganda penned by
manipulative elders for their own inscrutable purposes. Very
few vampires fall into the middle ground. As a whole, Kindred
tend to either believe strongly in one myth or none at all.
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The faith espoused by Kindred who do find one of the many
theories particularly poignant or resonant is so prevalent that
it has spawned many of the vampire laws, acknowledged and
obeyed even by those who don’t accept a given philosophy’s
dogma as gospel. For instance, the three formal Traditions by
which almost all Kindred society operates are mandated and
spelled out in (purportedly) Longinus’ own words as well as
those of the now-defunct Camarilla. Many local traditions are
also inspired, though less directly, by passages from the Testa-
ment. (See p. 74 for more on the Traditions.) The Masquerade
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in particular is often touted as a prime example of Longinus’
wisdom and foresight. His followers maintain that if the pro-
genitor could foresee the need for the Kindred to hide from
mortals, even back when the living did not outnumber the
undead to nearly the extent they do now, then surely his other
commandments are equally wise.

On the other hand, many regional groups of the Circle of the
Crone draw precepts from cultures and mythologies that existed
long before the Crucifixion, or entirely independently of it. Their
own theologies have developed concurrently with the same limi-
tations of the Kindred form that members of the Lancea Sanc-
tum experience. To their mind, even if Longinus did exist, his
only claim to fame was setting his commentary down in written
form, not explaining the genesis of the Kindred.

Likewise, the Ordo Dracul doesn’t deny the Longinus theory
but rather corroborates it, if its own creation myth is true. If Dracula’s
entrance to the Kindred world happened without a sire, so could
Longinus’— and so could that of anyone before them whose name
or deeds the Kindred themselves do not remember.

Further muddying Kindred’s proof of origin are the clans.
Whence did they take their names? Who were their progenitors?
Did they all hail from the same place, or did they arise indepen-
dently, mingling only in the relatively recent memory of a world
that is far older than anyone suspects? Clans obviously predate
the covenants, but do they all hail from the same period?

These questions have no answers, of course, just like those
seeking the origins of the Kindred themselves. None of the
matter is eminently provable — or so it has been to date.
Certainly Kindred with faith, drive or the burning desire to
know ceaselessly research the origins of their kind. Hidden
temples in forgotten lands, domains older than history ac-
knowledges, abandoned havens beneath cities ruined long ago.
All of these and more house relics that have the potential to
answer the ultimate question of why the Kindred exist. Then
again, they may simply engender a different question... or
perhaps the answer was never meant to be known.

Rewsons ard Rl onalls

The Lancea Sanctum, of course, is the most closely and ob-
viously linked to the creation story of a messianic founder. Mem-
bers of the covenant usually interpret The Testament of Longinus
in its most literal sense, and Sanctified Priests often carry cop-
ies of passages, if not the entire text itself, for conducting ritu-
als. The covenant’s warriors often quote from The Testament of
Longinus before (or even during) battle, enhancing their repu-
tation among the other factions as fervent champions.

The Invictus’ interpretation of its origin is less rigid but no less
important to the covenant. The elders of the First Estate use
frequent passages from The Testament of Longinus — references
to rule by eldest, accomplishments of some clans over others,
and the like — to justify their position as leaders of the Kindred
community. It is nothing less than divine right that they rule
their domains and will eventually rule others. It is unlikely that
few believe in this canon with any degree of true faith, but faith
certainly was the hallmark of the era from which more than a
few elders hail, and belief in a higher power answers many ques-
tions that an unnatural, deathless existence provokes.

The Carthians (and, to some degree, independent Kindred)
often share a somewhat cynical interpretation of the origin of
the species. Namely, that it is a tool used by those in power to
oppress those who are not. This isn’t to say that no members of
the covenant believe in a creation myth, or that they don’t be-
lieve in it devoutly. A great many of them do. They simply be-
lieve that the Kindred can’t necessarily explain who the first vam-
pire was, or that even if a single Kindred proved the origin of the
species, it came as a result of divine intervention. Longinus most
likely did not even scribe “his” book itself, and even if he did,
systems of order that worked at the dawn of civilization are sim-
ply inapplicable to the modern world. They point to various other
mythologies, particularly those upheld by local Acolytes, and their
own inapplicability to the modern state of the world, as proof
that the Kindred cannot afford to remain static and must change
with the times despite their inherently unchanging natures.

The Circle of the Crone, naturally, goes its own way in an
almost limitless number of old mythologies and new amalgam-
ations of existing and new ones. The Testament of Longinus is
little more than a corruption of the older ways, much as the
Church adopted pagan rites and observances into its own body
of holy days. In covenant members’ eyes, the abuse and impi-
ous invocation of whatever faith they choose to invoke is a trav-
esty perpetrated upon the Kindred by blasphemous elders. They
cannot ignore the faiths or philosophies of other Kindred, for
they have shaped so much of Kindred society, but many con-
sider them the epitome of everything that’s wrong with Kin-
dred both past and present. Other Kindred believe that vam-
pires have existed since Creation, that they were part of God’s
plan from the beginning. More shamanistic or even necroman-
tic vampires often believe that the first Kindred were spirits of
the dead who, due either to hostile sorceries or some sort of
spiritual turmoil, could not depart their bodies after death.

For the Ordo Dracul, the question represents both power and
limitation. Many of the mysteries mastered by the covenant
certainly have their echoes in the times reflected in the various
creation myths, but the group as a whole is a bit more secular
than many of its counterparts. The Coils of the Dragon and
Order philosophy don’t rely on passages from any document,
much less one that requires supplication to a power higher than
the self. All mythologies contain their share of wisdom, true,
but in an era of miracles performed by creatures as mysterious
as the Kindred, who's to take any account purportedly written
by any of them at face value? Rites of the Dragon can be taken
literally or figuratively, and the result is still the same.

Of course, groups far smaller than the great covenants shape
themselves according to the precepts of the largest of their kind.
Just as all religions have their factions and cults, so too do the
Kindred divide themselves further still. Some vampires, fanatics
even among the Lancea Sanctum, spend every waking moment
behaving only as they believe the Testament commands them
to, accepting its authority even over that of the local Prince or
Archbishop, or even insisting that Longinus was the first vam-
pire, historical evidence to the contrary. Many Invictus vam-
pires, for whom religion would otherwise be a minor concern at
best, congregate with those who share their interpretations of
convenient philosophies as a means of finding common ground
among potential allies. Some religious groups, often derided as
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doomsday cults by other Kindred, are drawn together solely by
their belief that the ancient Kindred progenitors will arise some
night and destroy the Kindred race. Of course, no evidence ex-
ists to indicate that such an event will ever occur, let alone that
it might happen soon. Most Kindred tend to view these cov-
enants with much the same exasperated disdain that the aver-
age mortal views people carrying “The End [s Extremely Fucking
Nigh!” signs on street corners.

Still others are determined to find some sort of scientific
rationale for the existence of the Kindred. These last are nor-
mally found among fairly young Kindred, and many shift from
such a belief system when they finally accept what they are
and what they can do.

Coteries, factions, clans, covenants (at least on a local level)
and even entire domains often ally with, or oppose, other such
groups based solely on religious doctrine. These disagreements rarely
erupt into open conflict, but when they do, they are no less fanati-
cal and no less violent than any religious wars among mortals.

[t’s important to note, at this point, that most Kindred my-
thology is not a replacement for religion, but rather an addi-
tion. Acolyte mythologies add to or adapt from extant pan-
theons observed by mortal cultures. Those Kindred who honor
Longinus as an object lesson also believe in the God of the
Abrahamic religion. Kindred are usually observant of their
own faiths and philosophies as well as Buddhist, Christian,
Hindu or Muslim beliefs, rather than instead of.

Gollord

One concept that appears only briefly in both Rites of the Dragon
and The Testament of Longinus, but more frequently in other texts
(including the Rakta Veda and The Cycle of Demeter) is the no-
tion of Golconda. According to myth, Golconda is something of
a vampiric state of enlightenment, in which a Kindred perfectly
balances the needs of the Beast and his Hunger with his con-
scious mind. A Kindred in Golconda does not frenzy, does not
succumb to Rotschreck, and can even access abilities that are
normally available only to vampires of surpassingly potent blood.
Some legends even suggest that a vampire who attains Golconda
can become mortal once again. The specific details have not and
probably could not ever be set down, because Golconda, as a
state of being, is not only rare, it’s unique to those who achieve
it. The exact effects of this higher state of vampiric existence
likely vary from one vampire to the next.

Few Kindred tonight believe in Golconda, considering it at
worst a myth or mistranslation, and at best an indicator of how
religious Kindred should conduct themselves, as opposed to an
actual goal to be achieved. Still, a select few Kindred strive to
find this legendary perfect state of balance, seeing in it the prom-
ise of redemption, or at least escape from an eternity of need — a
state of being that certainly sounds an awful lot like redemption.

To those who see beyond the pleasant-seeming connotations
of Golconda, a frightening consideration lies beneath the sur-
face. A vampire in this state doesn’t necessarily become “nice.”
Indeed, almost the opposite might be true. A vampire who
achieves Golconda might well be one of the most fearsome
creatures another Kindred could hope to meet, as her soul is in
a perfect state of balance with regard to vampirism. Golconda
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might not be a state of natural serenity, but could instead el-
evate one to the status of a consummate predator. In nature, a
wolf and shark are both in tune with what they are, and a crea-
ture with more cognitive ability than these killing machines
might be more terror than saint.

B e

PROPHETS AND ORACLES

No discussion of vampire mythology would be
complete without a mention of a particular group
of Kindred occultists, scholars and prophets who
might be little more than myth.

They are called the Moirai and are said to be a
bloodline unto themselves, though from which clan
they might descend is open to serious speculation.
(Common mythology ascribes their lineage to
either the Mekhet or the Daeva, but more obscure
legends link them to other clans, or even to a
Kindred familial group now long forgotten.)

It is said that the Moirai have somehow kept
records from before the nights of Christ, that they
have found some way to resist the dreams of
torpor and have maintained their elders’
memories of ages past. They possess hidden
libraries of occult lore to arouse the envy of any
Mekhet or Dragon. And strangest of all, it is said
they have the gift of prophecy and oracular vision.
They know not merely the past, but also the
present and future of every Kindred to walk the
Earth. Supposedly far more common in ages past,
they were deemed mad by other vampires due to
their visions and prophecies, and allegedly
exterminated. Indeed, few Kindred awake tonight
earnestly claim to have knowingly met anyone of
this mysterious bloodline, and most vampires
consider them long gone or a myth that never
existed at all.

And yet, some Kindred maintain that the Moirai
were true prophets. Surely they would have seen
their own end coming, and surely they would have
taken steps to hide themselves away, where none
could ever find them....

At
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Vampire society, such as it is, would have fallen under its
own weight long ago were it not for the ties that bind it to-
gether. Like any society, the Kindred world survives on the
rules established and agreed upon by its residents. Vampire
“laws” are even more essential to the society they concern
because of the nature of that society. The Kindred are ma-
nipulative killers whose mutual survival depends on their abil-
ity to get along well enough to remain sufficiently hidden from
the eyes of their prey. As conservative covenants are fond of

saying, lawlessness among the undead is perhaps the greatest
threat facing the Kindred tonight.

Asaresult, the Kindred have a body of vampire laws known as
the Traditions. The three most important of these laws are curi-
ously universal, given that no common origin story is accepted
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for the Kindred. They are immutable rules of the Blood, passed
down as liquid truth by way of the curse of undeath, and are
hardwired into the very physiology of the Damned. Upon the
Embrace, each Kindred knows each of these laws intuitively.

Beyond the Traditions are the less official, more fallible cus-
toms that arise within Kindred society over time. After weath-
ering centuries upon centuries of at least nominal adherence,
a few of these customs have become unofficial traditions of
their own. Some of these latter-day laws are provincial in out-
look or unique to a particular clan or region, while others are
observed only within a particular covenant of Kindred. Three
of them in particular are considered nearly as important as
the Traditions themselves, but without the fundamental con-
nection. They merely serve to further gird and bolster society
as the Kindred know it. Each of the Traditions gave rise to
one such custom, and each is discussed after the relevant law.

A great many of the Kindred take the Traditions to heart. Oth-
ers justify them beyond “That’s how things have always been,”
while still others accept them blindly as part of the Kindred condi-
tion. Kindred who have studied such things often suggest that
though these physiological conditions have existed for as long as
the Kindred themselves have, the actual wording of the Traditions
as they are understood tonight was one of the efforts of the now-
defunct Camarilla. This is the most widely accepted theory. Par-
ticularly fervent members of the Lancea Sanctum, unsurprisingly,
sometimes claim that the actual codification of these customs is
part of Longinus’ original dogma. Other scriptural, quasi-religious
or philosophical wordings also exist, such as those held by the
members of the hoary Circle of the Crone and the Ordo Dracul,
but the core ideas of the Traditions remain unchanged. True “her-
etics” against the laws of all Kindred were few and far between in
the early nights of the Damned. Despite their differences (and
they had many), most of the Kindred were in agreement about
what was and was not a good idea for their kind, especially when
their own bodies told them it was so. They might disagree on theory
or implementation, or even on basic precepts, but few argued with
the wisdom of such incontrovertible laws.

<

THE FIrST TRADITION: MASQUERADE
Do not reveal your true nature to those not of the
Blood. Doing so forfeits you your claim to the Blood.

THE SECOND TRADITION: PROGENY

Sire another at the peril of both yourself and
your progeny. If you create a childe, the weight is
your own to bear.

THE THIRD TRADITION: AMARANTH

You are forbidden from devouring the heartsblood
of another of your kind. If you violate this
commandment, the Beast calls to your own Blood.

R —

(e Foidl el om

Arguably the single most important aspect of Kindred soci-
ety worldwide is the first Tradition: that of the Masquerade.
Without it, the existence of vampires among the Canaille
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would quickly come to light, putting the unlife of the entire
race in jeopardy. Given Kindred feeding habits, the world of
mortals would never understand or permit their continued
presence. It would be a pogrom the likes of which has not
been since the fiery nights of the Spanish Inquisition, when
mortal witch-hunters first proved how unity and faith were a
match for even the undead.

Before the dawn of the modern era, this Tradition was sig-

" nificantly less enforced, and in some cases, even scoffed at by
. the more haughty (and foolish) among the undead. Vampires

of old could freely roam their demesnes, flaunting their dam-
nation before the terrified mortals who huddled in the dark at
their feet. No phones existed with which the kine could call
for help, with nobody to call even if there were. Once upon a
time, the Damned truly were lords of the night.

But it is a different time now, a different world. Mortals could
not run in fear of the predators among them forever. As the
living world grew and advanced, the world of the undead shrank.
Tonight, it is a small world, indeed, for the Damned — but
only from the outside. Although the planet itself is largely un-
changed, the mortals upon it are smarter, more advanced and
more numerous than ever before. And now, the advent of the
Internet and wireless communication has brought each mortal
that much closer to the rest, putting the entire Masquerade at
risk with but the touch of a button. The Damned, as powerful
as they are, have never been so exposed or vulnerable.

Given this precarious state of affairs, breaching the Masquer-
ade is usually viewed as one of the most grievous transgressions
one of the Kindred can commit. Depending on the Prince, more
damaging breaches can be viewed as grounds for the Final Death
of the transgressor, and a number of Princes have amassed no
small amount of notoriety for their unwavering enforcement of
this rule. This, then, has become a source of heated debate in
Kindred circles, due to the subjective nature of such determi-
nations. Some Princes are not above using the Masquerade as
justification for the removal of political opponents, and those
who displease a Prince must be careful about how they act in
public and what company they keep.

>

THE LosT VISAGE

Despite the terrible fate that would befall the
Kindred were their existence to be uncovered, the
Masquerade continues to hold fast. Part of the
reason lies in the fact that the Curse itself has given
the Damned a means by which they can better
uphold the Masquerade (and, thus, hide themselves
from mortal scrutiny). Upon receiving the Embrace,
a fledgling vampire’s reflection begins to fade
away. After rising for the third night in a row as a
vampire, the change is complete, resulting in a sort
of blurry occlusion of the Kindred's image in any
reflective surface or medium. Therefore, vampires’
features do not appear in photographs or on video
(though vocal recordings are unaffected). Kindred
can counteract this aspect of the Curse through an
effort of will (which “solidifies” theirimage in any
reflective surface), but the effect usually lasts only
for a brief duration. A vampire’s visage may be
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filmed or recorded during this time, but in most
cases, the image will blur immediately thereafter.
The potency of a Kindred's blood seems to factor
into just how long his image remains on
photographic media, with less robust Vitae
indicating a longer duration. Exceptions do occur
every now and then, but Kindred scholars are at a
loss to explain why or under what circumstances
they'll repeat.
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Another long-standing tradition is the right of domain. In
nights past, when they were more spread out than they are
now, Kindred staked claims to vast amounts of territory. When
disputes arose, the results were often bloody, as the undead
squabbled with one another over slights both real and per-
ceived. Over time, civility demanded that the notion of do-
main become a universally respected aspect of Kindred soci-
ety. Vampires needed to come to some basic accord, if for no
other reason than to avoid infighting and unnecessary destruc-
tion of their fellows. The accord that was reached (informally
and over time) was the right of domain.

According to the tradition, a vampire may claim a given area
— one that is not already under the purview of another Kindred
— as his personal domain. Within that domain, his word is law
among the undead, and he can expect not to be challenged. If
another vampire wishes to stake a claim to some part or all of the
domain, he must either negotiate the terms under which the
owner will cede control or else take the entire domain by force.
This situation was the norm for centuries upon centuries of Kin-
dred existence, and though it, too, often led to infighting and
kinslaying, the custom itself was largely respected.

Come the modern era, the old ways have seen a significant
pattern shift. As the Kindred huddle together in increasingly more
claustrophobic environs, the concept of domain has split and
polarized into two extremes. Tonight, the Kindred recognize only
two definitions of domain (as per the traditional sense). First,
there is the notion of domain in the larger sense; the domain of a
Prince, for example, which generally includes one city or metro-
politan area. The Prince is the final arbiter of all issues arising
within this area, including who will and will not receive feeding
grounds and official protection. Within the larger domain, how-
ever, exists the smaller “individual” domain, the modern rem-
nant of the old ways. Each vampire’s personal haven benefits, as
per custom, from the protections established by this tradition.
Therefore, even though a given Kindred’s haven may be situated
within the larger domain of the Prince, that Kindred might still
invoke the customary protections of tradition. A vampire’s home
is his castle — even if that castle sits on the lands of a powerful
elder liege. Only in the most savage domains will a Prince at-
tempt to claim one of his subjects’ personal havens once those
havens have been granted and established.

o —~— o ~—
[he Sorond Laaddn
The Second Tradition is the one that causes perhaps the
most debate, confusion and consternation among the Kindred.
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According to the wording of the Tradition, no vampire may
create a childe. And yet, look how many Kindred exist! It is,
perhaps, the greatest paradox of the Kindred as a species (at
least to those who keep faith with the Traditions).

The Kindred world cannot even agree as to the origins of the
Tradition itself. To this very night, no satisfactory answer has
been put forth to the simple question of, “Why?” If whatever
figure responsible for the creation of the undead was so adamant
about ensuring the earthly lack of propagation of the Damned,
why did it create one itself and give it the ability to propagate?
Many speculate that the first Kindred, cursed to forever walk the
night alone, grew lonely, as all creatures do, and that he took for
himself a mate, as many creatures do. Some maintain that it is
this mate, the world’s second vampire, who betrayed his or her
sire’s wishes and created the first actual brood of the Damned.
Some consider this first brood to be the true progenitors of the
modern Kindred. In most cases, those who believe in various
origin stories yield the principle that God (in whatever form)
intended for the first Kindred to suffer in solitude, a lesson the
Damned have had to learn through betrayal and loss.

Whatever the Tradition’s origins are, the fact remains that
its message has been corrupted in the time since. While few
Kindred would deny that it is wrong (or at least complicated)
to perpetuate the race of the Damned, many take issue with
how the Tradition is enforced tonight. Many among the un-
bound (and a few members of formal covenants) believe that
the Curse itself is enough to limit the numbers of new undead
in the world, naturally and without need of politics or hierar-
chy. For their part, the Carthians generally take the stance that
the issue should be one for the entirety of Kindred society to
debate and decide upon, rather than be the purview of an out-
dated Tradition. Naturally, some in the Invictus believe in the
right of the “elder” of a domain to decide upon such matters,
and the Sanctified point to key passages of The Testament of
Longinus as proof of their claims. The Order of the Dragon some-
times Embraces for the sake of bestowing its secrets upon an
apprentice in order to perpetuate its knowledge. Of all the Kin-
dred, followers of the Circle of the Crone are perhaps the most
defiant of the Tradition, and are occasionally known to create
new childer as part of their sacred beliefs.

< p— e~ ——~———{~

THE SHAKEN WILL

Every time one of the Kindred plans to create a
childe, he intends to willfully violate one of the
understood commandments of the Damned. Like
the Masquerade, this edict is an aspect of the
Kindred condition, and it cannot be summarily
ignored by vampires. The act of damning another
to undeath is a strain on the Kindred soul,
requiring the sire to invest a significant amount
of will over the course of the Embrace.

B
Velelage

A societal by-product of the Second Tradition, the tradition
of tutelage has its roots in antiquity, when the Kindred’s numbers
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were fewer and the social system more rigid. In such times, if a
vampire was going to violate Kindred physiology by propagating
the numbers of the Damned, he was expected to make sure that
his progeny understood all the rules and customs of the Requiem
(not the least of which was the Second Tradition, itself). Siring
progeny is merely the bestowal of responsibility, granting one
vampire the right to take a considerable burden upon his own
shoulders. Until such time as the new vampire is released from
his sire’s tutelage, his education (or miseducation) is the respon-
sibility of the sire. There is no “village” among the Damned. It
takes an individual to raise a neonate, and any mistakes the young
one makes until he reaches the time at which his sire releases
him need not be forgiven by society at large. Otherwise, what
would be the point of releasing him in the first place? This same
rationale is often abused by controlling sires as justification for
the excessive periods of indenture or servitude they require of
their progeny: “I can keep you safe only as long as I don’t release
you.” Needless to say, some childer would rather take their chances
with the Prince.
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From the moment of his release, a childe’s sins are his own
to endure. No ill may befall the sire as a result of the childe’s
deeds (except in a looser social sense). As such, the childe no
longer benefits from the sire’s protection, at least not in any
official societal capacity. He is his own Kindred and must stand
as such. Such, however, is also the benefit of release. Once a
childe is on his own, he is no longer beholden to the whim,
desire or name of his sire. For good or ill, he is now free.

[rard [rard Cco—
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Given the predatory and deceitful nature of the Kindred,
the third and final “commandment” — the prohibition against
the diablerie of other Kindred — is the one most often vio-
lated and warped to serve the interests of the individual. In-
deed, this single law has been the cause of more controversy
in and around the halls of power than any other, and its inter-
pretation and administration are two of the most fiercely con-
tested issues facing the Damned tonight.

As with the Second Tradition, the phrasing of this tradi-
tion is the primary cause of complaint, as well as the primary
justification for use and abuse. Many believe that the original
intent of the law was to give sires the right and responsibility
to destroy the childer they had made (in violation of the Sec-
ond Tradition) when those childer ran afoul of those same
Traditions. Destruction, however, does not necessarily entail
the consumption of the destroyed Kindred’s soul. Those who
destroy their enemies utterly often claim to drink their fallen
foes’ essence “to be sure” that those enemies never return,
though this practice is at once primitive and false, at least in
the context of modern Kindred society.
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Mortal death is both inevitable and necessary, but only God
Himself may judge those He has cursed. Therefore, the Kin-
dred condition inhibits the finality of diablerie in all its forms.
According to some versions of The Testament of Longinus,
Longinus’ final words to the collected brood he left behind were
a simple but sobering warning: “Teach your progeny to heed
my word, and tell them to likewise teach their own. When my
line can no longer contain the blood it spills — the night the
broods of your broods can no longer hear their brothers’
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heartsblood cry unto them from the ground — that is the night
when all hope for you is lost.”

As a parenthetical result of this passage, many Kindred use
the words of the Testament as support for the custom of the
Lextalionis — the blood hunt in modern parlance. These
Princes claim the title of “elder” mentioned in the text and
use it to invoke the “right” of destruction upon any Kindred
who sufficiently rouses their ire. They rarely perform the deed
themselves, of course, for the act itself is damaging to the spiri-
tual strength of a vampire. Thus has the custom of involving
every Kindred in the domain in the hunt arisen (rather con-
veniently) over time. In many domains, all Kindred are ex-
pected to do their part in consummating a blood hunt.

A<

THE Lost Humanizas

As with the first two Traditions, the Third
Tradition is thoroughly hardwired into the psyche
of all Kindred. In fact, most Kindred agree that
the prohibition against diablerie is one of the most
fundamental aspects of being Damned, due to the
steep toll exacted on all those who violate it. Each
time a vampire consumes the soul of another
vampire, his morality erodes significantly. The
corrosion of the self is automatic, as with cold-
blooded murder it is assumed that the killer feels
no immediate remorse about the act. (If he did,
he wouldn’t have committed it.)

Attt
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A natural outgrowth of this tradition is the custom of vampiric
respect. When the race as a whole endeavored to bring itself up
from savagery with the notion of domain (and the rights granted
therefrom), the next step was to ingrain the idea that every
aspect of the existence of Kindred domains must be respected.
From this effort arose the notion that a vampire should present
himself whenever he travels into the domain of another vam-
pire. After all, one doesn’t really respect the tradition of do-
main if one hunts on another’s land without permission. One
doesn’t have to actively challenge the rightful claim of another
vampire in order to disrespect both the domain and its owner.

Of course, even this seemingly well-intentioned tradition
has its controversy. Modern Princes invoke this code as a
means by which to keep track of who is and who is not within
their demesnes at all times, by asking that each visitor or
would-be resident present himself upon entering. Once the
visitor does, the Prince either acknowledges him — in which
case he may remain in the domain (under the Prince’s protec-
tion) — or refuses to acknowledge him — in which case, he is
expected to depart the domain at his earliest possible conve-
nience and sometimes sooner. As a result, it is this tradition
that has come to be ignored the most by young Kindred, many
of whom don’t even know of its existence (usually because
they were not properly educated after their Embrace).

One of the most common reasons for these violations is the
gray area that defines visitors and would-be residents. Kindred
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who just pass through often feel no obligation to stop just so
they can potentially put themselves at risk by coming before
the local Prince. Only those who intend to remain for any length
of time are required to present themselves, and some feel that it
is up to personal interpretation just what a “length of time”
might involve. Some Princes have been known to specify a
duration (in terms of nights), so that there is no confusion when
the Prince’s Scourge or Sheriff brings newcomers forward for
questioning. As a result, this practice tends to complicate al-
ready complex social dynamics while further widening the gulf
between elder and neonate.

Technically, this tradition applies to only those who intend
to hunt within a domain. If a vampire can establish that he’ll
not be a drain on the domain’s resources (by demonstrating
access to a private blood supply, for example), then he could
argue that the tradition doesn’t apply to him on any practical
level and that presentation before the Prince is merely a social
courtesy. Obviously, this situation does not arise very often, and
when it does, most Princes aren’t thrilled with the idea of being
snubbed by the letter of the law. To them, it is better to just
present one’s case during rather than instead of presentation.

For a less formal interpretation of the tradition of defer-
ence, see “Presentation” on p. 32.

e

THE MARK OF DAMNATION

Many wonder about the true nature of the
Curse, given the way the Traditions interact with
it. The Traditions are tied so closely to the vampiric
condition that each one actually carries with it a
physiological expression. The Tradition of the
Masquerade is reflected in the fact that no
Kindred appears in any recording device or
reflective surface unless he wishes to be seen that
way. The Second Tradition, the prohibition against
the profligate creation of vampires, manifests in
the difficulty with which vampires create new
progeny. A considerable investiture of personal
will and energy is required to even consider
violating the decree.

Perhaps most interestingly, however, is the third
restriction, the Tradition prohibiting the destruction
of another Kindred with the intent of consuming
his heartsblood and soul. Unlike the physiology of
the first two Traditions, which are preventive in
nature, the true weight and message of the third
manifests only after it has been violated. Some
suspect that the prohibition is tied to the divine or
diabolical origin of the Kindred. Obviously, the
element of personal choice remains for the undead.
By the same token, removing the onus of a decision
to kill from vampires would, some might argue,
defeat the purpose of vampires in the first place.
Historical accounts of vampires, even among the
Kindred, depict them as cursed for the terrible and
selfish decisions they have made.

No, the Third Tradition’s power manifests after
a vampire has already made the choice to engage
in diablerie, the Kindred's name for this act. Upon
consuming the soul of another vampire, one’s own
sense of moral control — the spiritual compass that

bLt

. society of the damned

-4



society of the damned"

=

keeps a being from falling to his Beast — wavers
considerably. He is not pained by the experience,
and indeed, he might even relish the newfound
“freedom” he sees in no longer being as restrained
in his behavior and outlook as he once was. But
this illusion is the nature of the Curse. The vampire
has made his choice, and by forcing him to regret
that choice, the higher power responsible for
vampires would encourage the idea that personal
choice was not the issue’s crux.

To this night, many believe that the telltale
black streaks in a diablerist’s aura do not come
from any lingering effect the victim’s heartsblood
may have on the killer's soul, but are rather a
spiritual reflection of the mark of damnation. Due
to the First Tradition, vampires cannot be branded
upon the forehead or otherwise visibly marked
for their crime. No, it is a far more secret and subtle
mark that exposes them to their brethren for the
monstrosities they truly are.

ot

Uhe Blood Hst

Sometimes, when a Kindred outlaw is considered too dan-
gerous to be allowed to survive, and the Prince’s own agents
prove unequal to the task of locating and capturing or execut-
ing the criminal, the Prince is forced to resort to the ancient
Kindred tradition of Lextalionis, the law of justice stating that
those who violate the laws must die, and all Kindred of a do-
main are responsible for carrying that sentence out. This re-
sults in the blood hunt, when all (or at least most) Kindred of a
domain set out to locate and destroy a specific quarry.

Only the Prince or other city leaders can formally call a
blood hunt (though some Primogen or Prisci have the politi-
cal strength to do so over the Prince’s head). Other elders
occasionally attempt to call a hunt, with greater or lesser suc-
cess. The blood hunt is a powerful political tool, and a vam-
pire must have matching influence to use it. If the Kindred
evoking Lextalionis has sufficient clout or personal power that
local vampires will respond, and he can do so without the
Prince coming down on him, he may call the hunt. If he
doesn’t, he often won’t survive to repeat his impertinence,
nor will many of those who answer his call.

Failing to participate in a blood hunt, particularly one called
by a Prince, is not normally a crime, except in the most extreme
circumstances, but it frequently results in a loss of status in the
eyes of the court. Actively aiding and abetting a subject isa crime,
however, and it can result in banishment or execution.

The Masquerade is still paramount during a blood hunt, of
course. Indeed, the Kindred spread out across the city in some-
thing not unlike a police dragnet, coordinating their efforts (at
least officially) with the Sheriff or other representative of the
Prince. The hunters converge on suspected sightings, and things
often get quite messy if and when the quarry is finally run to
ground. The hunt is rarely carried out openly, with Kindred
racing down the streets leading barking dogs, guns held aloft.
While some Princes prefer to retrieve the subject intact, most
blood hunts contain a provision stating that no participating
Kindred will be charged or punished if the subject is slain or, in
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the case of truly dangerous criminals or truly desperate Princes,
even diablerized. In this fashion, the Prince skirts the issue of
the Third Tradition — after all, he himself is hardly guilty of
diablerie if a subject carries it out.

The Kindred use all the tools at their disposal when engaging in
ablood hunt, including influence in the mortal world. Police might
put out an APB on the subject, he might find himself on “no fly”
lists at airports, and his financial accounts might be frozen. In re-

" cent nights, some Kindred have begun using the Amber Alert
. system — a coordinated barrage of radio announcements and elec-

tronic roadside signs intended to alert the public to a kidnapping
or missing child — as a means of slowing a fugitive’s escape. A few
truly powerful (or foolish) Kindred even use connections in the
local religious community to attract Church-sponsored vampire-
hunters, which is an exceedingly risky move.

Ultimately, very few criminals ever escape a blood hunt un-
scathed. They are either tracked down and slain or manage to
flee the city, which is often a death sentence in and of itself.

Technically, a Prince is not supposed to call a blood hunt
for personal reasons, only when a truly heinous lawbreaker is
on the loose. Some Princes are better about following this
tradition than others, and a few of the most dictatorial ones
actually use the hunt as a means of squashing dissent. Sure, it
flies in the face of tradition, but who are the Kindred going to
complain to? That said, some Princes have found the calling
of an unnecessary blood hunt to be the spark that finally trig-
gers revolution among their subjects, so even the most tyran-
nical Kindred ruler doesn’t invoke the Lextalionis lightly.

Very rarely, if a fugitive is considered an enemy of a specific
covenant, a blood hunt might extend to more than once city. For
instance, all the Invictus-dominant cities in a specific area might
exchange information via email and phone in an attempt to run a
criminal to ground. For the most part, however, a blood hunt is
strictly a local thing, and no hunt that has expanded beyond the
borders of a single domain has ever lasted more than a few nights.
Multiple cities simply cannot maintain cooperation for longer than
that, especially since each Prince has her own issues to deal with,
the wishes of her covenant notwithstanding.

These overarching concerns of the Kindred condition aside,
the world of the Damned is complex even in the minutiae.
Whether or not an issue involves Kindred from one Prince’s

domain to the next is not the question. Myriad small con-
cerns potentially face every vampire from the moment she

rises at nightfall.
fém /o 7%6 5/00&

It’s a simple, fundamental fact that no vampire, however

" determined or powerful, can escape: The Blood is all. It de-

fines everything the Kindred are, and ultimately everything
they do. It also defines many of their relations with mortals
and the Kindred around them.

Verrels

By its most basic definition, a vessel is simply a source of
Vitae. The vast majority of the time, Kindred use the term to
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refer to mortals, but those elder Kindred who can feed only on
the blood of other vampires use it to refer to undead fodder as
well. Mortal vessels are often called “Licks” by young Kindred.

As much as the Kindred might prefer to deny it, vessels are
often far more than merely a covered dish. The act of feeding
is extremely intimate, perhaps the most intimate experience
either participant will ever have. For the subject, the vampire’s
Kiss brings exquisite pleasure, comparable to or even greater
than the pinnacle of sexual release. Some mortals become
literally addicted to the experience and — if they can ever
piece together precisely what happened through hazy memo-
ries and the cloak of the Masquerade — they even seek out
vampires, or the particular Kindred who fed on them, in hopes
of repeating it. For the undead, the act of feeding is the sum
total of who and what they are, the very purpose for which
they exist. Mortals simply cannot comprehend the need the
Kindred feel, and thus cannot imagine the satisfaction, relief
and release the Kindred experience in fulfilling that need.

Thus, while some are able to separate the experience from
the individual, many Kindred become emotionally attached
to their vessels. They return to the same specific people over
and over, growing ever closer to them. Sometimes, if the indi-
vidual is properly cooperative, this behavior can result in the
formation of a herd, but it’s also dangerous, as it increases the
vampire’s risk of exposure. These Kindred are often extremely
protective of their stock, even to the point of challenging
anyone else, mortal or vampire, who threatens them.

Herds

A herd is a group of vessels, usually but not always mortals,
from whom a vampire can feed regularly with no (or at least
minimal) difficulty. A herd might be a group in the literal
sense of the word, an assembly of Licks who gather for what-
ever reason. [t might be a religious cult that worships the Kin-
dred as an angel, members of a bondage club who consider
biting and blood drinking kinky, or any other assembly in
which the Kindred can hide or pass off her activities. On the
other hand, a vampire’s herd might be scattered farther abroad,
consisting of multiple unconnected but willing vessels across
the city. Some herds might not involve people at all, instead
being composed of multiple accessible animals. Some Kin-
dred even consider access to stores of donated Vitae in blood
banks or hospitals to be part of their herd in the loosest sense.

Not all Kindred have herds, but those who do find it much
easier to hunt. Few vampires have herds so large that they can
afford to feed from them all the time, so most hunt anyway, but
it’s always good to have them available to fall back on when
one is in a hurry or otherwise unable to hunt. As with lone
vessels, many Kindred develop a reciprocal attachment to mem-
bers of their herd, due to the emotional power of the Kiss.

L2l and Reprails

Kindred society treats thralls differently depending on the do-
main. In some cities, elders use their thralls as proxies, and a
thrall is considered to speak with her master’s voice at court and
on other matters of import. In other domains, thralls are messen-
gers and pawns but are not permitted to wield any of their

St
=

domitor’s authority. In some particularly dictatorial domains,
Kindred are not even permitted to subject one another to the
Vinculum without the Prince’s permission (though secret trysts
and abuses of the system surely occur). In any event, a regnant is
held responsible for the activities of his thrall and may be pun-
ished along with the thrall if the servant misbehaves.

gt

Far more common than Kindred thralls are mortal ghouls,
kine who have been imbued with the mystic power of Kin-
dred Vitae. In mortals, the blood of a vampire spawns not
merely the artificial love represented by the Vinculum, but
also substantial physical strength and stamina. The ghoul does
not age as long as at least some Kindred blood remains in her
system, and old or strong-willed ghouls can even develop some
other Kindred Disciplines beyond brawn and hardiness.

Ghouls are quite common in some Kindred domains, and are
often considered essential servants. A vampire might choose a
ghoul for a specific skill or position the mortal possesses, or he
might select a mortal simply out of some obsessed affection. Kin-
dred use their ghouls as messengers, bodyguards, soldiers, proxies
at court, fronts through which they can influence mortal institu-
tions, butlers, drivers, menservants, travel planners and daytime
security — potentially anything the Kindred himself cannot or
would prefer not to do himself. Given the quantities of blood
ghouls require to maintain their abilities, most vampires have
only one or two such servants, and only a very rare few Kindred
can maintain more than a handful. As with Kindred thralls, some
ghouls bitterly resent the tasks they are forced to perform, but
few have the willpower to protest, let alone rebel.

Rumors suggest that some few ghouls do manage to escape
their bonds, whether through the Final Death of their masters or
by other means. These ghouls typically become rogues, seeking
out vampires from whom they can acquire blood. These ghouls
serve adopted Kindred briefly and then depart for greener pas-
tures, or physically assault vampires for their precious Vitae. Rogue
ghouls are sufficiently rare that most Kindred never worry about
them — many doubt they even exist — but when they find oc-
casion to travel in groups, they can be dangerous to lone neo-
nates or even elders who aren’t prepared to deal with them. A
handful of ghouls sometimes find themselves subjected to a Vin-
culum by a subsequent vampire, but many don’t, either becom-
ing true rogues on their own, or meeting their end in the process
of seeking “unattached” blood to support their ghoul states.

co—

The average Kindred domain is not a single, monogamous
entity. As cities have districts and neighborhoods, so too do
the Kindred divvy up their domains into smaller regions. Many
of these divisions are entirely artificial or political in nature,
but that makes them no less real, and the petty lord of a tiny
territory granted her by the Prince might punish trespassers
or violators more strictly than does the Prince himself.

[ Bariens

The Barrens are those areas of the city unfit for or otherwise
absent of human habitation — and, by extension, Kindred
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habitation. These regions include industrial wastelands, cer-
tain abandoned buildings, graveyards and the like. Some truly
desperate Kindred hunt the Barrens, hoping to encounter the
occasional homeless person or lost tourist. For the most part,
however, “beating the Barrens” is an expression that has come
to mean that a Kindred is horribly down on her luck and at-
tempts desperate and largely doomed measures.

Some Princes have been known to grant the Barrens to other
Kindred as personal feeding grounds as a form of public chastise-
ment for wrongdoings that were unworthy of more serious punish-
ment. More than just a humiliation, this “award” can lead to worse
problems for the unfortunate Kindred down the road. As lord of
the Barrens, she is now responsible for everything that goes wrong
there — and as the Barrens attract only those Kindred in desper-
ate straits, things go wrong with remarkable frequency.

e Rack

The opposite of the Barrens, the Rack is that portion (or
those portions) of a domain most suitable for hunting. It in-
cludes bars, nightclubs, high-crime neighborhoods, crack
houses, brothels, homeless shelters — basically, any place
where the kine are distracted or discomposed, where strange
behavior can be hidden or passed off, and where mortals go
missing on a frequent basis. Hunting the Rack is nearly effort-
less, and any “accidents” are easily disposed of. Many Kindred
treat the Rack as fine restaurant or wine cellar, where they
can go if they seek a particular “vintage” of Vitae. Sooner or
later, all sorts of Licks pass through the Rack.

In those domains where the Prince parcels out feeding
grounds, elders are in constant competition for the right to
the Rack. Most Princes refuse to grant anyone exclusive rights
to the Rack, preferring to make it available to the entire city.
Others keep such feeding rights for themselves, demanding
favors from any who would hunt there. Still others choose to
offer portions of the Rack as territory to favored allies, grant-
ing them substantial power among lesser Kindred.

Because the Rack attracts so many Kindred, and because
vampires are at their least alert when feeding, many potential -
Masquerade breaches occur there. The very nature of the re-
gion often covers such violations naturally — people expect
odd behavior from meth-heads, for instance — but wise
Princes and Sheriffs have eyes and ears in the Rack at all times.
These agents watch for any breaches to stop them before they
occur, or move swiftly to cover them up.

Foeliny Grounl

As rewards for service, or bribes to those whose power the
Prince wishes to either exploit or mitigate, many Princes
grant portions of their city to other Kindred. In these terri-
tories, only the “landholder” is permitted to hunt. She may,
of course, grant permission to hunt to anyone she chooses,
but those who poach in her territory are considered crimi-
nals. Most Princes demand that any such lawbreakers be
brought before them, but some permit a landowner to levy
her own punishment. Needless to say, this is rarely a good
thing for the poachers.
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Hunting rights over a particular region do not necessarily
convey any additional political power. In practical terms,
however, many Kindred parlay control over territory into a
web of substantial influence. Obviously, if a vampire holds
title to an unimportant area, there’s not much he can do
with it. On the other hand, a Kindred who holds the rights
to a portion of the Rack, or an area of town where many
vampires make their havens, has considerable influence. She
can demand favors or tasks in exchange for permission to
feed in her territory, and many Kindred agree if the price is

worth the privilege.
JZML?;

Given the precarious nature of the Kindred in the scope of
the World of Darkness, the issue of security is paramount.
While the tacit arrangement among all Kindred addresses some
of this concern, a great deal more remains. After all, no such
arrangement, tacit or otherwise, exists between the Kindred
and the natural world around them. Indeed, it can be said
that the greatest threats to the security of the Damned come
not from the Danse Macabre, but from the realms of the ordi-
nary, the routine and the mundane.

[ e Derncdlo Wit~

As powerful as they are, the Kindred play a most danger-
ous game. It is their lot to hunt among the kine, to prey on
and feed from the mortal world. Yet they must also realize
that they are not always as wolves among a flock of sheep,
but are often as jackals among a pack of wild dogs. The indi-
vidual dog is (usually) no match for the scavenging jackal,
but should the entire pack turn its attentions toward the
predator in its midst....

Such is the case with the Kindred among the kine. If the
eye of Man was to turn its baleful stare upon the monsters
skulking in the shadows, the resulting pogrom would very likely
wipe the Damned from the face of the Earth. Therefore, in
this most dangerous game, the most powerful assets in Kin-
dred hands are the complementary tools known as ignorance
and belief. These weapons do more to keep vampires safe than
any combination of unholy powers ever could.

In the world of the kine, ignorance truly is bliss. In the
world of the Kindred, it is power. The bid to keep humanity
at large ignorant of vampire existence is known as the First
Tradition, the Masquerade. The Kindred condition itself man-
dates that this must be the single most important goal of the
race, lest discovery shatter the existence of mortal and Kin-
dred alike. Whoever created vampires clearly intended for the
Damned to be a part of the world, but that entity also clearly
intended for them to remain forever separate from those upon
whom they prey. Such is the nature of the Requiem. And so,
each scion of the Kindred line endeavors to make sure that
mortal ignorance remains a top priority of unlife.

The flip side of this, and the weapon that helps the Kin-
dred ensure continued ignorance, is belief and the nature
thereof. Ironically, it was belief that nearly spelled doom
for the Kindred during the burning times of the Inquisition,
but not long thereafter arrived the Age of Reason (and the
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subsequent Industrial Revolution), which turned belief itself
into the very tool with which the Kindred might reinforce
the Masquerade. By cultivating belief in logic, science and
reason, the Kindred subtly support humankind’s weaning it-
self from belief in the supernatural. In the modern era, the
mortal world views the existence of the undead as an un-
thinkable notion. Vampires are things of fancy — big-screen
entertainment or novel fare, at best, and the ramblings of
frightened children or pathetic lunatics, at worst. And why?
Belief in reason has stolen from them the capacity to fathom
even the possibility of the existence of the undead.

Despite these brilliant campaigns, however, despite all the
considerable resources devoted to maintaining the Masquer-
ade worldwide, mistakes happen. Even vampires get sloppy
on occasion, and when they do, the results are nasty. Some-
times it’s a careless feeding error. A slip of the mind, where a
vampire forgets to lick a wound he’s made, thereby beginning
the chain reaction of curiosity leading to investigation lead-
ing to action. These occasions, while certainly not desirable,
are often at least manageable given the resources of many
Kindred domains. But sometimes a careless error leaves wit-
nesses — mortal witnesses — and in almost every case, it leaves
such witnesses with two of the most damning banes of the
undead: hatred and a little knowledge.

Arising from “mistakes” such as these is the phenomenon
known as witch-hunters. Whether by accident, Kindred error
or simple mortal moxie, these ordinary men and women take
up the struggle to beat back the darkness to which their minds
have been exposed. For whatever reason, they’re onto the Kin-
dred and they mean business.

These individuals, often known simply as “hunters,” are of-
ten more dangerous to the undead than anything else. As
mortals in a mortal world, they’re under no compunction to
remain hidden themselves (except from the eyes of certain
authorities who might not understand their calling). Unlike
werewolves or other supernatural creatures, hunters need be
concerned only with the hunt, and that gives them a distinct
advantage in a shadow conflict such as this. In addition, hunt-
ers can move by day, and they aren’t nearly so restricted in
their activity cycles as are the creatures they hunt.

As might be expected, the Kindred don’t take too kindly to
finding themselves on the reverse end of the predator-prey
scenario. Most are taken by surprise, as they have grown ac-
customed to being the ones to startle mortal prey with savage
revelations before the moment of consummation. Indeed,
some vampires are so taken aback that they never have a
chance to recover from the shock — all it takes is one well-
aimed strike, even against a vampire. Those who survive their
initial encounter with a hunter (or group of hunters) often
descend into panic, unless they’ve experienced such a situa-
tion before. The first thought to race into a vampire’s head is,
“Do they know the location of my haven?” Until there is a
satisfactory answer, that question continues to occupy his
mind, while awake and asleep.

The other danger that hunters pose is that they can orga-
nize, often in a disturbingly short amount of time. A single
hunter created after one encounter with the Damned might
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lead an entire cell of well-informed, well-equipped vampire-
hunters after six months. To the Kindred mind, which remains
static and patient as the years wear on, this nearly ant-like
level of cooperation and efficiency is startling.

Kindsed in a World. g Daskness

Despite the fervent wish of some to the contrary, the Kin-
dred have more with which to be concerned than their fel-
low Damned. The World of Darkness might be the consum-
mate nesting ground for the Kindred, but it is hardly a pri-
vate paradise. The world contains much that would trouble
a vampire, including the likes of other supernatural crea-
tures, mortal witch-hunters and even time itself. If the World
of Darkness is a home to the Kindred, then it is a home they
must share grudgingly and cautiously with horrors both in-
ternal and external.

Golloiles 7o FolOed Fue
The fact of the matter is, most Kindred with more than
a few years behind them are aware that the undead are
not alone in the world. An equal fact is that most of them
care only as much as they absolutely have to. Vampires
are damned creatures, most of whom have an eternity’s
worth of problems to sort out, on top of the night-to-night
struggle of continued existence. As any Prince can attest,
maintaining the Masquerade is a full-time job, and any
activity that unduly jeopardizes the success of that en-
deavor is either a waste of time, far too great a risk to
Kindred society, or both.

As a result, even the most erudite Ordo Dracul scholar
knows better than to preoccupy himself with the affairs of
other supernatural beings. Study? Yes, where possible. But pry-
ing into the activities of creatures who are known for their
savagery is considered unwise by all but the most powerful of
Kindred. Given this mindset (on both sides, as best the Kin-
dred can figure), a sort of détente has been reached over time,
a tenuous understanding that amounts to a universal wariness
of the other supernatural denizens of the World of Darkness.
By and large, the Kindred know that there are angry,
shapeshifting beasts out there. They've even given them a
name — Lupines. But they don’t really want to know a whole
lot more than that, because once they open that door, the
next step is to go inside.

The same applies to the wonder-makers, the ones the schol-
ars call mages. What little the Kindred have seen of these
enigmatic beings has scared them enough to recognize that
discretion is the better part of valor. No one knows the full
extent of these beings’ powers, motivations or capabilities,
and finding out the hard way is just, well... reckless. Sure,
rumors of mortals calling down sunshine at midnight are prob-
ably just that, but what if they’re not? What if some Kindred
actually saw one of these mages ignite a member of his coterie
like a piece of kindling? In that case, would a vampire actu-
ally want to pursue the matter further? If mages don’t actively
come after the Kindred (and most of them probably don’t),
then the Kindred are bound — by common sense, if nothing
else — to return the favor. By and large, Kindred know very
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little about such creatures, and until something gives them
reason to worry, they’re content to leave well enough alone.

Exceptions exist, of course. Every now and then, a vam-
pire sets up shop in the wrong part of town and irritates ex-
isting occupants, with predictably unpleasant results. Like-
wise, a werewolf or mage might decide to dip his toe into a
domain that a particular Kindred has claimed as his own
private sphere of influence. In these cases, conflict is likely
inevitable, but more often than not, both sides know better
than to let a true blood feud ensue. What usually happens is
that once the initial matter has been settled (whether by
peaceable means or by someone’s demise), the case is closed.
Those most likely to violate this arrangement are the Lu-
pines, whose pack mentality demands restitution on occa-
sion, but even they tend to stop short of all-out war against
the entire race to which the offender belonged. No, the su-
pernatural denizens of the World of Darkness are significantly
(and perhaps surprisingly) more realistic about the nature of
conflict than are the mortals who surround them.

Learned Kindred also know that werewolves and wizards
are not the only creatures with whom the undead share the
night. Certain Kindred are known for trafficking with the spir-
its of the restless dead, though they remain tight-lipped about
the hows and wherefores of it. These beings (ghosts, if they
must be given a title) surely know of the Kindred, but only
the mediums themselves can say with any surety what feel-
ings, if any, the dead have toward the undead. Upon learning
of the existence of the restless, some concerned Kindred grow
obsessed with them, eager to discover just what makes one
soul pass on to its final reward but forces another to stay be-
hind. (Surely no earthly crime deserves such punishment, so
some Kindred say.) Alas, the curiosity of such individuals is
rarely if ever satisfied, as few necromancers are known for their
open discourse.

And then come rumors of even stranger cohabitants amid
the Kindred’s strange land. Sorcerous vampires tell of
eldritch beings from the hoary host of Hell itself — demons,
with whom no sane Kindred would ever knowingly inter-
act. Most believe such tales to be nothing more than the
Order of the Dragon’s macabre sense of humor, an attempt
on the part of one damned race to terrify its kin by means of
an even more damned race. If so, the irony is lost on most
Kindred, who would just as soon prefer the Dragons stopped
talking about it. All the same, stories surface with just
enough regularity to be generally disconcerting about enti-
ties to whom Kindred can go for assistance, if the convic-
tion is strong enough. Creatures who carry the promise of
power, prestige and anything else one desires.

Although all of these entities (and more) are known to vam-
pires, it is important to note that the Kindred don’t truly un-
derstood any of them. Vampires are an insular, self-absorbed
lot, and most are too preoccupied with their own schemes,
fears and apprehensions to even be put in a position where
they might glean some true understanding of these other crea-
tures. No, most undead are content to adhere to their ordained
role as participants in the Danse Macabre, moving to the som-
ber sounds of their own private Requiems.
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The secret world of the Damned commands its own entire
subculture, and this subculture includes language. In addition
to the various proper names and titles that exist only among
the undead, a complete lingual set of vampire-specific words
and phrases has arisen over time, resulting in a sort of Kindred
“dialect.” Like all language, this dialect grew and expanded,
resulting in the eventual break-off of another, more modern
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style of speech. These two vampire dialects are referred to as
“old form” and “common parlance.” A third vocabulary, the
language of the Kindred “street,” is new to most everyone and
is considered vulgar by all but the most brash of neonates. Be-
ing creatures of stasis, the Kindred loathe unnecessary change,
and one can often tell the age if not the vampiric origins of a
speaker by the way in which he uses the terms of his kind.

QO OAANO @a@éa&e

The following terms are used freely and frequently by both
neonates and those elder Kindred familiar with vernacular
(or who wish to disguise their true age). Some of the newer
words have come into circulation only in the last few years,
but due to their utility or style, they are not considered vulgar
argot. The common parlance lexicon includes a pronuncia-
tion guide for its uncommon vocabulary.

Acolytes: A common nickname for members of the Circle
of the Crone.

Ancilla (an ® SILL e uh): Kindred too old to be considered
neonates, but not yet elders, whose Requiem has lasted roughly
50 to 150 years. (The plural term is ancillae (an ® SILL ® ae).)

ancient: The rare vampire who has existed for over
a millennium.

Avus (AY @ vuss): A character’s “grandfather” or patron in
a bloodline from which she is not truly descended. (See p. 256.)

Barrens: Portions of the city unfit even for hunting.

Beast: The inchoate urges that drive vampires away from
the Man.

Belial’s Brood: A raucous, reckless covenant of vampiric Satanists.

blood hunt: A citywide hunt for a particular Kindred fugitive,
in which most if not all local Kindred are expected to participate.

bloodline: A group of vampires that splits off from a parent
clan to form a distinct lineage of its own. Some bloodlines do
not differ from the parent clan in significant ways, while oth-
ers claim different powers or weaknesses.

Carthian (KAR e thee ® enn): A vampiric idealist, one
who believes in reconciling the Requiem with the politics
and society of modern mortals.

childe (CHILD): Kindred “offspring”; also used to refer to par-
ticularly young neonates, or as a minor insult (akin to calling some-
one a “child” in mortal circles). The plural is childer (CHILL e der).

clan: One of five families of Kindred whose lineage links
back to times beyond Kindred memory.

Circle of the Crone: A covenant of ritualistic Kindred that
reveres pagan gods, spirits, pantheons and/or progenitors.

Coils of the Dragon: A mystic way of learning that allows
vampires to ignore certain aspects of their curse, as practiced
by the Ordo Dracul.

coterie: A group of allied Kindred.

covenant: A faction of Kindred who share certain political
and theological beliefs. The covenants exist worldwide, though
details often differ from domain to domain.

Craac (KREW e ack): The bloody, witchcraft-like magic
practiced by the Circle of the Crone.

Daeva (DAY e vuh) : A clan of vampires known for being
emotional, sensual and desirable.

Damned, the: The race of Kindred; vampires.

Danse Macabre: The state of eternal infighting between and among
the Kindred of different clans, covenants and age distinctions.

diablerie (dee ® AHB e ler ® ee): Kindred “cannibalism”;
draining another vampire of not only his blood but his soul.

Disciplines: The preternatural abilities and edges the Kin-
dred possess, allowing them to vanish, turn into bats and
perform myriad other inhuman feats.

domain: A region ruled (ostensibly) by a single Kindred
authority. The largest domains correspond to cities and often
contain smaller domains within them.

i
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Dragons: A common nickname for members of the Ordo Dracul.

elder: A vampire who has survived for over 150 years; also
a term of respect.

Elysium (ell ® ISS e ee ® um): A location used for Kin-

Nosferatu (noss ® fur ® AH e too): A vampire clan known
for being stealthy, strong and terrifying.
Ordo Dracul (OR e dough drah ¢ KOOL): A covenant

of vampires known for its mystic studies and desire to tran-
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dred gatherings and declared a neutral, “no violence” sanctu-
ary by the Prince.

Embrace: The act of turning a mortal into a vampire.

Final Death: A Kindred’s real, true, ultimate death; when
her unlife ceases and she never again rises as a vampire.

First Estate: A common nickname for the Invictus.

frenzy: A berserk state in which the Beast takes total con-
trol over a vampire. Rage, fear and hunger can induce fren-
zies; when precision is needed, the term is qualified by cause
(rage frenzy, fear frenzy or hunger frenzy) or by a special term
(Rétschreck or Wassail). Unqualified, the term generally indi-
cates rage frenzy.

Gangrel (GANG e grell): A clan of vampires known for
being primal, hardy and savage.

ghoul: A mortal fed Kindred Vitae and possessed of various
supernatural abilities, though far weaker than most vampires.

Harpy: A Kindred in a position prominent or estimable
enough to raise up or put down others in vampire society.

haven: A vampire’s residence; where one finds sanctuary
from the sun.

Herald: A spokesman for the Prince.

herd: A collection of mortals from whom a vampire
feeds regularly.

Hound: A personal agent of the Prince; assassin, leg-breaker, capo.

Invictus (in ® VICK e tuss): One of the largest of the
Kindred covenants, which believes in rule by a vampiric “elite”
made up mostly of elders.

Kindred: The modern (and most frequent) term by which
vampires refer to themselves and their race.

kine: A term for mortals; the phrase “Kindred and kine”
refers to everyone.

Kiss: Both the act of biting and taking blood from a mor-
tal, as well as the pleasure it provides both participants.

Lancea Sanctum (LAN ¢ kay ® uh SANK e toom): A cov-
enant of vampires, made up of vampiric religious zealots who
honor the Roman centurion Longinus, whom they have adopted
as a form of “patron saint” for the act of testing Christ’s divinity.

Lupine: A werewolf.

Man, the: The humanity a vampire maintains (or tries to);
the spark of mortality that distinguishes him from the Beast.

Masquerade: The efforts and system of laws required by
the Tradition of Secrecy to hide Kindred existence from the
mortal world.

Master of Elysium: The Kindred responsible for places of
Elysium, who also makes sure that everything is prepared, that
nobody fights and that word gets out about events.

Mekhet (MEK e et): A clan of vampires known for being
quick, discreet and wise.

neonate (NEE ® oh e nate): A young vampire, engaged in
his Requiem for less than 50 years.

scend the vampiric condition.

poacher: One who feeds in another Kindred’s domain with-
out permission.

Primogen (PRIM ¢ oh e jen): An elder who advises the
Prince of a domain (also plural).

Prince: The ruler of, or most powerful Kindred in, a domain.

Priscus (PRISS ¢ kuss): The informal “head” of a specific
clan within a domain. The plural is Prisci (PRISS ® key).

Rack: The best parts of the city in which to feed, including
nightclubs and other loud, crowded areas.

regnant: The Kindred who holds regency over a thrall; the
dominant member of a Vinculum. Also “domitor.”

Requiem: The Kindred condition; the whole miserable, cursed
song of a vampire’s unlife, whether singularly or metaphorically.

revenant: A vampire who has lost all Humanity and exists
in perpetual frenzy.

Sanctified: A common nickname for members of the Lancea
Sanctum, singular and plural.

Seneschal: The Prince’s right hand and assistant.

Seven: A clan, covenant or other group of vampires that
detests the Kindred race and seeks to destroy it, its own mem-
bers excepted.

Sheriff: The Kindred responsible for enforcing the Prince’s
laws and dictates.

sire: A vampiric “parent,” one who has Embraced a childe;
alternatively, a verb, meaning “to Embrace.”

Theban (THEE e ben) Sorcery: A mysterious form of blood
magic practiced primarily by members of the Lancea Sanctum.

thrall: One who is bound to a regnant; the enslaved mem-
ber of a Vinculum.

torpor: A death-like sleep into which Kindred fall if they
are injured severely or starved for too long. Kindred can also
enter torpor willingly to escape the world for a time.

Traditions: The three primary Kindred laws, passed down through
the ages and observed inviolate due to the Kindred condition.

unbound: A vampire who refuses to accept the local rule of
a Prince or other governing Kindred body. Also known as an
unaligned or independent Kindred.

Ventrue (VENN e true): A clan of vampires known for
being regal, commanding and aristocratic.

vessel: Any source of blood for the Kindred to feed on;
usually but not always used to refer to a mortal.

Vitae (VIE e tay): Blood, particularly the blood of a vampire.

Vinculum (VIN e cue ® lum): The artificial love and loy-
alty spawned by feeding from the same vampire three times.
Also known less formally as a blood bond.

Whip: One who keeps his clanmates in line in order that
they be taken seriously.

witch-hunter: A mortal who seeks out Kindred and de-
stroys them.
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The following terms have been in circulation for as long as
most elders can remember, and they are still considered the
“proper” usage for the ideas they describe.

abactor: Literally, a “cattle thief;” a poacher.

Amaranth: Diablerie; the act of consuming another

Kindred’s blood and soul.

anarch: Historically, a Kindred rebel who opposed vampiric
tyranny. Some anarchs sought to tear down the feudal sys-
tems of Kindred society in nights past, but many merely wished
to be left to their own devices. Arguably the forerunners of
the modern unbound.

blood oath: The Vinculum.

caitiff: A vampire of unknown clan. Usage: Am I to under-
stand that this caitiff is truly a Nosferatu of Wellington’s brood?
How could I not have guessed?

Canaille: The masses of humanity, especially the un-
cultured or unsavory. Typically connotes a reference to
sources of sustenance.

cauchemar: A vampire who feeds solely on sleeping victims.

cockalorum: A loud-mouthed iconoclast, or any weak vam-
pire who acts the big shot.

comprador: A vampire who works for some other creature,
such as a mage or even a mortal organization willing to up-
hold the Masquerade; also indicates the reverse (a supernatu-
rally awakened creature in the service of a vampire).

consanguineous: Literally, “of the same blood,” especially
regarding lineage. Usage: That vampire is consanguineous with
the Ventrue Prince.

co-sanguineous: Being brothers in the Blood; sharing the
same sire. Usage: We're rumored to be co-sanguineous but my
sire is actually Maxwell, whereas his is not.

cunctator: A Kindred who avoids killing whenever feed-
ing from mortals.

draugr: The term for revenants in antiquity; still widely used
by some Gangrel.

fief: A domain; still the favored term among many Ventrue,
even Numerous young ones.

footpad: One who feeds from vagrants, derelicts and other
dregs of society.

fledgling: A neonate; a newly created vampire under his
sire’s protection.

e’

gallant: A vampire who feeds from other vampires out of
necessity or perversion.

gentry: The collective group of Kindred who prefer to prey
at nightclubs, bars and other “red-light district” establishments.

Golconda: A fabled state of complete oneness with the vampiric
condition; the true comprehension of both Beast and Man within
a vampire’s soul, wherein balance can be found. Rumored to be
similar to mortal Nirvana, Golconda is only very rarely achieved.

inceptor: The founder of a new Discipline, a new blood-
line or both. Such feats carry some measure of prestige among

the Kindred.

Leech: A mortal who drinks vampire blood but acknowl-
edges no regnant.

Lextalionis: The tradition of the blood hunt.

lineage: A vampire’s bloodline; one’s sire and the line of
sires before him.

Osiris: A vampire who builds a mortal cult following around
himself, as a means by which he can better feed or influence
the mortal world.

Papillon: The red-light district; an area of a city that is
punctuated by bars, whorehouses, gambling casinos and other
places of debauchery. Also refers to a city’s prime hunting
grounds, where mortal disappearances go largely unnoticed.

praxis: The right of Princes to govern; one’s claim to domain.
Can also refer to a Prince’s matter of policy or individual edicts.

retainer: Any individual who serves a vampiric master
(whether under thrall or not). The term hails from a time
when many vampires kept large estates with entire entourages
of servants.

Rotschreck: The “Red Fear”; a fear frenzy, usually insti-
gated by the presence of fire.

siren: A female vampire who seduces mortals in order to
feed from but not kill them.

Suspire: The rumored moment of epiphany a vampire ex-
periences just before attaining (or failing to attain) Golconda.

Wassail: Hunger frenzy, during which a vampire seeks to
feed until sated.

whelp: Derogatory term for a young Kindred, originally used
in reference to one’s own progeny.

whig: Contemptuous term for a vampire who retains inter-
est in mortal trends.

i
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The newest of terms, those rising out of the grime and crime
of the modern-gothic streets, reflect both the times and the
attitudes of tonight’s brash neonates.

alleycat: A vampire with no permanent haven, who sleeps
in a different place each day. Also refers to one who feeds
exclusively from the homeless.

banking: The practice of “withdrawing” blood from blood
banks and hospital reserves. Such refrigerated blood has very little
taste, but it provides some small nourishment nonetheless. Bank-
ing is frowned upon by older or more refined Kindred.

blister: A vampire “Typhoid Mary” who contracts a mortal
disease and spreads it to the vessels upon whom she feeds.

blood doll: A mortal who freely gives blood to a vampire,
gaining a perverse satisfaction from the Kiss and actively seek-
ing out vampires to give it to them.

butterfly: A Kindred who mingles among mortal high so-
ciety and prefers to feed from the rich and famous.

Casanova: A vampire who seduces mortals to feed but does
not kill them. Most prefer to erase the memory of their pres-
ence from their vessels’ minds, if possible.

Change: The moment a person ceases to be mortal and
becomes a Kindred.

Cleaver: A vampire who tries to maintain the illusion of a
human family life.

donor: Sarcastic term for a vessel, typically a mortal.

farmer: Derogatory term for vampires who prefer to feed
from animals alone.

Pilpar K5l

head: A vampire who feeds on drug or alcohol-laced blood.
Those with a fondness for specific drugs have their preference
added as a prefix (e.g., crackhead, pothead, smackhead).

headhunter: A Kindred who hunts and feeds on other vampires.

juice: Human blood, often modified by a descriptor, usu-
ally one indicating either the origin of the blood or some
chemical within the blood (e.g., “cranberry juice” indi-
cates Irish blood, while “happy juice” is mortal blood laced
with stimulants).

juicebag: Contemptuous term for mortals.

Lick: A mortal, especially one from whom a vampire feeds.

lush: One who feeds regularly from drugged or drunk mor-
tals to experience the euphoria or inebriation in the blood.

pedigree: A sarcastic term for lineage, typically used to make
fun of another vampire’s Kindred family tree (or the self-im-
portance drawn therefrom).

rake: The newest euphemism for gentry; a habitual visitor
to the Rack.

ripper: Modern term for a revenant, based upon the condi-
tion in which such creatures typically leave their victims.

sandman: A cauchemar.

slumming: The practice of feeding from derelicts and other
dregs of society.

tease: A siren.

turf: Modern term used in reference to a domain; can also
refer to the area under one gang or coterie’s influence.
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Chapfer Two
Charavyer

Were [ & pagan bard, Fwould invoke a muse of fire to fill me
with passion for the task ahead. | would beg a god
to put his words & me, (o blow his wisdom through me
like a trumpet, to make me resound with truth for the people.
L am na pagan bard. My enemy is fire,
and £ o more likely to rebuke my passions
than to bid them spill forth.
What am 7 have been: a fyrand, a warrior
anidd onet of the fallen on battle’s feld, | have been a Christian anud
a wanderer and an enemy of God. Thave begged and n ],
4

tartured and rescued, pledged loyalty and given treachery.

[ have died and returned and | drink hot blood

My name fs Viadislaus, onetime Prince of Wallac)

anetime conmpmander of armies. Called Tepes.
called Kaziglt Bey, called Dracula,
[ nowet rrweech move than once 1 was. Pe
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Methoughts a legion of foul fiends

Environed me, and howled in mine ears

— William Shakespeare, Richard 1]

Now that you're familiar with the setting of the Kindred’s
World of Darkness, it’s time to take a look at the traits and
systems that bring vampires to vital unlife. This chapter details
the systems by which you create your character to participate
in stories and chronicles. It also includes information on the
five clans from which all vampires claim descent. Finally, it
thoroughly explains Disciplines, the supernatural powers upon
which vampires can call to aid them in their Requiems.

The character-creation system is intended to offer a set of
tools with which players can craft fictive personas rather than a
mechanical device that churns out generic, assembly-line ste-
reotypes. The development of a vibrant back story and a true
depth of character takes precedence over dots on a page, but
some framework must be established so that players’ characters
can interact in a meaningful way with regard to the game.

Try not to look simply at a character’s traits in black and
white, gauging how higher scores in certain areas afford her
greater success in the coming chronicle. Instead, make an ef-
fort to understand the character’s history and persona, then
choose those dots that most accurately represent her person-
ality and abilities. Storytellers should work closely with their
players during character creation, making sure that choices
made involving game mechanics have justification and ratio-
nale in terms of a character’s developed persona.

B S

CHARACTER-CREATION PROCESS

Use the character-creation rules from the World
of Darkness Rulebook, and add the following
template to Kindred characters during Step Five.

Choose a clan (see p. 91)

For beginning Disciplines, allocate three dots,
two of which must be spent on clan Disciplines.

Vampires can have additional Merits from a
special list (see p. 100).

Morality is now called Humanity in Vampire
(see p. 92).

Roll a die to determine how much Vitae your
character has at the beginning of the story.
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Concept is the stone from which well-developed charac-
ters are sculpted. Before thoughts of game mechanics focus a
player’s attention on microcosmic details of his character’s per-
sonality, it is important to hammer out a rough-hewn form,
seeing the whole before concentrating on the parts.

Concept needs only to be a general idea — renowned so-
cialite, musical prodigy, heroic savior — but it should be
enough to spawn ever more complex ideas about the
character’s motives, environment and relationships. Of course,
a concept can be far more complex: “My character was a
staunch defender of New York’s homeless, fighting for their
rights and tending to their needs. His Embrace into the Mekhet
clan frightened him into hiding among the downtrodden, who
have now come to see him as a predator of the alleys.”

As shown in that example, some players might want to in-
clude clan and covenant at this time. Information regarding
clan and covenant is detailed in Step Five. Players creating
prelude characters would forgo the selection of clan and cov-
enant entirely, instead arriving at those choices through play.

Sop Lao: Selict vttt

After the more qualitative aspects of a character have been
solidified, players must assign numbers that support their de-
cisions. The first step in determining a character’s numeric
traits is to prioritize his Attributes. Attributes represent raw,
natural ability. How strong is the character? How smart? How
agile? What impression does he make as he enters a room?
Acttributes take these questions and more into account, ulti-
mately providing the foundation upon which a character is
built. Characters have nine Attributes, divided into three cat-
egories: Mental (Intelligence, Wits, Resolve), Physical
(Strength, Dexterity, Stamina) and Social (Presence, Manipu-
lation, Composure).

First, you must decide in which of these categories your char-
acter excels the most (primary). You then select the group of
Attributes in which your character is average (secondary).
Finally, the remaining category is designated as the character’s
weakest area of natural talent (tertiary). Is your character a
scrawny intellectual, or possibly a brute lacking in social graces?
Your character concept should provide insight into where to
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assign your priorities, but you may decide to break with that
mold — say, by creating a short, sinewy mob enforcer whose
intensity and rage more than make up for his lack of size.

All characters begin with one dot in each Attribute, re-
flecting the basic capabilities of all human beings. The priori-
ties established in the preceding paragraph determine how
many dots are allocated for each Attribute cluster. Five addi-
tional dots are added to the primary group, four additional
dots to the secondary group and three dots to the tertiary group.
For example, the scrawny intellectual mentioned previously
would have five dots in his Mental category, four in his Social
and three in his Physical category, while the tactless brute
would have five dots in his Physical category, four in his Mental
and only three in his Social category.

The fifth dot in any Attribute costs two dots to purchase.
So, a player who wants his character to have a Dexterity of 5
needs to spend five dots. (He starts with one free dot, spends
three more to achieve a score of 4, and then spends two more

for the fifth dot.)
Oc/?e;t %@e d:/egfd (fé¢/é

Skills are divided into the same three subcategories as At-
tributes: Mental, Physical and Social. Mental Skills tend to rely
on knowledge of the world and are improved through study
and practical application. Physical Skills rely on training, im-
proved mainly through practice and repetition. Finally, Social
Skills rely heavily on interpersonal experience and improve
through interaction with others or through trial and error.

Like Attributes, Skill groups must be prioritized during char-
acter creation. Players should select primary, secondary and
tertiary categories for their Skills. The primary group receives
11 dots, the secondary group gets seven, and the tertiary group
receives four. Note that, unlike Attributes, characters do not
begin the game with an automatic dot in any Skill, as Skills
dots are obtained through dedication to a field, not natural
talent alone. As before, the fifth dot in any Skill costs two
dots to purchase.

G Fouss Sl S Spev il

While characters might have considerable training in Fire-
arms or expertise in Medicine, they excel in certain aspects of
these Skills more so than in others. For instance, Officer
Grimes might have a special proficiency with his particular
sidearm but not with rifles, shotguns or chain guns. He might
understand the basic principles of using these firearms, but
the bulk of his training has been with his pistol. Represented
in game terms, such a character may have three dots in Fire-
arms, with a Specialty in 9mm automatic pistols.

Players choose three Skill Specialties during character cre-
ation. These should be very specific, though players may
choose more than one Specialty for any given Skill. So, using
the previous example, Officer Grimes might have Specialties
in both 9mm automatic pistols and 12-gauge shotguns.
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Here is where your character sloughs off her mortal coil and
truly becomes a creature of the night. The Embrace changes a

e,
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character into something no longer mortal, endowing her with
special abilities and unique advantages unimagined in her pre-
vious existence. Aside from entering a new world based on clan
and covenant, supernatural changes affect her Attributes and
allow her access to the powers of the Blood.

Clan
A character’s clan serves as a sort of extended family of the

. night, bound by lineage and responsible for certain similari-
. ties among its members. Vampires are always of the same clan
* as the sires that Embrace them, though it is possible to later

start a new bloodline that deviates slightly from other close

blood relations. Examine the five clan descriptions presented -

(see pp. 104-113), and determine which clan to which you
want your character to belong. Your Storyteller may place re-
strictions on your choice at the start, depending on the limi-
tations of her planned chronicle. Preludes concerning the Em-
brace might take this decision out of your hands entirely, bas-
ing it solely on the Storyteller’s discretion.

When choosing a clan, you might wish to choose a specific
bloodline that deviates slightly from the norm, a subset of
your vampiric family that holds to different ideals and behav-
ioral standards. Be sure to confer with your Storyteller before
making such a decision, as certain bloodlines might not be
allowed in her chronicle, or might not exist at all. Alterna-
tively, it is possible to create an entirely new bloodline, pro-
vided your Storyteller approves.

Covenant

A covenant is more social than familial, concerned with a
character’s worldview and relationship to other Kindred rather
than the advantages and bonds of the Blood. Each of these
societies seeks different goals using (sometimes dramatically)
diverse methods, all sure in the knowledge that their way is
“right,” or at least more right than all the others. Covenant is
not governed by clan or sire, though childer often begin their
Requiems in the covenants of their sires, either out of famil-
iarity or promise of status.

If a covenant is chosen during character creation, there is
no reason why it can’t be changed as a character comes to
more fully understand her place in the world. While a
character’s covenant is not set in stone, those who change
allegiances are often viewed with suspicion and might have
difficulty gaining trust or status within the new social hierar-
chy. Your character’s covenant need not be decided upon at
character creation, though your concept should give some clue
as to which covenants are most or least comfortable. Story-
tellers may disallow this choice at the start of a chronicle,
intending characters to handle this decision during play.

Covenants grant certain benefits to their members. A char-

. acter must have at least a single dot worth of the Status Merit
* inacovenant (see p. 102) to avail himself of its benefits. Cov-

enant advantages are as follows.

e The Carthians: Members of the Carthians may purchase
the Allies, Contacts, Haven and Herd Merits at half the normal
experience-point costs (rounding up). This cost break does not
apply to purchases of these Merits during character creation.

e The Circle of the Crone: Members of the Circle of the
Crone may learn the Discipline of Craac.
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e The Invictus: Members of the Invictus may purchase the
Herd, Mentor, Resources and Retainer Merits at half the normal
experience-point costs (rounding up). This cost break does not
apply to purchases of these Merits during character creation.

® The Lancea Sanctum: Members of the Lancea Sanctum
may learn the Discipline of Theban Sorcery.

e The Ordo Dracul: Members of the Ordo Dracul may
learn the Coils of the Dragon.

Favored Attributes

The Embrace forces drastic changes upon the human body,
altering its aspects to that of a vampiric predator. While all
vampires possess the same vulnerability to fire and the need to
consume blood, their bodies adapt more subtly based on the
blood of their sires. Each clan has adjusted somewhat differ-
ently to the rigors of the Embrace, choosing a divergent path of
development toward becoming a more successful predator breed.
These adaptations are carried through the blood of the clan,
altering the natural abilities of newly Embraced childer.

Each clan has a pair of favored Attributes, enjoying a more
acute development of certain natural aspects of the body. Once
a clan is chosen, choose one Attribute from a clan’s favored
pair and add one dot to it.

Clan Favored Attributes (choose one)
Daeva Dexterity or Manipulation
Gangrel Composure or Stamina
Mekhet Intelligence or Wits
Nosferatu Composure or Strength
Ventrue Presence or Resolve

Disciplines

When vampires are Embraced, their sires teach them cer-
tain blood-based mystical powers known as Disciplines. Dis-
ciplines are those mysterious and often terrifying capabilities
that the Kindred can manifest at will. Taking the shape of an
animal, running at superhuman speeds or bending a victim’s
will to one’s own are examples of Disciplines in use.

Each character begins with three dots of Disciplines, which
can be allocated as the player chooses. At least two dots must
be devoted to a character’s clan Disciplines, however, before
any thought is given to an out-of-clan or bloodline Discipline.
(That is, you may choose to spend two dots on clan Disci-
plines and a single dot on an out-of-clan or bloodline Disci-
pline, but not two dots on out-of-clan or bloodline Disciplines
and only one on a clan Discipline.) Each clan description
that appears later in this chapter lists the Disciplines prac-
ticed by that lineage, along with some of the more prevalent
bloodline variations.

Blood Potency

A character’s Blood Potency represents how much innate,
mystical power has concentrated within her dead veins. Char-
acters with high Blood Potency possess both great mastery over
their Vitae and much inherent potential in that Vitae. Charac-
ters with low Blood Potency are either unpracticed or their
Blood is so young or inert as to have little connate potential.

All vampire characters receive the Blood Potency advan-
tage at one dot for free. Blood Potency can be increased with
Merit-point expenditure at a rate of three to one at character

St
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creation. That is, a player may spend three of his character’s
seven Merit points for Blood Potency 2, or spend six of his
character’s seven Merit points for Blood Potency 3. Blood Po-

tency is described on p. 99.
s o Sollst Pty

A beginning character has seven dots worth of Merits, which
may be distributed at the player’s discretion. These traits should

_ fit the character concept — a Daeva socialite isn’t likely to
. have the Stunt Driver Merit, for example, unless her back-

ground involves it somehow. A Storyteller may encourage or
disallow certain Merits, or even provide a dot for free (per-
haps representing a political contact crucial to the chronicle).
The fifth dot in any Merit costs two dots to purchase.
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Rules regarding advantages can be found on pages 90-105
of the World of Darkness Rulebook. What follows concerns
itself less with game mechanics and more with the importance
of certain advantages to vampire characters.

Willpower

Vampires lead unlives of constant struggle, fighting against
their base, predatory natures to retain control of their slip-
ping connections to humanity. Fighting the Beast within them
calls for a measure of self-reliance often lacking in ordinary
mortals, making large amounts of Willpower a great value.
Vampires’ dangerous emotional situations can lead to violent,
mindless frenzy (p. 178), and they hold their bestial tenden-
cies in check through sheer force of will.

Vampires’ experience points can be spent to recoup lost
Willpower dots. See p. 93 ot 230 for more information on
spending experience.

A player may spend Vitae in the same turn in which he

spends a point of Willpower. For more on spending Vitae,
see pp. 156-157.
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I WasNT EMBRACED YESTERDAY

Storytellers may choose to allow players a certain
number of experience points to spend before play
begins to represent the portion of the Requiem
between the Embrace and the start of the chronicle.
Rank neonates 0 experience points
Up-and-comers 35 experience points
Established Kindred 75 experience points
Movers and shakers 120 experience points
Elders and other linchpins  180-300+experience points
of undead society

B o B

Humanity

After the Embrace, a vampire begins to lose touch with
those elements of her nature that make her human. These
qualities erode over time as the vampire becomes more jaded
and the world evolves without her. For this reason, the con-
cept of Morality as outlined in the World of Darkness
Rulebook is replaced with Humanity here.
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As an optional rule, Storytellers may allow those players ap-
plying the vampire template during character creation to trade
dots of Humanity for experience points. This trade-in reflects
some heinous past behavior the vampire engaged in and learned
from (accounting for the added experience points), but which
also scarred her deeply (explaining the loss in Humanity). Play-
ers may sacrifice one dot of Humanity for five experience points,

dropping their characters’ Humanity scores to as low as five
(for a maximum of 10 extra experience points).
Virtues and Vices
The Virtues and Vices available to mortal characters are the
same as those available to vampires, though they manifest in dif-
ferent ways. For instance, a character who suffers the Vice of Wrath
might be prone to frenzy, while one indulging in Gluttony might
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This sidebar summarizes the changes that apply to vampire
characters. Use it in conjunction with the summary of char-

acter creation on p. 34-35 of the World of Darkness Rulebook.
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Choose a clan to which your character belongs. There are
five clans from which to select.

Daeva: Emotional, sensual and desirable.
Gangrel: Primal, hardy and savage.
Mekhet: Quick, discreet and wise.
Nosferatu: Stealthy, strong and terrifying.

Ventrue: Regal, commanding and aristocratic.

,@O adfem;jg

Choose a covenant in which your character claims mem-
bership. There are five covenants from which to select. If
you wish to choose no covenant, record “unbound,” “un-
aligned” or “independent” on your character sheet.

The Carthians seek to reconcile Kindred society with mod-
ern governmental structures and social systems.

The Circle of the Crone venerates a variety of female
figures as an amalgamated creator of vampires, the Mother
of all Monsters.

The Invictus is the aristocracy of the night.

The Lancea Sanctum seeks to influence Kindred society
with the strictures of Longinus, who is believe to have been
turned into one of the Damned by the very blood of Christ.

The Ordo Dracul commands rituals and mystical knowl-
edge that allows the Kindred to transcend their vampiric states.

Favored sttt

Based on your choice of clan, select one of the clan’s two favored
Attributes and give your character an additional dot in that trait.

Daeva Dexterity or Manipulation
Gangrel Composure or Stamina
Mekhet Intelligence or Wits
Nosferatu Composure or Strength
Ventrue Presence or Resolve

Choose three dots of Disciplines, at least two dots of which
must come from the clan’s favored powers.

Animalism: Power over animals and even the Beast

of Kindred.
Auspex: Preternatural senses and perception.
Celerity: Superhuman speed.

Coils of the Dragon*: The Ordo Dracul’s secrets
of transcendence.

Criiac*: Blood magic practiced by the witches of the
Circle of the Crone.

Dominate: The ability to overwhelm the mind.
Majesty: Tremendous force of personality.

Nightmare: Manipulating fear itself.

Obfuscate: Hiding aspects of one’s self, even one’s body.

Protean: Shapechanging and adjustments of the
vampiric form.

Resilience: Legendary toughness.

Theban Sorcery*: The Biblical “dark miracles” of the

Lancea Sanctum.
Vigor: The epic strength of many men.
* Available to covenant members only.

Blocd Poifency

A character’s Blood Potency begins at 1, but Merit points

may be spent to increase it.
Mﬁ; £

New vampiric Merits include Haven (® to eeeee),
Herd (@ to ®eeee) and Status (® to eeeee)
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Trait Cost

Attribute New dots x 5
Skill New dots x 3
Skill Specialty 3

Clan or Bloodline Discipline New dots x 5
Other Discipline* New dots x 7
Theban Sorcery or Crdac Ritual ~ Ritual level x 2
Merit New dots x 2
Blood Potency New dots x 8
Humanity New dots x 3
Willpower 8 experience points

* Includes Coils of the Dragon. See p. 149 for more
information on increasing Coils of the Dragon.
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leave a trail of exsanguinated bodies in her wake, finding it diffi-
cult to stop feeding before victims’ hearts stop. On the other hand,
a character with the Virtue of Hope might dedicate his nights to
achieving Golconda, while a character with the Virtue of Justice
might carefully choose his victims from among those deserving
punishment (such as rapists or murderers), becoming a crusader of

the night.

Fip &t founk o Ol

At this point you should have a character, at least in a purely
mechanical sense. You have all you need to use your charac-
ter as a playing piece in your Storyteller’s chronicle, combin-
ing Attributes with Skills and rolling dice as necessary.

Roleplaying, however, is not simply pitting dice against dice,
or using spiffy powers left and right. The previous steps have
created a basic framework, a rough sculpture of a character
hammered out in the most simplistic of terms. Now is the
time to break out the fine tools, refining the crude figure with
details and nuance. Examine the dots on your character sheet
and figure out why they’re there. What in your character’s life
made him pick up his first firearm and begin training? How
did he learn so much about the ways of the street or the meth-
ods of intimidation? When did he pick up his rudimentary
medical skills? How will this background come across in the
story! What parts don’t you know yet about your character?
Just like working a fine sculpture, shape and polish your
character’s physical, psychological and background details to
make him one of a kind, even among the undead.

Just what exactly does having a Presence of 3 mean? Does
your character possess the chiseled features of a runway model,
causing all eyes to turn his way as he enters a room? Or does
he have the hardened look of a dockyard worker who isn’t to
be trifled with? Perhaps he exudes an air of old money and
confidence from behind his tailored suits and fine jewelry.
What features cause others to react to him with such inten-
sity? What color are his eyes, his hair, his skin? Does he have
a clean cut, refined look or perhaps a nasty scar running from
his scalp down between his eyes to his neck? Is his voice harsh
and raspy, silky smooth or does he stutter, relying wholly on
his looks to carry him?

While these final touches might seem the least necessary,
they are the most important. Otherwise, your Ventrue with Pres-
ence 3, Manipulation 4 and Composure 3 will be just like every
other Ventrue with Presence 3, Manipulation 4 and Compo-
sure 3. You want to avoid such two-dimensional characters and
strive for something unique, fascinating and memorable.

Finally, the unlife of a vampire is certainly a place for iro-
nies and fate. You've done all the work so far, choosing which
traits you want your character to possess and arranging dots
on the character sheet. As the final step of character creation,
throw a single die. This is how much Vitae your vampire has
in her system when the chronicle begins.

Ghe Prcllde

Personality and character are built on the experiences and
decisions of the past. It is impossible to get any real sense of a
person without having at least some knowledge of the path
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she has taken through life. Similarly, it is impossible to have
any real sense of your character without first understanding
where she comes from, what elements of her past have driven
her headlong into the events of the chronicle. The prelude
helps you fine-tune the personality of your character, ham-
mering out less quantitative things such as mannerisms and
speech patterns. It’s something of a one-on-one mini-story in
which you and the Storyteller sit down and roleplay some of
the key events in your character’s life before the actual start
of the chronicle.

You roleplay a prelude in much the same way as a normal
game session, only your character’s entire history is condensed
into a single night of decisions. It’s as though you participate
in a highlight reel where the key moments are played out but
the bulk is glossed over. Romantic relationships, work, fam-
ily, friends, enemies — any and all of these might need to be
addressed during the course of a prelude, each rounding out
your character in different ways and potentially foreshadow-
ing her existence as a vampire.

More importantly, a prelude allows you to get inside your
character’s skin, to take her out for a test drive. It provides a
frame of reference, letting you decide how she reacts to cer-
tain stimuli and in what ways she employs her capabilities.
Preludes are often handled quickly, without the careful plan-
ning and downtime afforded during normal game play. While
they are essential to character development, they simply pro-
vide background and needn’t drag on and on.

o d?z/vfz/A s Guletstte Puellde

You meet your girlfriend at the restaurant where you had your
first date, and you're running late as usual. It seems as though
nothing has changed. Your heart races with nerves, but this time
you have an engagement ring in your pocket. You're not sure
what to say, even after endless practice. You worry about how
you look and again realize just how beautiful she is. Waiting until
the end of the meal to ask the question that has been burning in
the back of your mind, you reach for the ring... and find that it’s
gone. What do you do?

The Storyteller spends the prelude with each player in a
one-on-one setting, helping that player focus on his relation-
ship with his character and enforcing the idea that the pre-
lude is very personal; the character’s past is his alone. It is
possible for two players to share parts of a prelude, but they
should do so only if their characters have some relationship
that exists before the Embrace, and even then there should
be only partial overlap. As Storyteller, don’t be concerned
about ignoring the other players while you focus on each pre-
lude. While you should be as inclusive as possible once the
chronicle begins in earnest, a little anticipation can help fo-
cus the group’s mindset.

[t’s okay to be forceful in presenting a prelude, calling upon
a player to make snap decisions, and jumping forward through
time before events can fully be resolved. You're trying to get
at the most basic, gut instincts about the player’s character.
In-depth analysis and reaction to certain decisions can be done
on the player’s own time, possibly as he waits for others to
complete their preludes. Unless you plan to spend an entire
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session on each character’s prelude, you should condense things
as much as possible, giving a concentrated dose of what a
character’s life is like. Doing so adds to the potency and im-
pact, as the player has a barrage of past images in the forefront
of his mind at the start of the chronicle — almost as though
his life has passed before his eyes.

Checking your cell phone, you see your fiancée’s number but
have no time to talk. The strange woman ducked down an alley
when you saw her last. You're sure she’s the one you've been
looking for. If you could only talk to her, ask her some questions;
her story would affect millions. Running down the alleyway after
her, you see that she seems to have disappeared — the only sign of
life is your own panting breath condensing before your face. You
stop to pull out your cell phone and call your fiancée back, only to
drop it clattering to the ground when you realize the woman is
standing right behind you. How do you respond?

You want the player to explore both the setting and the rules
during the prelude. Have him try out a few rolls and even swap
a few Merits or other traits around if they just don’t seem to fit
the character. Be wary of the player who uses this opportunity
to create an invulnerable character by tweaking his traits. Any
changes made should be for the benefit of the character’s his-
tory and personality, not so dice rolls have greater success. You
may even allow him to begin the prelude without having spent
any of his Merit points, instead choosing and filling them in as
the story progresses. Introduce allies and contacts, visit his job
to explore where he gets his rent and food money, and explore
the details of the character’s environment. It’s best to avoid

e,

direct combat during the prelude. No one wants his character
to die before the chronicle even begins. If absolutely necessary,
describe the fight and determine the results without using dice
rolls, therefore avoiding any unfortunate mishaps.

While it might seem strange to roleplay such mundane events
in the course of everyday life, it builds a sense of comfortable
normalcy that can be shattered by the Embrace. Juxtaposed
against the usual trials and tribulations of the ordinary, the
suddenly horrific attack and rebirth as a vampire should jar a
player’s consciousness, tearing him from his former world and
driving home exactly what his character loses.

As you describe things, allow the player to interject his own
ideas and details regarding his character’s background. Re-
member that you're telling this story together; view the player
as your partner. You can also throw in details to provoke the
player’s emotions. (“Your sister’s voice is exultant as she tells
you you're a bone marrow match for her infant son.”) Obvi-
ously, once a character becomes a vampire, there’s no way for

_ him to offer his bone marrow or to donate his blood. Vampire
. is a game of personal horror, and a character must experience
+ great loss before he can truly understand what it’s like to exist

as one of the Damned.

The woman grasps you by the throat and pulls you close, staring
into your eyes. Every muscle in your body screams to fight, to resist,
but something about her holds you back. A sheer and utter terror
grips you. Her eyes seem to weigh every ounce of your soul before
she smiles slightly and sinks her teeth into your neck. Your breath
catches in your throat and your blood pounds in your head as your
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hands finally attempt to push her away. You faintly hear your cell
phone ringing and think of your fiancée as the world fades away.

A character’s Embrace should be a pivotal moment in his
development and, as such, it should be roleplayed to the ut-
most. This moment is supremely important, defining just how
he is changed by existence as a vampire. Play up the sensation
of subtle anxiety, of a growing paranoia that he is being watched.
Build the tension of being stalked by some unseen predator
who’s always just out of sight. Although the player knows what's
coming, he doesn’t know exactly how. It’s your responsibility
to make the event as visceral and frightening as possible, de-
scribing each moment in vivid detail. Play through the trans-
formation, allowing the player to feel the physical and emo-
tional trauma of the change. You might still want to play out
some details of the character’s existence before the opening of
the chronicle, but the Embrace should stand out in a player’s
mind, lingering in his thoughts for a long time to come.

Gl ions, @il dons.
The questions that follow can be used to flesh out a character’s
background, providing insight into areas a player might gloss
over during character creation. Even if there is no time for a
sufficiently detailed prelude, you should answer as many of these
as you can, either by writing out a brief back story and descrip-
tion or talking about these issues with the Storyteller. The devil
is in the details, as they say, and these specifics help make your
character far more real once the story begins.

¢ How old are you?
When were you born? How old were you when you were
Embraced? How long have you existed as a vampire? How old do
you look to others? Are you more or less mature than you seem?

® What was unique about your childhood?

What do you remember about your early years? What forged
your basic motivations and attitudes? Where did you go to school?
Were you a good student? Who were your immediate family
members? What is your clearest childhood memory? Did you go
to high school. College? Did you have a hometown, or did your
family mowe often? Did you run away from home? Did you play
sports? Did any of your childhood friendships last until adulthood?

¢ What kind of person were you?

Were you a kind and gentle person or an arrogant bastard?
Were you popular or a social outcast? Did you have a family?
How did you earn a living? Did you have any real friends, or just
acquaintances? What kept you going from day to day? Will anyone
miss you?

e What was your first brush with the supernatural?
When did you first realize you were being stalked? Had you dabbled
in the occult at all before your Embrace? When did you first meet a
vampire? Were you afraid? Disbelieving? Curious? Angry?

* How did the Embrace change you?

How did your sire catch you? Was the Embrace painful? Did
you get perverse pleasure from it? Did the Hunger tear at you?
Were you frightened? Did it somehow feel right? Are you grateful
to your sire? Do you want to kill her for what she did to you?

® Who was your sire, and how did she treat you?

What do you know of your sire? Was she seductive, forceful,
abusive, cryptic or open? Why do you think she chose you? Did you
even know your sire? How long did you stay with your sire? Did she
teach you anything at all? How long was it until your sire released
you? Where did you stay? Where did you go? Did you meet any
other vampires during that time? Did your sire Embrace another?
Do you judge other vampires by your opinion of your sire?

® Were you presented to Kindred society?

Did the Prince welcome you? Was he reluctant to accept you?
Did prominent Kindred need to be bribed or threatened before
accepting you? Did your sire have permission to create you? Are
you on the run from Kindred authorities? What do you suppose
your domain’s preeminent Kindred think about you?

® How did you meet the others in your coterie?

Were you brought together by chance or design? Are you all of
one covenant or clan? Are you united in purpose, working toward
the same goal? How long have you been together? Did you know
any of the others before your Embrace? Do your sires cooperate,
or are they rivals? Do any of you share the same sire? What holds
your coterie together when the situation is at its worst?

e Where is your haven?

Where do you sleep during the day? Do you have any permanent
home, or do you migrate from place to place? Do you stay in or
near the place you inhabited in your mortal life? Do you hide in
an abandoned building? Is your haven abowve or below ground?
Do you have anyone to protect you during the day?

¢ Do you retain any connections to your mortal life?
Have you been presumed dead? Do you still watch over old
friends and relatives from afar? Do you pretend to still be alive?
Have you abandoned your mortal existence entirely?

® What are your habitual feeding grounds?

Do you frequent a particular place to feed? Do you consider
this territory yours alone, or do others use it? Do you compete
with others to feed? What is your preferred prey? Will you risk
hunger to find this type of prey? Do you ever kill when you feed?
Do you have a specific herd? Do you seduce your prey? Kidnap
them? Intimidate or beat them? Do they come to you?

¢ What motivates you?

Are you bent on revenge? Do you long for your mortal life, or
to again look upon the sun? Do you have ambitions within Kindred
society? Do you wish to Embrace any childer? Are you involved
with inter-covenant conflict? If you could have any one thing in

the world, what would it be?
A Foel Nl

Those without motivation are likely not to have survived
the Embrace at all, or to struggle for survival in subsequent
nights. Although a vampire’s values often differ greatly from
those of a human, stemming from his experience with death
and rebirth, he must still have something worth existing for,
or he would likely watch the next sunrise and be done with it.
Give thought to where your character has been and where
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he’s headed. s there some overarching, ultimate goal or pos-
sibly several small ones? While Vampire is a Modern Gothic
Storytelling game, these beings do not sit around each night
lamenting their sad existence and wishing it would all just
end. Once you have an idea of what it is that your character
wants to achieve, you have come one step closer to making
him a complete, realistic personality.

Christopher plans to participate in Diane’s Vampire
chronicle. Diane tells Christopher that the chronicle focuses
on a struggle between the covenants for supremacy in Chi-
cago, each attempting to buck the power structure tenuously
emplaced by Prince Maxwell and his flunkies. She informs
him that vampires from all the covenants are shifting alle-
giances after the Prince has made a particularly unpopular
decree, and that each covenant struggles to gain the influ-
ence it needs to claim praxis. She has designed her chronicle
such that the covenants call in favors and gather the support
of unaligned vampires, and that Christopher’s character should
be either unaligned or otherwise “up for grabs” — possibly
openly dissatisfied with the leadership of his current covenant.

Diane hands Christopher a copy of the character sheet, and
Christopher spends a few minutes brainstorming some ideas
before turning them into a fully formed character.

O?é/‘; 294‘@ QO mce/j/#‘

Christopher’s first responsibility is to come up with a con-
cept for his character. He decides that he wants to play a politi-
cally active journalist who was Embraced while spending time
in the back alleys of Chicago, trying to improve the conditions
of the city’s homeless population. Christopher decides that the
Embrace was sudden and unwelcome, his abrupt loss of life forc-
ing him to abandon his previous ways and become a predator
of the street. Preying upon the homeless, Christopher’s charac-
ter turns his back on a fiancée and family he knows can never
understand his cursed existence. Christopher toys with the idea
of choosing Clan Nosferatu, tying in with the downtrodden,
back-alley theme, but instead settles on Clan Mekhet, decid-
ing to focus more on his character’s newfound unlife hiding
among the forgotten denizens of the streets.

Not wanting to name his character after himself, Christo-
pher decides that his character’s name is James Cesar, freelance
journalist and former political activist of mixed Latino descent.

—
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Christopher must now prioritize and assign James’ At-
tributes. Based on his concept, Christopher decides that So-
cial Attributes would be James’ strong suit, so he sets them as
primary. Of course, Christopher wants there to be meaning
and truth behind James’ words instead of just flash and show,
so he sets Mental Attributes as the secondary category. That
leaves Physical Attributes as tertiary, which Christopher ties
into his concept with the decision that James is more likely to
talk his way out of trouble than anything else.

Christopher now has five dots to allocate among Social
Attributes. He decides that James has an engaging way with
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words, whether he’s writing them in an article or addressing
the city council. With that in mind, he assigns two of his
available dots to Manipulation, raising the total to 3. Next,
he feels that James would have considerable grace under pres-
sure, even in the face of threatening street thugs in the alleys
where he would spend much of his time. He uses two of his
remaining dots on Composure, raising it to a total of 3. His
final dot would raise his Presence to 2, making him unremark-
able at best and nothing special to look at. Christopher feels
that this allocation makes sense for a character who would
put so much stock in words instead of looks.

With four dots to assign to Mental Attributes, Christopher
decides that Wits are most important to James, as life on the
street would have required him to think on his feet. He places
two of his four dots in Wits for a total of 3, then places one
dot each in Intelligence and Resolve to bring James up to
average in each area.

Finally, Christopher turns his attention to the Physical cat-
egory to finish off his Attributes. He sees James as slim and
somewhat scrawny, having spent most of his nights either be-
hind a desk or living off fast food, so he adds nothing to
Strength. Christopher assigns two dots to Dexterity, reflect-
ing James’ tendency to run rather than fight, and places his

final dot in Stamina.
(%/’1 Z/\éx@@: &4/ £

Like Attributes, Skills must also be prioritized and chosen.
Christopher decides to stay with the same prioritization as he
used for Attributes, placing Social as primary, Mental as sec-
ondary and Physical as tertiary. James has spent his life devel-
oping those Skills that come most easily to him and neglect-
ing those with which he has little natural aptitude.

With 11 dots to assign in Social Skills, Christopher tries to
imagine what would be most important to James while work-
ing in the alleys and streets of Chicago. Streetwise is an obvi-
ous choice, and Christopher assigns three dots. Two dots each
go to Expression, Persuasion and Subterfuge, owing to James’
mortal experience subtly plying the homeless for information
about their living conditions, writing articles bringing their
stories to the public, and arguing with city councilmen on
their behalf. One dot goes to Socialize, reflecting his ability
to establish camaraderie with his many contacts, and the last
is assigned to Empathy, as he knows that his words go only so
far without a basic understanding of the human condition.

Looking at the list of Mental Skills, Christopher decides how
to spend his seven dots. Given James’ experience as a journalist
and political lobbyist, he chooses to assign two dots each to
Investigation and Politics to represent political acumen. A single
dot goes toward Academics as Christopher decides that James
spent two years in journalism school before dropping out to
become a freelancer. Another dot goes to Medicine, represent-
ing a first-aid course James has made great use of during his
time on the streets. The final dot goes to Occult, as time in the
more remote alleys of the city has exposed him to far stranger
sights than the average person has seen.

Finally, Christopher needs to assign four dots to the Physical
group. Knowing James has no physical prowess or strength to
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speak of, Christopher feels that he would spend some time train-
ing with firearms to protect himself during his long nights on the
street, and places two dots in that Skill. His next dot goes to
Survival, owing to James’ occasional need to find food in
dumpsters or gutters while spending time among the homeless,
and the last dot is placed in Athletics, again owing to James’
tendency to run from trouble rather than confronting it head on.

Fp Forns ol Syl
Now that Christopher has assigned James’ Skill dots, he
needs to decide where to place his three Skill specialties.
Glancing over the Skills he has chosen, he tries to imagine
which would be the most refined and singles out Streetwise,
Politics and Subterfuge. Focusing on Streetwise first, Chris-
topher decides that James would have an added advantage
when dealing with the homeless, rather than the various gangs,
dealers or other criminal elements of the street. James’ politi-
cal ability would rest primarily with the Chicago city council
and government, rather than on the state or federal level,
and his Subterfuge would be concerned mostly with body lan-
guage, keeping in line with his focus on his Social Skills.

(If he wanted to, Christopher could have assigned two or
even three of his character’s Specialties to the same Skill. Say,
“Homeless,” “Street Gangs” and “Drug Dealers” to Streetwise.)

Cj%/} %afe 3 %m/¢w / m/;ﬁfz
Christopher decided upon James’ clan when he developed
his character concept, and Diane has limited his options re-
garding covenant. Rather than resentfully connecting James to
a covenant he’s unhappy with, Christopher chooses to make
him more of a dabbler, only recently Embraced and not yet
sworn wholeheartedly to any faction. James’ sire is of a similar
disposition, once of the Carthians before she became jaded and
adopted a reclusive and mysterious lifestyle in the alleyways.
Christopher has decided that James’ sire Embraced him shortly
after she rose from a long torpor, hoping to rekindle some of
her own passion and to reconnect with the world, but she quickly
lost interest and has only a sparse relationship with him. Chris-
topher makes James a Carthian out of his sire’s legacy, but knows
that things might change as Chicago politics heat up.

The Mekhet’s favored Attributes are Wits and Intelligence,
and Christopher feels that James’ personality would more natu-
rally lend itself to an increased Wits, especially on the streets.
His Embrace adds an edge to his demeanor, manifesting pri-
marily in a collection of habits he’s acquired — never sitting
with his back to a door, always noting a room’s exits.

Christopher has three dots to spend on Disciplines, which he
may spend in any way he chooses, provided at least two of his dots
go to Mekhet clan Disciplines. He decides that James’ sire taught
him the Discipline of Auspex to further bolster his already impres-
sive command of his senses, and he assigns two dots thus. Christo-
pher isn’t drawn to any of the out-of-clan Disciplines because James
has had little to no experience with vampires other than his sire.
Looking at the Mekhet’s other clan Disciplines, he feels that James
would be more interested in learning Celerity than Obfuscate,
continuing with the theme of avoiding direct physical confronta-
tion, and assigns his last Discipline dot thus.

S Jons Dewity

Christopher must next spend seven dots on Merits. Look-
ing over the list of suggested Merits in the World of Dark-
ness Rulebook, he tries to find those that might reflect James’
political life before his Embrace. Christopher leaves Blood
Potency at 1, as James is still relatively new to the rigors of
the Requiem. Time spent lobbying the city council and deal-
ing with political activists not only gives him capabilities in

_ those areas, but other tangible assets. Christopher spends three

dots on Contacts, selecting City Hall, Media and the Police,
all groups with which he had some dealings in life. Christo-
pher also purchases the Status Merit at one dot, represented
by an old press pass, allowing him to play on his connections
to gain a measure of acceptance at city political functions. It’s
not quite as good as full journalistic credentials, but Christo-
pher thinks that James probably hadn’t “paid his dues” to that
degree, anyway. Diane approves of the one-dot press pass and

Christopher moves on.

Thinking next about James’ unlife after the Embrace, Chris-
topher chooses to put two dots in Haven Security, reflecting
the efforts James has made to conceal himself and establish a
new home. He would much rather stay hidden and ignored
by the world than have a large haven or an obvious one close
to a major population center. He discovers a long-neglected,
underground public service maintenance room accessed
through an unused manhole. Finally, he places a single dot in
Herd, representing a small, deranged group of beggars who
view him as a powerful defender of the alleys, rather than the

predator that he is.
Cﬁ;) (jced/e»n-' /% &Wa;j/%%

Once the numerical statistics have been decided upon,
Christopher must determine his character’s advantages. Add-
ing his Resolve and Composure, he records a Willpower score
of 5 on his character sheet. His Humanity score starts at the
standard 7, and Christopher chooses Charity as James’ Virtue
(given his former desire to help the helpless, as mortal habits
die hard) and Pride as his Vice (he has a tendency to use his
political leverage to get back at those who cross him).

Adding his Size factor of 5 to his Stamina, Christopher de-
termines that James has seven dots of Health, and draws a
dark vertical line to the right of the seventh box on the Health
Chart. Combining his Dexterity with his Composure, he de-
termines his Initiative to be 6, and notes his Defense of 3, as
his Dexterity is lower than his Wits after the Embrace. Fi-
nally, he adds his Strength + Dexterity + 5 to find his Speed,
which he records as 9.

Sop Coplfdpark g Unlipe

Christopher has a pretty good grasp of his character at this
point, at least conceptually, but the specific details of appear-
ance and relationships are still a bit hazy. He looks over the
questions on p. 96 to further round out some of the specifics
regarding James’ background.

He decides that James came from an upper-middle-class
family and grew up in a New Jersey suburb, eventually being

i
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accepted by a decent journalism college. After two years of
study, he had a falling out with his family, dropped out of
school and ran off to Chicago, where he nearly died of star-
vation living on the street for several months.

His first freelance story detailing his experiences on the
street was picked up by a major newspaper and syndicated
across the country, putting his name on the map, and he landed
a job writing articles, giving him enough money for a tiny,
rundown apartment near the elevated train. Seeking to in-
tensify the loss James felt after his Embrace, Christopher de-
cides that James developed a relationship with another writer
at the newspaper and got up the nerve to propose marriage,
which she accepted. In the weeks before his Embrace, he had
received a raise, was planning his wedding and had started to
patch things up with his parents.

As the chronicle starts, James has abandoned his previous
life entirely, struggling to accept the realities of his new con-
dition. Unable to face the world, he hides in the alleys, prey-
ing upon the homeless he had spent his career trying to de-
fend. He becomes jaded with the world and his previous work,
realizing that hunger and cold are hardly any threat when
creatures who feed on human blood lurk in the darkness. His
hair is disheveled; his clothes are ragged and dirty; he spends
his nights stalking unwary beggars, talked about in hushed
words as though he were nightmare made flesh. Christopher
leaves James’ three contacts, his sire and the state of his fam-
ily in Diane’s hands to detail during the course of the chronicle.

And that’s it. Christopher takes a final look over his char-
acter sheet to make sure everything is exactly the way he wants
it and informs Diane of his decisions. James is ready to be

thrust into the chaotic World of Darkness.
C o —~—
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After the Embrace, vampires gain unique traits that sepa-
rate them from their mortal lives. While many of them repre-
sent internal, physical changes that mark the loss of life and
the start of the Requiem, social conditions after the Embrace
also cause changes in behavior and lifestyle, marking more
external adaptations to the night.

oo Hveilige: Blood Pitenc,

Although the Kindred each call upon the Blood in different

ways, not all wield the same levels of power. Blood Potency

EFrFECTS OF BL

Blood Potency Attribute/Skill/Discipline Maximum

1 5
2 5
3 5
4 5
5 5
6 6
7 7/
8 8
9 9
10 10

determines the degree of power the Blood bestows upon a vam-
pire. Having more dots of Blood Potency allows characters to
learn more advanced Disciplines and to develop their traits to
superhuman levels. Further, vampires with more dots in this
advantage can hold more Vitae within their bodies, as it is more
potent and therefore more concentrated. In short, the higher a
character’s Blood Potency, the greater her potential.

All newly Embraced vampires start at Blood Potency 1, re-

" gardless of their sire’s potency, with nowhere to go but up.
. Blood Potency can be purchased during character creation as

a Merit (at three Merit-equivalent points per dot), but after
play begins, it can be increased only by experience, diablerie
or age. The purchase of additional Blood Potency at charac-
ter creation needs to be rationalized before play begins. Per-
haps the character engaged in diablerie or had already spent
many years as a vampire before the start of the chronicle. Play-
ers who want their characters to start with more dots of Blood
Potency must thoroughly explain what in their character’s
history justifies the additional dots and have it approved by
the Storyteller before play begins.

As Blood Potency increases, feeding requirements become
more stringent. Only blood of potency a certain degree lower
than a character’s can provide sustenance (see the accompa-
nying chart). In fact, some elders’ blood is so potent that they
can’t feed on mortals at all, requiring the Vitae of other vam-
pires to nourish them. Only those with the fewest dots of Blood
Potency can feed from animals.

Eventually, a vampire’s blood becomes so potent that he is
unable to find regular prey and falls into torpor, the duration of
which is based on his current Blood Potency and Humanity (see
p. 175). While in torpor, a thinning of the blood occurs. Torpor
also causes fever dreams and a general distortion of the mind.

A vampire’s Blood Potency increases by one every 50 years. In
torpor, however, it decreases by one every 25 years. As Blood
Potency is rated on a 1-to-10 scale, a vampire will more than
likely fall into torpor in about 500 years — as blood require-
ments grow ever more refined and hard to fulfill — sooner for
those who engage in diablerie. Characters who diablerize several
vampires in a short span of years can remain active through seven
to nine diableries before the potency of their blood causes them
to succumb to torpor. Such Kindred tend to have short but vio-
lent bouts of activity between long periods of torpid idleness.

When Blood Potency decreases (through torpor, for ex-
ample), any traits that exceed the character’s new capacity

00D POTENCY

Max Vitae/Max Vitae per Turn Vampires can feed from...

101 Animals +

1N Animals +
121 Humans
1312 Humans
14/2 Humans
15/3 Humans
20/5 Vampires
3077 Vampires
50/10 Vampires
100/15 Vampires
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disappear. If Blood Potency increases again during the
chronicle so that a character could once again gain access to
them, the player must spend experience points a second time
to “re-learn” what was lost.

Example: Stephanie of Clan Daeva has achieved a Blood Po-
tency of 8 after repeated success at diablerie and has subsequently
raised her Presence to 7. Unable to find any vampires of sufficient
Blood Potency to feed upon, she slips into torpor for a period of 80
years. In this time, Stephanie’s Blood Potency drops three dots (one
for every 25 years) to 5.

When she wakes, her Presence is reduced to 5, the trait
maximum for a Blood Potency of 5. Quer time, especially if
Stephanie continues her practice of diablerie, she will have the
opportunity to increase her Presence again. Her player, however,
needs to spend the experience points to raise these dots as though
Stephanie had never possessed them.

Rumors persist of truly ancient vampires who have found a
way to stave off torpor, seemingly defying the effects of Blood
Potency. Some swear that such a thing is possible through
intensive study of blood magic with such faith akin to the
belief in Golconda, creating a sort of religious fervor in those

seeking to attain transcendence.
2)4%4;‘ £

Merits represent advantages a character may have due to
circumstance and opportunity. They include material posses-
sions and social networks, elements external to the physical
changes brought on by the Embrace. While the World of
Darkness Rulebook describes Merits in greater detail and pro-
vides lists of examples, vampires are removed somewhat from
mortal society and often require unique or specialized Merits.

What follows are traits designed solely for vampires, allow-
ing players to further distinguish their characters from ordi-
nary mortals and other nonhuman beings. These Merits are
available at character creation and during the course of the
chronicle. The first instance assumes that your vampire char-
acter is already Embraced at the beginning of play or is Em-
braced very soon afterward. (It’s not possible for a strictly mor-
tal character to have the following traits as presented here.)

Hen (o s00es; WM//

Effect: A haven is a place where a vampire sleeps, pro-
tected from the sun during the deadly daylight hours. Leg-
ends tell of vampires in dark, twisted citadels on high moun-
tain peaks, complete with labyrinthine catacombs, but the
reality is far less grandiose. In truth, a haven can be as simple
as a sewer or an abandoned warehouse or a crate in a for-
gotten storage closet, as long as it is undisturbed between
dawn and dusk.

All havens are not created equal. A warehouse might have
plenty of space and proximity to a significant amount of prey,
but it might not be secure against unwanted visitors. An
abandoned subway car in a long-forgotten tunnel has space
and adequate security, but it might be so far out of the way
that finding prey is difficult. Great time and effort is spent
finding suitable havens, and their value is represented by
three factors — location, size and security. Players who

St
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choose this Merit must also choose how to allocate these
three factors when spending points. For instance, two points
may be spent on Haven Location, with a third spent on
Haven Security.

A good Haven Location makes it easier for a vampire to
feed, situated near a meeting place for large numbers of hu-
mans. A haven with many dots in this category might be close
to several nightclubs or bars that do considerable nighttime
business, while one with few dots might simply be close to a
bus or train station that brings travelers on a regular basis.
Each dot of Haven Location grants a +1 die bonus on hunt-
ing checks for the character who controls it and any whom
she allows in. Havens without any dots in Location are suffi-
ciently secluded so as to not provide any bonus.

Haven Size is important to characters who need a place to
safely store their possessions and valuables. A haven with no
dots in Haven Size is just large enough for its owner and per-
haps a single companion, with minimal if any storage capac-
ity — the aforementioned crate in the forgotten storage closet,
or a cramped apartment. By spending points to increase a
haven’s size, a player allows for accoutrements and personal
effects. Larger havens can be anything from mansions to moun-
tain hideaways to vast subterranean catacombs. Note, how-
ever, that havens of considerable size are not necessarily easy
to maintain.

o A small apartment or underground chamber; 1-2 rooms

oo A large apartment or small family home; 3-4 rooms

coe A warehouse, church or large home; 5-8 rooms, or
large enclosure

eeee A abandoned mansion or network of subway
tunnels; equivalent of 9-15 rooms or chambers

[ X X NN ]

A sprawling estate or vast network of tunnels;
countless rooms or chambers

Of course, Haven Location and Haven Size do not pre-
vent rival vampires from attempting to find and steal choice
havens, nor do they prevent intrusion by mortals (police,
criminal organizations, social workers). Players of charac-
ters who wish to ensure privacy and safety may choose to
spend points on Haven Security, thus making it difficult for
others to gain entrance. Havens with no dots in Haven Se-
curity can be found by those intent enough to look, and of-
fer little protection once they have been breached. Each dot
of Haven Security subtracts one die from efforts to intrude
into the haven by anyone a character doesn’t specifically
allow in. This increased difficulty may be because the en-
trance is so difficult to locate (behind a bookcase, under a
carpet) or simply difficult to penetrate (behind a vault door).
Also, each dot of Haven Security offers a +1 bonus on Ini-
tiative for those inside against anyone attempting to gain
entrance (good sight lines, video surveillance).

Characters whose players spend no points at all on Haven
might have their own small, humble havens, or perhaps they
share the haven of a sire or Prince. In any event, they simply
do not gain the mechanical benefits of those who have spent
Merit points improving the quality of their homes.

Each aspect of the Haven Merit has a limit of 5. In other
words, Haven Location, Haven Size and Haven Security

e .
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may not rise above 5 (to a maximum of 15 points spent on
this Merit).

Special: It’s possible for the Haven Merit to be shared among
characters in a close-knit group. They might simply be de-
voted to one another and willing to pool what they have, or
perhaps their mutual reliance on an individual or trust could
bring them together to share what they have in common.

To share this Merit, two or more characters simply have to
be willing to pool their dots for greater capability. A shared
rating in the Haven Merit cannot rise higher than five dots in
any of the three aspects of the trait. That is, characters can-
not pool more than five points to be devoted to, say, Haven
Size. If they wish to devote extra points to the Merit, they
must allocate those dots to a different aspect of the Merit,
such as Location or Security.

Shared Haven dots can be lost. Coterie members or as-
sociates might be abused or mistreated, ending relation-
ships. Group members might perform actions that cast
themselves (and the group) in a bad light. Money might
be spent or lost. If any group member does something to
diminish the haven, its dots decrease for all group mem-
bers. That’s the weakness of sharing dots in this Merit. The
chain is only as strong as its weakest link. The Storyteller
dictates when character actions or events in a story com-
promise shared Haven dots.

Characters can also leave a shared haven. A rift might
form between close Kindred. A character might meet Final
Death. Or one could be kicked out of the haven by the oth-
ers. When a character leaves a shared-Haven relationship,
the dots he contributed are removed from the pool. If the
individual still survives, he doesn’t get all his dots back for
his own purposes. He gets one less than he originally con-
tributed. So, if a character breaks a relationship with his co-
terie, his two Haven dots are lost by the group, but he gets
only one dot back for his own purposes. The lost dot repre-
sents the cost or bad image that comes from the breakup. If
all members agree to part ways, they all lose one dot from
what they originally contributed.

The Storyteller decides what reduced dots mean in the story
when a character leaves a shared haven. Perhaps no one else
picks up the character’s attention to Haven Security, leaving
that to drop. The haven might not be tended as fastidiously,
causing a drop in the Haven Location value. Maybe a portion
of the haven falls into disuse or even collapses, causing an
effective drop in Haven Size. Whatever the case, a plausible
explanation must be determined.

A character need not devote all of her Haven dots to the
shared Haven Merit, of course. A Kindred might maintain a
separate haven of her own outside the communal one repre-
sented by the shared trait. Any leftover dots that a character
has (or is unwilling to share) signify what she has to draw
upon as an individual, separate from her partners. For example,
three characters share a haven and expend a group total of
five dots. One character chooses to use two other dots on a
private haven for herself. Those remaining two dots repre-
sent a haven entirely separate from what she and her partners
have established together.
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To record a shared Haven Merit on
your character sheet, put an asterisk next
to the name of the Haven Merit and fill
in the total dots that your character has
access to thanks to his partnership. In
order to record his original contribution,
write it in parentheses along with the
Merit’s name. It is not important to note
which aspect of the Haven Merit on
which those points are spent, as this al-
lows greater flexibility should a charac-
ter ever decide to withdraw from the
community arrangement. The result

looks like this:

In this example, the character shares
a Haven Merit dedicated to the coterie’s
communal shelter. He contributes two dots to the relation-
ship, and the group has a total of four dots that are made avail-
able to each member. The character also has his own private
Haven Merit rated ® ® ¢, which he maintains by himself. And,
the character has Retainer rated ® @ that is also his own Merit.

og/%& %‘7’;‘ 66660

Some vampires tire of the hunt and seek to develop a small
group of mortals upon whom they can feed without fear. Such
a herd may take many forms, from a brothel of prostitutes to a
blood cult worshipping a vampiric god. These mortals pro-
vide nourishment without the difficulties of the hunt. Typi-
cally, herds are not very controllable or closely connected to
the vampires who use them, nor do they possess great skill in
any one area. (For effective agents, the Allies or Retainers
Merit is more suitable.) Each dot of Herd adds one die to feed-

ing rolls (p. 164).
St (s evees; specad))

While certain Merits detailed in the World of Darkness
Rulebook focus on recognition in mortal society, certain Sta-
tus concerns itself with the social orders of the night and rep-
resents recognition among other vampires. Status is divided
into three areas — City, Clan and Covenant. Players must
choose one of these three areas for each Merit point spent.
(Enterprising Storytellers may come up with additional types
of Status, and clever players might have unique applications
as well. Status is designed as a sort of “umbrella” Merit, under
which new types can be created.)

City Status represents a vested responsibility and accord-
ing acknowledgement in the affairs of a domain. Regardless
of clan and covenant, certain individuals rise to the top of
the social or feudal strata, exemplary because of their efforts
in the name of the domain as a whole. Princes, Regents,
Primogen, Harpies and other “officers” of a given domain fit
this description.

Additionally, City Status represents those Kindred who
aren’t part of the prevailing social structure, but who none-
theless have significant esteem, sway or reputation among
the Kindred. Examples include bosses of powerful gangs, Kin-
dred who have considerable influence in specialized areas

(prominent businessmen, city govern-
ment, health care and hospitals, reli-
gious communities), or even just those
who are powerful in their own right but
largely apolitical, as with a potent el-
der who abstains from city responsibili-
ties but whose territory is respected by
all other local Kindred.

In some cases, City Status is very
much a chicken-and-egg situation —
does Prince Maxwell have City Sta-
tus 5 because he’s Prince, or did his
accumulated City Status result in his
claiming praxis? In other cases, City
Status obviously reflects accomplish-
ment, as with a political activist who

has many mortal supporters — but those supporters obvi-
ously didn’t join his cause because they knew he was a vam-
pire. Harpies, in particular, make much of these distinc-
tions, but some speculate that that’s because their own Sta-
tus falls under the definition of City Status.

o Hound or “rising star”

X Sheriff or “accomplished individual”

(XX Harpy, Seneschal, Master of Elysium or “much-
deserved reputation”

eeee Regent, Primogen, Herald or “cornerstone of

Kindred society”
eeeee Prince or “true paragon”

Clan Status is concerned with lineage and the Blood. At the
outset of a chronicle, a Kindred’s standing often reflects the
prestige her sire has gained and passed along, such as with re-
gard to the Ventrue. Many assume that childer who were Em-
braced by powerful and influential members of the clan have
already shown some special quality or excellence, otherwise
they would not have been chosen by so great a sire. This kind
of recognition is short lived, however. A neonate might enjoy
prestige by association under the purview of her sire, but such a
favored childe is expected to make a name for herself.

Vampires who truly embody the ideals of their clan and
who establish themselves in positions of power and influence
(often as Prisci) gain the respect of others in their clan, being
perceived as models for success. While the Daeva tell tales of
particularly vicious Harpies of distant cities, the Gangrel speak
of brooding hulks who confidently brave the Lupine-infested
wilds alone. Those who diverge from the expected behavior
of the clan in remarkable ways gain renown (or notoriety), as

well, perhaps founding bloodlines that become known to vam-
pire society as a whole.

Clan Status is not so rigidly defined as City Status. While
individual clan titles might arise, the notion of esteem is more
general in this context.

Covenant Status represents rank, achievement and respon-
sibility, less concerned with clan ideals and more with cov-
enant actions, philosophies and accomplishments. The vari-
ous covenants are not bound by any supernatural means or
governed by clan lineage. They find a commonality of goals
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and ideologies, instead. It is not enough to be powerful or ex-
emplary of clan ideals; a covenant is concerned with what its
members have done to benefit its cause and combat its rivals.

Those Kindred who enjoy the greatest covenant-based es-
teem are often the core members of their factions in a given
city, those around whom others rally. These Kindred instigate
or mediate conflict with other covenants, generally looking
to further certain idealistic goals and establish themselves or
other members in positions of influence in the local hierar-
chy. A Mekhet in command of a massive spy network might
have status within his clan, but the lowliest of his spies might
risk her unlife to gather a specific piece of information that
helps oust the Invictus Prince, subsequently enjoying far more
status with, say, the Ordo Dracul than her master.

A character must have at least a single dot of Covenant Sta-
tus in order to gain the benefits of any special abilities of that
covenant. In other words, a character must have at least one
dot of Covenant Status (Lancea Sanctum) in order to learn
Theban Sorcery. Or a character must have at least one dot of
Covenant Status (Invictus) to take advantage of the experi-
ence-point break on the Herd, Mentor, Resources and Retainer
Merits. If a character leaves a covenant after learning some of
its secrets, he does not lose any of those traits for which he paid
experience points, but he may not learn additional dots of those
traits (or additional dots at that particular price break, as with
the Invictus and the Carthians). See p. 91-92 for the complete
list of which covenants grant which benefits.

Like Clan Status, Covenant Status is not so specifically tied
to certain titles. It is more a notion of an individual’s accom-
plishments. A Lancea Sanctum Priest, for example, has a
greater title than, say, a noted ethicist of the covenant, but
that ethicist might have written numerous treatises on the
state of undeath and the soul, according her more esteem
among her peers than the Priest who rides solely on the weight
of her title.

° The character is known to aselect subset of the clan/
covenant — a spy network, perhaps.
oo The majority of the clan/covenant in the city

recognizes the character’s face and can recall
her exploits.

(XX The character’s deeds are known to all in the local
covenant, even in other nearby cities; many
members of other covenants recognize her face.

eeee Word of the character’s exploits has traveled far, and
her name is known in cities around the country.

[ X N NN ]

The character’sname and face are synonymous with
her clan/covenant; her exploits are taught to new
members of the clan/covenant.

Status can serve as a mixed blessing, however. Those who
enjoy the most might be able to use it to their advantage, but
they are also visible targets for their enemies. High levels of
Status make it almost impossible to pass unnoticed, even while
they open doors that would otherwise remain closed.

Status works like a “social tool” in that it adds to dice pools
for social interactions between members of the sub-group in
question. That is, Covenant Status adds to dice pools for in-
teractions with members of the same covenant, Clan Status

e,

e

enhances interactions with members of the same Clan, and
City Status affects those who are recognized residents of the
given domain. City Status, however, may be ignored by those
who are among the unbound.

Example: Loki wants access to the Mekhet Priscus, but the
Priscus is already occupied with an envoy from Clan Daeva. He
instead finds himself dealing with one of her aides, another Mekhet.
Loki, a Mekhet himself, tries to convince the aide that he has im-

" portant business to discuss with the Priscus. His player adds Clan

Status to a Manipulation + Persuasion dice pool. Loki has Ma-
nipulation 2, Persuasion 3 and Clan Status (Mekhet) 2, creating
a pool of seven dice for the task.

Status does not add to dice pools predicated on supernatu-
ral powers. For example, a Prince’s City Status is not added to
a dice pool for use of his Dread Gaze power.

Dealing with Status can be a mire of responsibility, though
clever characters can turn it to their advantage. They may ac-
tually have a variety of Status — it is not unheard of for a char-
acter to have City Status, Clan Status and Covenant Status.

A character may have Clan Status only as a member of his
own clan. For instance, a Nosferatu never gains Clan Status
(Gangrel) no matter how much aid he provides the Savages.
His aid of the Gangrel may certainly earn him esteem, but
such concern is better handled on a case-by-case basis by the
Storyteller, not in the form of Clan Status.

Covenant Status is unique in that a character may, on
occasion, have more than one form of it. This occurs almost
exclusively at low levels, where a character is often beneath
the notice of most other members of his covenants. A char-
acter may never have more than three dots total in Cov-
enant Status among multiple covenants. A double-agent,
for example, might take two dots worth of Covenant Status
(Carthians) and a single dot of Covenant Status (Lancea
Sanctum), representing the character’s true allegiance to the
Carthians as well as the fact that he’s in on the ground floor
of the Lancea Sanctum so that he can feed information back
to his Carthian fellows. A character may even have a single
dot of Covenant Status in three different covenants — per-
haps he’s somewhat accomplished in each, but has yet to
determine where his true loyalties lie. Naturally, a character
with Status in only one Covenant is not beholden to the
three-dot limit.

A character with dots in Covenant Status through mul-
tiple factions does indeed gain access to those covenants’
special benefits. Covenants expect certain contributions
of their members, however, and if other Kindred find out
that the vampire in question plays multiple sides against
the middle, he might see that Status vanish in a single
night in which he’s called upon to account for his treach-
eries. Such is also the reason that cumulative Covenant
Status is limited to three dots. By the time a character
gains a certain degree of Status in a single covenant, he
sticks out like a sore thumb if he turns up among another
covenant’s members. (An exception to this might occur
if a character is truly some sort of deep-cover agent or
other mole, but that circumstance is best handled at the
Storyteller’s discretion).
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Other Kindred envy their beauty and grace, their
ability to incite passion in mortals, the ease with
which they glide through the masses — and that
envy is almost as potent a draught to the Daeva as
blood itself. These Kindred are consummate predators,
and they would seem to be the perfect Vamplres
Alas, most are too dead inside to enjoy it.

Called Succubi by other clans, the Daeva are ex-
perts at making their prey come to them, practlcally
offering themselves not merely as food but as play-
things. No self-respecting Daeva resorts to attacking
transients in alleyways. Rather, these are the Kin-
dred who accompany a smitten young mortal back to
her place, leaving her languid and sexually spent by morning
(if she’s fortunate) or an exsanguinated husk (if she’s not).
Seducers and sensualists, the Daeva could practically charm
the unease off a Nosferatu. When the fancy strikes them, they
play politics like a finely tuned instrument. Even allies and
coconspirators who know they cannot trust a Succubus find
themselves lulled into doing just that, caught up in the Daeva’s
personal magnetism. Daeva become Harpies more than Kindred
of any other clan, and they wield that power mercilessly. A sting-
ing rebuke from a Daeva Harpy can shred a vampire’s reputation
faster than a denunciation by the Prince himself.

Most Succubi are overtly sensual beings, drawn by beauty
and blood in equal measure, but it’s an artificial passion. Their
ability to feel true attachment to other people atrophies over
years of manipulating the love of mortals and the respect of
their fellow Kindred, until the Daeva can no longer under-
stand those emotions as anything other than tools to be ex-
ploited and motions to imitate. For all their apparent fervor,
most Succubi are as dead
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clubs, whiskey dives, drug dens, brothels and ev-
erything in between. Personal preferences aside,
the Succubi are found through all strata of soci-
ety. Their seductive natures allow these vampires to
find willing vessels no matter where they go, and this
ability has enabled them to thrive, to become arguably
one of the most numerous clans. No single social
class has room for them all, so newcomers and los-
ers of political and social games often find them-
selves dwelling among the poor and unwashed —
or at least the middle classes, which, since their
blood is as red as any other, means basically the
same thing to most Succubi. Few Kindred are as des-
perate as a Daeva trying to claw his way into his own
niche. Wise Kindred know better than to take advantage of
a Daeva in such a position, for fear he’ll one night achieve
the position and privilege he seeks. The Succubi never for-
get a slight.

Nickname: Succubi (male Daeva are sometimes called
Incubi, but the clan itself is referred to by the more com-
mon female sobriquet)

Covenant: The majority of these Kindred are found
within the Invictus. They are well suited to the political
game, and here they can surround themselves with lessers,
becoming ever more jaded and inhuman as they grow older.
Most Daeva are too self-centered to feel the religious call-
ing of the Lancea Sanctum, but those few exceptions who
are able to channel their sensual drive into matters of faith
often obtain positions of prominence, making the clan
seem more numerous in the Lancea Sanctum than it re-
ally is. Few Daeva bother with the Carthians. Why fight
for an egalitarian society
when the current system fa-

spiritually as they are physi- -

cally. They claim to under-
stand desire, but all they truly
know is need, and it is this
deadening of emotions that
causes so many jaded Daeva
to become depraved in their
efforts to feel again.

Daeva move through the
circles of society in which
their lustful natures best serve
them, whether among high
society or low culture. Drawn
to beauty and congregations
of mortals, they often frequent
theaters, galleries, trendy
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Gangrel: They are beasts, to be sure, but their animal bodies
contain a terrible ferocity.

Mekhet: They confine themselves to the shadows, but out of
comfort or fear!?

Nosferatu: They wear on the outside what all Kindred
are within.

Ventrue: Which is the greater curse to bear, weakness of mind

or the responsibilities of keeping one’s fellows?
sskosk

Lupines: No thank you. The Gangrel are quite feral enough.

Mages: The idea of a mortal with that sort of power is. .. fasci-
nating. Surely they wouldn’t mind conversing for just a bit.

Mortals: Such simple creatures. I'm grateful not be one any
longer. Still... I do wish I could remember just a bit more clearly
what it felt like.

vors the Daeva? The Ordo
Dracul covenant is home to
a small number of devoted
Daeva, and it would have
more if the rigors of the
covenant’s policies didn’t
make being a hedonist
among its ranks less than
rewarding. The Circle of
the Crone has few Daeva
for much the same reasons
as the Lancea Sanctum, and
those who do join often do
so more out of a debased
and jaded sense of rebellion
against societal mores than
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any real belief in the Pagans’ teachings. A surprising number of Succubi fall in among the unaligned, convinced, in
their own self-perceived superiority, that they have no need for the laws and restrictions of society.

Appearance: Daeva often Embrace out of infatuation — or at least going through the motions of passion — and they rarely
choose to involve themselves with unattractive mortals. Thus, most Daeva are surpassingly beautiful. The clan is also highly in
tune with trends and fashion, the better to prowl among and attract prey.

Havens: Daeva havens vary, but they’re almost universally comforting... in a subtly alarming way that suggests an artificial appeal
to whatever vessels a Kindred favors. Most are convenient to social or political centers. The specific aesthetics vary, but most are
intended to impress any compatriots, allies or victims who might be invited in. Penthouses
and condominiums are particularly popular. Many Daeva don’t bother to keep up ap-
pearances if they don’t think they’ll bring prey home, meaning that some havens are
sloppy or cluttered with unsettling reminders of previous vessels’ presence.

Background: With a growing number of exceptions, Daeva are Embraced from A 7y
the ranks of society’s elite. Succubus sires look for some combination of charm, Lo
culture, seductiveness, desire to achieve, passion and physical beauty. Many Daeva ) ” 4
Embrace mortals to whom they have become attached, but this attachment ﬁ
almost invariably proves false, a mixture of lust and simple hunger. Few . ;
relationships are as euphoric as those between a Daeva and a newly - AL

Embraced childe, and few grow cold as swiftly.

Character Creation: Social Attributes and Skills are of pri-
mary concern, particularly those that aid in making good
first impressions, in persuading and in seducing. Social Mer-
its are equally common, representing the character’s con-
nections to both mortal and Kindred society. Given that
most Daeva feed almost exclusively through manipula-
tion and betrayal, a high starting Humanity score is a good
idea, since it’s likely to fall precipitously.

Favored Attributes: Dexterity or Manipulation

Clan Disciplines: Celerity, Majesty, Vigor

Weakness: Perhaps out of some deep longing for the true passions
they lost after the Embrace, the Daeva have difficulty steeling them-
selves against the hedonism they allow themselves as members of the
Damned. Any time a Daeva has an opportunity to indulge her Vice
but does not do so, she loses two points of Willpower (as opposed to
gaining one by partaking in its pleasures).

Organization: Status among the Daeva is entirely a social issue,
and many young ones resemble squabbling cliques more so than
undying creatures of the night. Not even elder Daeva are strangers
to petty vendettas and long-nursed grudges. While a Succubus is
likely to join with one of her own in the face of an outside threat,
they compete with one another as much as they do with other
Kindred, if not more so. The Daeva therefore have no true for-
mal structure. Those who are dominant in the Danse Macabre’s
social and political scene are dominant among the clan as well.

Bloodlines: Duchagne (an aristocratic but degenerate Euro-
pean bloodline that seems to have the ability to directly ma-
nipulate the senses and sensations of others), Toreador (a
branch of the clan that has recognized its loss of passion and
tries to re-create it by inspiring mortals either to creative pur-
suits or extreme emotions; they invariably grow bored and
move on, leaving their former wards desolate), Xiao.
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Concepts: Bored socialite, club hopper, club owner, cult
leader, cultured serial killer, full-time Harpy, jaded vampire
who gets off on being a creature of the night (a fairly melo-
dramatic attitude found only among the very young be-
fore the weight of the Requiem fully settles on them), Kin-
dred politico, local covenant spokesman, patron of the arts,
professional “escort”
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Go tell this Prince of yours that this s

While vampires give mortals a reason to be afraid of
the dark, there exist things that give even vampires
reason to fear — creatures like the Gangrel, the
predators among the predators, the most sav-
age of beasts. Perhaps the only clan whose mere
mention almost always elicits a chilled shud-
der or areverent nod, the Gangrel are, in many
ways, the “noble savages” of the vampiric
race. Upon their Embrace (and some-
times before), the Gangrel seek to sever
their ties with everything pertaining
to their mortal lives. Many prefer the counsel
of animals and other beasts, and some eschew
contact with the mortal world entirely. Whil
many retain and even value their humanity,
they do so within the bounds and context of their newfound
existence, and not as an attempt to hold onto what’s been
lost, for no other option is practical to a clan whose very soul
is so intimately intertwined with its Beast. While others de-
lude themselves about what the Embrace “truly means,” the
Gangrel know what they’ve become, so they strive to make
peace with it. On the whole, they spend more time in com-
munion with their bestial side than other vampires do, and
though such activity more than accounts for their nickname
and reputation, few would disagree that the Gangrel truly ben-
efit from their introspection.

Their special bond with the Beast seems to give many Gangrel
a unique insight into the Kindred condition, and some of the
wisest vampires to be found in all the world hail from this clan.
Whereas other Kindred try to become scholars or philosophers,
collecting endless data and positing on the theoretical, the
Gangrel are its yogis and medi-
cine men, its bodhisattvas and

Ty domain if you've qot the guts,

Covenant: Many Gangrel are largely unconcerned with
matters of Kindred politics, but that’s not to say they don’t
have their own views. Perhaps surprisingly, a signifi-
cant percentage of the clan is active in the Circle
of the Crone, which provides spiritually
minded Gangrel with a ready-made forum

for their rituals and beliefs, and a great
many of the Circle’s leaders hail from the
clan’s ranks. Some of the more proactive
Gangrel find the Carthian mindset ap-
pealing, and a number of highly moti-
vated Savages have taken up the cause
in recent years. A few Gangrel fall in with
the Lancea Sanctum and Invictus, due to the
nature of each covenant’s beliefs. Those who are active in
the latter group usually work for important elders or are el-
ders themselves, while the few Gangrel of the Lancea Sanctum
are among the most frightening and relentless Kindred anyone
would ever (not) want to meet. Likewise, the Ordo Dracul sees
few Gangrel, though some who join do so not to learn the blood
magic of the covenant but to pursue mysteries of their origin
without the hauteur of the Lancea Sanctum. A great many
Gangrel also find their place among the independent and un-
aligned Kindred, whose lack of structure and love of freedom are
attractive to Savages who prefer that elders of other clans keep
their politics to themselves.

Appearance: The archetypal Savage is rarely concerned with
his appearance, though most recognize the need to both blend
in and put potential prey at ease. As a rule, Gangrel prefer func-
tion over form, and are rarely caught clad in anything that re-
stricts movement to any great degree. Due to their clan weak-
ness, they must always be wary
of just how bestial they appear

whirling dervishes. The un-
equivocal and irreplaceable
benefit of first-hand experi-
ence flows through them, sup-
planting the theoretical with
the practical, and making the
Gangrel widely respected
among those who recognize
the primeval nature of the
Kindred soul. This insight
makes the clan invaluable, but
also makes it dangerous, and
some would just as soon si-
lence the Gangrel as hear their
frank wisdom.

Nickname: Savages

Sterentypes
Daeva: Primp and preen all you want, but you’re more like us
than you imagine.
Mekhet: Fine. Stay hidden.
Nosferatu: Proof that not all Kindred are created equal; some
are way more fucking scary than others.

Ventrue: I'll piss blood on their boots and wear their skins
as a trophy.
sk

Lupines: Next time you think you’re the shit, I'll show you
one of these and we’ll settle the matter for good.
Mages: Under that mask of power lies a human face, warm

and flush with blood.

Mortals: They move in flocks, so never forget what they are
to us wolves.

to others, and some especially
old (or angry) Gangrel typi-
cally learn some amount of
Obfuscate to avoid potentially
disastrous situations.

Havens: One of the clan’s
greatest strengths is its deft
maneuverability, a good por-
tion of which stems from its
Discipline of Protean, which
allows the Gangrel to take
rest in any natural soil. Sleep-
ing in the ground does, of
course, have its drawbacks,
and even the most feral of
Savages comes to appreciate
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having an actual place to hang his hat after a while. A number of the more urbane (or at least urban) Gangrel therefore elect to
take traditional havens, though their restless spirits and mistrust of other Kindred tends to keep them moving.

Background: Potential Gangrel can come from nearly any former life, but few Savages would choose a mortal who did not possess a
strong survival instinct. Beyond this, most are quite particular about those they sire. Gangrel loathe personal weakness and those who are
soft of body or mind (especially given their weakness), particularly those with a paper-thin or disconnected sense of being. Clan members
most admire those whose greatest strengths are the strengths of the self — self-awareness, self-confidence and self-reliance. While it is not
unheard of for a Gangrel to Embrace someone who lacks these qualities (usually as a cruel test to see whether the Embrace will sufficiently
toughen the person up), most Gangrel hold to their standards, as not doing so is often more effort than it’s worth.
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Character Creation: Gangrel are very honest with themselves about what is and is not their
forte, and they seek to improve those things to which they are especially or innately suited.
Many Gangrel come off seeming hyper-specialized, their players having devoted significant
dots to those Attributes and Skills in which they are focused. This rule is a very general one,
however, and numerous exceptions apply. Due to temperament, the aptly named Savages
are rarely very strong in the Social department (though entire bloodlines of
sociable Gangrel probably exist somewhere), preferring instead to hone
body and reinforce the mind. An even mix of Physical
and Mental Skills is always good, erring toward the
Physical side.

Favored Attributes: Composure or Stamina
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Clan Disciplines: Animalism, Protean, Resilience

Weakness: As befits their sobriquet, the Gangrel are more closely tied to
their Beasts than are other Kindred. The more they feel the call of the Beast,
the more bestial they become, and the more their minds become those of
less principled animals. With regard to dice pools based on Intelligence and
Wits Attributes, the 10-again rule does not apply. Additionally, any 1’s that
come up on a roll subtract from successes. (The latter part of the weakness
does not affect dramatic-failure rules.) This weakness does not apply to
dice pools involving perception or reaction to surprise (see p. 151 of the
World of Darkness Rulebook), or to the Resolve Attribute.

Example: The Gangrel Unholy is chasing Loki, who manages to elude her, but
not before he drops a mystic artifact he stole from one of her other old enemies in the
Ordo Dracul. The Unholy has a chance to figure out what the artifact is, her player
rolling a dice pool of Intelligence + Occult (seven dice). The dice come up 10,8,7,7, 6,
3and 1. Normally, the player would roll the 10 again, but not in this case, as this dice pool
involves the Unholy’s Intelligence Attribute. Furthermore, the 1 rolled cancels out one of the
player’s two successes, leaving only one. The Unholy knows that this is an item of mystic
significance, but she has no inkling as to what it does or what might activate it.
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Organization: The Gangrel are perhaps the least organized of the clans. They have
no hierarchy per se and are largely disinterested in either clan structure or intra-clan
activity for its own sake. The only nod they give to such matters comes in the form of an
event called a Gather. These meetings serve a twofold purpose. First, as an opportunity
for Gangrel to unite and update one another on the events of the intervening time.
Second, as a forum for official intra-clan dispute resolution. Before this practice began,
ferocious Savages visited their rage upon one another at will and without process, and
the clan as a whole suffered. Thus began the practice of settling disputes at gatherings of
the clan before a Priscus or Primogen, where any conflict (or combat, if necessary)
could be moderated and monitored by the peers of both Savages. As a result of this
practice, the clan has grown more cooperative over time, leading to markedly fewer
intra-clan kills. The majority of such disputes now stop short of Final Death.
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Bloodlines: Anavashra (mysterious ritualists who claim domains in India and
Bangladesh); Anubi (Egyptian cultists who have feuded long with the Lancea Sanc-
tum); Bruja (a rogue biker gang that slakes its thirsts at will and terrorizes Baja Mexico
and Southern California); Matasuntha (a bloodline of warriors descended from an
ancient warlord of the Huns); Taifa (sociable and sophisticated, these Middle East-
ern Gangrel are known for their political savvy and social aptitude).

Concepts: Archeologist, bodyguard, bumpkin, circuit rider, guru, mercenary,
nomad, shaman, survivalist, urban predator, zookeeper
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MEKHET

SURE, T CAN FIND THAT OUT FOR YOU, BUT YOU BETTER MAKE IT WORTH MY WHILE.
M SURE HE'D LOVE TO KNOW YOU WERE ASKING ABOUT HIM....

Vampires have always been creatures of the night
by design, but none more so than the dwellers
in darkness who compose Clan Mekhet. Dark-
ness is the hallmark of this lineage, and its
members surround themselves with it like
a corpse wears a shroud. The hallmarks
of the clan are stealth and wisdom, so it
is entirely fitting that they are associ-
ated with darkness — the better to hide
them and the source of the knowledge
they exhume.

Clan Mekhet comprises one of the most
cosmopolitan memberships among the great
families of the Kindred. Although they com-
pose a clan born of darkness, these Shadows, as they
are known, interpret that darkness in many ways. Some
of the clan’s members are masters of the night, using their
gifts and undead powers to make a place for themselves within
the aristocracy of the Damned. Others are literal skulkers in
the shadows, ready to plant a stake in a rival’s heart or steal
the wealth from a rival’s haven. Still others are poets or paint-
ers, heirs to darkness of a more personal nature. Yet more
Mekhet are diviners of secrets, questing after information it-
self forgotten and thus relegated to the darkness of memory.
Clan Mekhet runs the gamut from filth-streaked murderers to
enlightened philosopher-Princes and everything in between.

While the clan certainly has coarse members, the Mekhet
are, by and large, marked by a certain degree of finesse with
whatever aspect of tenebrous unlife they choose to pursue.
A Mekhet bodyguard, for example, is unlikely to be a brawl-
ing brute, but more likely to
know an ornate fighting

Covenant: A great many Mekhet fall in with the
Carthians or the Lancea Sanctum, both of which
have strong traditions of politics and secrecy
to which the Shadows can lend their talents.

The same can be said of the Circle of the
rone, which typically draws Mekhet by
virtue of its underlying message of redemp-
tion and meaning in the unlives of the
Damned. Less philosophical and more
viscerally impassioned Shadows are of-
ten drawn to the ranks of the unaligned,
whose ideology of freedom (or anonym-
ity...) is an easy fit for the wild at heart. This
is not to say that the clan is weak within the
Invictus, though. Invictus Shadows are simply
quieter about their covenant affiliation than their
boastful brothers, or are at least more reserved about the rea-
sons for their affiliation, which typically coincide with those
of the Carthians or Lancea Sanctum. More than a few Mekhet
find themselves among the Ordo Dracul, as the study of its
esoteric principles often coincides with artifact-finding expe-
ditions or secrets to be gleaned from other Dragons.
Appearance: Of all the clans, the Mekhet are perhaps the
least uniform in the way they appear to others. Some play the
clan archetype to the hilt, dressing in black clothing and adopt-
ing styles that allow them to blend into the scenery. Others
choose from popular mortal styles and fashions, attempting to
blend in with the crowd by evading individual notice. This
practice is particularly common among Mekhet who associate
with one particular subculture, thereby becoming an iconic,
though rarely outstanding,
example of that group’s tastes.

style. A Mekhet infiltrator is
gracious or invisible, not a
sloppy vandal. A sage or
scholar might have such su-
pernatural acumen that his
abilities are downright
oracular instead of merely
archival. Mekhet Kindred
very much consider them-
selves paragons of the
vampiric state, so whatever
they do, they devote them-
selves to it and refine their
capacity almost to the point
of second nature.

Nickname: Shadows

STEREOTYPES

Daeva: They thoughtlessly despoil what they once were, and
shamelessly mock what they’ve become.

Gangrel: Noble in their own way, but sadly disconnected from
their roots.

Nosferatu: Brothers in darkness — but beware sibling rivalries.

Ventrue: Great company until events conspire to put one
of you in an elevated position, at which point they quickly

grow intolerable.
sk

Lupines: I suspect there is more to them than the savagery we
witness from afar.

Mages: Some secrets the Kindred should not know, yet the
mages wield them with such grace.

Mortals: See them for what they are: the source of our suste-
nance and the bane of our existence.

Havens: Of all the clans,
the Mekhet are typically the
most polarized by their pref-
erences and proximity to the
mortal world. Some Mekhet
prefer to keep close to where
the action is. In large cities,
where their numbers are
strong, many take flats in the
downtown core, or at least
within short distance of vari-
ous urban hot spots or the
Rack. Older or more with-
drawn Shadows are often
preoccupied with security,
and many elect to dwell in
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large homes on the outskirts of populated areas. Such Kindred often keep dogs and other servitors, made strong by the cursed
Vitae of their masters. A few paranoid Shadows even take havens underground, where they cohabitate (or compete) with
Nosferatu for shelter from the sun.

TP

Background: Prospective Mekhet can come from just about any walk of mortal life. The only common thread linking
potential candidates is an affinity for the night itself or some metaphorical darkness, such as a pained soul or a thirst for
knowledge. Many Mekhet are tutored heavily by their sires post-Embrace, in order that they understand the nature of the
clan and its duties. A Mekhet sire who leaves a new childe to the misinformation of other Kindred is a rarity indeed. Some
prefer to let their progeny discover the Kindred world on their own, but not
even these sires stray so far that they can’t watch a protégés’ progress.
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Character Creation: Most Shadows prize those traits that best assist
them in furthering their passion or their cause. Violent or politically
motivated Mekhet typically favor Physical and Social Attributes and
Skills, to improve their dealings with others and to allow them to strike
from their namesake. Scholarly or philosophical clan members tend to
acquire as many dots worth of Mental traits as they can. For many
Shadow players, the process of assigning new traits is like being a kid
in a candy store — just about everything looks good, but you don’t
have a whole lot to spend. The best solution is to keep your character’s
personality in mind when deciding what to take.

?'{":-.;;1 rr"_’ﬂ?:

¥

“‘ﬂ"“‘ar‘ﬂf

Favored Attributes: Intelligence or Wits
Clan Disciplines: Auspex, Celerity, Obfuscate

Weakness: As creatures of darkness even more sensitive to light than most of
the Damned, the Mekhet suffer certain banes of vampiric existence more acutely
than do their fellow Kindred. Whenever Mekhet suffer damage from sunlight or
fire, they take an additional point of aggravated damage from that source (see
p. 172 for more on sunlight and fire damage). Just as shadow cannot exist
without light, so too does light banish shadow.

Example: Loki catches the telltale smell of smoke and realizes that the hotel
where he’s visiting the Mekhet Priscus is on fire. He dashes out the door into the
burning hallway. Normally, this would cause three points of damage, but
Loki’s Mekhet susceptibility to flame increases it to four. Loki sprints down
the hall, hoping the whole building isn’t an inferno. ...
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Organization: While Mekhet is not the most tightly organized
of clans, it does have some structure. The majority of it falls in line
with the clan’s various bloodlines, which are generally more in-
dependent than those of other clans. Nonetheless, some clanwide
structure does exist. In addition to the Primogen in any Mekhet-
heavy city, the Shadows often give more deference to a Priscus
in clan affairs than do members of other clans, particularly if a
Priscus has earned a reputation for wisdom.
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Bloodlines: Agonistes (Mediterranean historians and philoso-
phers who seek to record and retain the knowledge Kindred lose
over time and in torpor); Mnemosyne (fervent vampires who pos-
sess the ability to share memories and experiences through blood ties);
the Morbus lineage of European origin that suffers the Requiem with tainted Vitae;
Norvegi (an inbred, degenerate cult of spies and thieves); Sangiovanni (Venetian nec-
romancers who maintain a tight family structure that Embraces exclusively from its own
mortal stock).
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Concepts: Antiquities scholar, assassin, Casanova, diplomat, enforcer, fence, ghetto
Harpy, pilgrim, policeman, power behind the praxis, seer
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Not all curses are created equal, and even the Damned
have outcasts. These are the Nosferatu, the most
overtly disturbing of the undead. Only sometimes able
to pass as human, the Haunts are horribly warped by
the Embrace, either physically or... otherwise.
They dwell in shadows that other vampires would
not dare. Even other undead fear the Nosferatu,
for their unsettling seemings are constant re-
minders that those Kindred who look mortal
are not. They grudgingly respect the Nosferatu
as well. These blighted creatures have incred-
ible powers of stealth, terrifying strength, and
they embody the monstrous destructive force
that every one of the Damned can muster if pushed
too far. If they had their druthers, most other clans
would prefer never to associate with the Nosferatu at
all, yet the Haunts’ inarguable talents and brute force make
them too dangerous to ignore. So other Kindred offer them a
tense hospitality, hide their unease behind wary diplomacies
and pray that the Nosferatu leave as soon as possible.

Many Nosferatu conceal their loneliness and resentment
behind masks of indifference. They scoff in turn at those who
recoil from them, belittling pretty vampires with soirées and
silly political games, all the while seething at their exclusion.
This isolation has fostered strong familial bonds among the
Nosferatu. To those outside their ranks, they put on a unified
front, creating the impression of a single extended network.
The truth, of course, is that Nosferatu squabble and compete
with one another as much as members of any other clan — but
when faced with an outside
threat, they close ranks.

rise to neighborhood urban legends of haunted houses,
or exist in the basements or boiler rooms of modern
office buildings. Tradition holds that any Nosferatu is
welcome in any warren until she provides her breth-
ren reason to expel her. The Haunts might not all
get along, but they recognize their common bond
— not that they have any choice, since it fol-
lows their aspect like a miasma.

Feared by and therefore ostracized from soci-
ety, many Nosferatu become as alien as their
demeanor. Others choose the opposite path, be-
coming surprisingly cultured, well mannered and
well spoken to compensate for their unnerving
seeming. The latter are the Haunts most frequently
found playing politics with other Kindred. The
Nosferatu are also known as purveyors of information.
Not only do their supernatural powers make them foes to be
reckoned with, but many elder Nosferatu are keepers of an-
cient lore, rivaling anything preserved by the Ventrue or
Mekhet. Sophisticated Haunts trade knowledge the way other
Kindred trade favors, and if a Nosferatu doesn’t know some-
thing, he can probably scare someone who does into telling
him. It is this trade in terror, more than anything else, that
makes the Nosferatu too valuable — and too dangerous — to
ignore. After all, one never knows what the horrid Haunts tell
one’s enemies, or how many of them wait in ambush.

Nickname: Haunts

Covenant: The Nosferatu are everywhere. The Invictus ner-
vously welcomes them as enforcers, informants and soldiers.

The Nosferatu’s inability
to blend in with society
forces them to dwell apart,
often congregating in places
others shun. Some find
sanctuary in the sewers, us-
ing influence with mortal
government and construc-
tion, as well as their own
substantial strength, to ex-
pand simple maintenance
tunnels and sluiceways into
vast underground warrens.
Others lurk in cemeteries,
sharing aboveground crypts
with sedentary occupants.
Still others prefer aban-
doned homes, often giving

Those Nosferatu who ob-
OTEREOTYPLS

tain power in the First Es-
Daeva: Got themselves fooled into thinking they can fuck the pain away.

Gangrel: Just pat ‘em on the head, pretend you're grateful, and
whatever you do, don’t call ‘em on their idiocy. You may be a creep,
but your face looks better on the front of your head than hanging
from some animal’s claws.

Mekhet: Moths are drawn to flame just like shadows. Do shadows
burn, too?
Ventrue: They want to play king of the mountain? Fine. Haven’t

seen one yet willing to come over here and enforce his “rule.”
skekesk

Lupines: Scarier than this? I sure fucking hope not.

Mages: They know something... I'm just not sure I want to know
what it is.

Mortals: Yeah, it sucks having to hide from your food. Yeah, you
could take any mortal out without thinking about it. When you can
take out a few thousand of ’em, then come talk to me. Until then,
keep your fucking head down.

tate tend to extremes; be-
coming relatively benevo-
lent rulers, remembering
what it was like to be down-
trodden, or attempting to
make up for the anguish
they suffered by heaping it
upon others. Haunts who
seek to understand why
God has done this to them,
and those penitents who
feel that they must atone for
whatever sins drew the
curse upon them, find so-
lace in the ranks of the
Lancea Sanctum. Haunts
often find a place among

the Ordo Dracul, where
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their disturbing bearing has little immediate effect on their achievements in the covenant (and might even aid them, as it discour-
ages casual social calls). The Carthians appeal to those who are concerned with constructing a society in which everyone, no
matter how unsettling, has a voice. Those Nosferatu who truly suffer beneath the weight of their curse often find the redemptive
teachings of the Circle of the Crone far too tempting to resist. Even the unbound attract those who accept their terrifying nature
and who want to tear down the system that quakes at their passing — or those who just want to get away.
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Appearance: No two Nosferatu have exactly the same air, though troubling characteristics often follow patterns within
“families.” Discolored leathery skin, gaping maws, rubbery skin, misshapen heads, odors like grave earth, bulging eyes, queasy
stares and personal habits, gnarled hands, ineffable feelings of dread, sagging flesh — all these and more are the hallmarks of the
clan. Not every Haunt is physically deformed. Indeed, many are not, instead discomfiting those
who look upon them with indescribable unease. The darkness and filth in which many
Nosferatu dwell make their foul miens (and fouler odors) even worse.
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Havens: Most Nosferatu dwell in places far from mortals, such as abandoned ware-
houses, graveyards, basements and of course the ever-popular sewers and subway tunnels.
That said, some few Nosferatu choose to flout tradition and take their havens in pent-
houses, fantastic manors — anyplace where they can enjoy the luxuries of wealth yet
still count on substantial privacy.
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Background: Nosferatu normally choose progeny from among society’s castoffs,
such as the homeless, the mentally ill and criminals. Many Nosferatu Embrace out of
spite, using the curse to punish vanity, cruelty or other such “sins.” Assuming a sire
wants a childe to survive — which isn’t always the case — Haunts tend to choose
self-reliant individuals who might actually be able to manage their new condition.
Few Nosferatu Embrace out of love or affection, though even this is not unheard of.
Rare but heartbreaking are the tales of a Nosferatu determined to “gift” his love
with the Requiem, only to find himself the object of his beloved’s loathing when
she learns what'’s been done to her.
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Character Creation: Physical and Mental Attributes are more useful to most
Haunts than Social. Nosferatu frequently make use of Skills such as Stealth and Sur-
vival. It’s unwise to begin with too high a Blood Potency; until a Nosferatu has ob-
tained some experience in the Requiem, he might be forced to rely on animal blood.
Although Nosferatu aren’t social creatures, certain Social Merits such as Contacts
can be useful for gaining information from inaccessible areas.

e 'rr = T‘."']Ff-".—'!

Favored Attributes: Composure or Strength
Clan Disciplines: Nightmare, Obfuscate, Vigor

Weakness: All Nosferatu are repulsive or at the very least uncomfortable to be around.
The cause need not be a physical deformity. A palpable aura of menace, a charnel odor
or the undeniable manner of a predator is just as compelling as a twisted body. With
regard to dice pools based on Presence or Manipulation Attributes in social situations,
the 10-again rule does not apply. Additionally, any 1’s that come up on a roll are
subtracted from successes. (This latter part of the weakness does not affect dramatic-
failure rules.) This weakness does not apply to dice pools that involve the Intimida-
tion Skill, or to the Composure Attribute.

Example: The Nosferatu Scratch attempts to smooth-talk his way past a ghoul standing
guard at a mightclub door. Scratch has a Presence of 4 and a Persuasion of 2 — his player
rolls six dice and comes up with 1, 5, 6, 8, 9 and 10. The net result is two successes: The
1 cancels the 8, the 9 counts as normal, and the 10 isn’t rolled again.
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Organization: The Nosferatu have little formal organization, but as stated pre-
viously they do tend to band together in the face of outside threats. The clan is
almost tribal, with differing “families” of Nosferatu often sticking together or warring
against one another. Clan hierarchy, such as it is, is usually determined by a combina-
tion of seniority and actual merit.
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Bloodlines: Acteius; Baddacelli; Noctuku (violent cannibals who dwell near rural areas
and who prefer to feed on other Kindred); Yagnatia (a Russian family that claims unbroken
lineage from both ancient nobility and witches); Burakumin (an Asian lineage that might
possess necromantic powers, but information on Asian vampires is regrettably scarce even

by Kindred standards).

Concepts: Bogeyman, circus freak, crude sadist, guardian angel, leg-breaker, parvenu, petty
thief, rat king, reclusive eccentric, snitch, sycophantic servant
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The Ventrue offer a very simple boast: They
win. They always win.

Other Kindred often despise the Lords,
but they seldom dispute the clan’s boast. All
too often, a Kindred works and schemes to
win some prize, only to find that a Ventrue
owned it all along. The officers who lead a city’s
Kindred almost always include several highly
placed Ventrue. The Lords acknowledge no de-
feats, only setbacks. The clan shares a ruthless will
to power and the power to enforce its will.

Their favored Disciplines account for some of their
success. The Ventrue learn to command the thoughts
of other beings almost by instinct. Their mastery of
lesser animals harks back to nights of domains in which
the Lord was a master of beasts as well as men. Although
they do not especially cultivate the arts of combat, they
often prove remarkably hard to kill. Ventrue regard their
supernatural gifts, however, as merely a tool to begin the
acquisition of real power — the power of money, property,
corporate stock, political contacts, rank in Kindred society
and large numbers of mortals, at every level of society, beg-
ging to lick their boots and fulfill their commands.

The Ventrue take the feudal nature of Kindred society very
seriously. Every sire tells her childe that some people rule, and
some are ruled. As Lords, they should strive to place them-
selves among the rulers. Most Ventrue neonates already be-
lieved this before their Embrace. Throughout the clan’s his-
tory, the Ventrue have sought power in whatever forms mortals
offered. Kindred historians say
that in ancient Rome the clan
Embraced senators and patri-

cians. In the Middle Ages,
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Daeva: Our only serious rivals. Watch them as you would a

puter wizards. No matter where in society the
power lies, the Ventrue vow to exploit it be-
fore other Kindred even know it exists.

Nickname: Lords

Covenant: Many Kindred see the Ventrue
as almost synonymous with the Invictus. In-
deed, Ventrue tend to rise to leadership posi-
tions within that covenant. Almost as many find
a place in the Ordo Dracul, acquiring immediate
power of a different stripe, which the Lords ulti-
mately turn toward the same ends. They also rise to
leadership among the Sanctified, however, and some
Ventrue find the power they crave within the
Carthians, the Circle of the Crone or even amid the
ranks of the unbound. Some Ventrue neonates hardly
bother to hide their intent to use a gang of unaligned Kin-
dred as a stepping-stone to power within another covenant.

Appearance: Ventrue often adopt a conservative, low-
key appearance that expresses high status without being
flashy. Young Lords sometimes favor a “preppy” look, the
timeless suit-and-tie uniform of business, or (for female
Lords) elegant gowns or business skirt-suits, with unobtru-
sive jewelry. Ventrue elders might keep the styles of long
ago, at least in their own havens, and in public they still
tend to look decades out of date. Even rebellious young
Ventrue wear their metal-studded jackets like a uniform,
asserting their dominance. A Lord surrounds himself with
other trappings of wealth and status, too, from the big, fancy
car in the garage to the wine cellar full of vintages he will
never again have the oppor-
tunity to enjoy.

Havens: If a Ventrue did
not possess great wealth be-

they brought knights and
churchmen into the fold. As
commerce became an avenue
to power, they cultivated mer-
chant princes, bankers and
magnates. When states grew
more bureaucratic, the Lords
Embraced high-ranking civil
servants. The rise of organized
crime brought mob bosses and
drug kingpins into the clan.
At the start of the 21st cen-
tury, Ventrue elders ponder
the merits of Embracing sci-
entists, engineers and com-

deadly viper.
Gangrel: Stray dogs with sharp teeth. Train them when you can.
Mekhet: Acknowledge their wisdom, but be sure they know
they have their place.

Nosferatu: What was it Machiavelli said about love and fear?
ok

Lupines: You can no more rule their kingdoms than you can
rule a wildfire. Treat them with care — or avoid them if you
want to see another night.

Mages: Do not try to understand their powers. You cannot.
Do not use your powers upon them. Their revenge, should you
fail, will be terrible. Their fears and desires, however, remain
human — and so you can bend them to your will.

Mortals: Rule them, use them, feed upon them without pity.
They are born to serve and suffer and never know why.

fore the Embrace, she often
becomes rich afterward.
Ventrue select their havens
to reflect their wealth and
power. Many Lords dwell in
mansions or actual walled es-
tates. Few would settle for
anything less than a classic
townhouse or penthouse
apartment (with secure cur-
tains, of course).

Clan tradition holds that
any Ventrue may claim
sanctuary from the sun at
any other Lord’s haven and

ventrue
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not be refused, but few Lords ever invoke this right. Not only do proud Lords hate to beg another Kindred’s aid, a suppli-
cant henceforth owes a debt of honor to the Ventrue who provided refuge. Great shame would befall any Lord who denied
a clanmate or who could not provide a comfortable rest, however, so a prudent Ventrue makes sure his haven can accom-
modate a Kindred guest or two.
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Background: The Ventrue most often seek childer among the ranks of professionals or the cream of high society. Some Lords
prefer childer from “old money” families or political dynasties, as the closest the modern world comes to feudal nobility. Other
Lords prefer self-made leaders such as millionaire entrepreneurs, politicians, military officers or even crime bosses. As new
professions and new forms of power arise, the Ventrue bring them into the clan. The rise of the computer industry, for instance,
has prompted a wave of tech-sector childer.

Character Creation: Ventrue favor Social Attributes and Skills — the traits needed for
lea