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PRESENCE: The go-to method when natural 
charm and persuasion isn’t enough. Few Daredevils 
are without at least some measure of this Discipline. 
They make frequent use of Presence to procure 
victims in a pinch, and the Discipline also has a part 
to play in hallucinatory powers.

Bane
The Ravnos are doomed. The sun’s fire that inciner-
ated their founder rages through the Blood of the 
clan, erupting from their very flesh if they ever 
settle down for long. If they slumber in the same 
place more than once in seven nights, roll a number 
of dice equal to their Bane Severity. They receive 
aggravated damage equal to the number of 10’s 
(critical results) rolled as they are scorched from 
within. This happens every time they spend the day 
in a location they’ve already slumbered less than 
a week before. What constitutes a location in this 
regard depends on the scope of the chronicle, but 
unless otherwise stated, two resting places need to 
be at least a mile apart to avoid triggering the Bane. 
Furthermore, a mobile haven, such as a movers’ 
truck, is safe so long as the place where the truck 
is parked is at least a mile from the last location. 
Ravnos characters cannot take the No Haven Flaw 
at character creation.

COMPULSION: TEMPTING FATE
The vampire is driven by their Blood to court 
danger. Haunted as they are by righteous fire burn-
ing its way up their lineage, why not? The next 
time the vampire is faced with a problem to solve, 
any attempt at a solution short of the most daring 
or dangerous incurs a two-dice penalty. (Suitably 
flashy and risky attempts can even merit bonus dice 
for this occasion.) The Daredevil is free to convince 
any fellows to do things their way, but is just as 
likely to go at it alone. The Compulsion persists un-
til the problem is solved or further attempts become 
impossible.

Ravnos Archetypes
Midnight Motorcycle Courier
When the package absolutely needs to be delivered 
in one piece, on time and in the dead of night, the 
Midnight Motorcycle Courier is on the job. The 
Courier isn’t listed on any known website, but those 
of note, mortal and undead, have their number on 
speed dial. The Courier knows which routes to take 
when the sect war flares up, whose palms to grease 
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more esoteric — but clearly defined and limited. 
The Kindred must spend their daysleep surrounded 
by their chosen charge. Historically this has often 
meant slumbering in the soil of their land, but it 
can also mean being surrounded by that which they 
tonight rule: a certain kind of people, a building 
deeply tied to their obsession, a local counterculture 
faction, or other, more outlandish elements. If they 
do not, they sustain aggravated Willpower damage 
equal to their Bane Severity upon waking the fol-
lowing night.

COMPULSION: COVETOUSNESS
When a Tzimisce suffers a Compulsion, the Kin-
dred becomes obsessed with possessing something 
in the scene, desiring to add it to their proverbial 
hoard. This can be anything from an object to a 
piece of property to an actual person. Any action 
not taken toward this purpose incurs a two-dice 
penalty. The Compulsion persists until ownership 
is established (the Storyteller decides what consti-
tutes ownership in the case of a non-object) or the 
object of desire becomes unattainable.

Tzimisce Archetypes
Landlord
Since time immemorial, the Tzimisce have been the 
lords of their domains. In the modern nights, how-
ever, the lord on the mountain has all but vanished. 
The Tzimisce are a crafty clan, though, and though 
they may no longer be manorial lords in ancestral 
Old World estates, they find ways to exert control 
over urban domains and rural territories where they 
may. Landlords may own tenement slums or fash-
ionable high-rises, but the result is the same: They 
bleed their tenants for their wealth just as they bleed 
their victims for their blood, and they consider both 
to be extensions of their property.
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their mind merged with the user, and any Dominate 
powers used on them by this power’s user succeed 
automatically with no eye contact necessary. 
 When the power expires, all psychological 
“shields” not used up are lost, though Stains re-
moved or Humanity gained on initial application 
do not revert. 
Duration: One session

Dominate
Level 2
domitor’s favor

Kindred are creatures of cruel irony, and the name 
of this Discipline power is one such example. While 
conditioned with the Domitor’s Favor, a thrall with 
a Blood Bond to that vampire finds it much more 
difficult to act against their master. Domineering 
Tzimisce are especially fond of this power, using it 
to ensure the loyalty of their servants.
Cost: One Rouse Check
System: Defiance rolls for willful thralls under the 
effects of Domitor’s Favor are made at a three-dice 
penalty and thralls may not spend Willpower on 
them. Additionally, total failure on a defiance roll 
means that the Blood Bond does not weaken that 
month. See pp. 233-244 of Vampire: The Mas-
querade for more information on Blood Bonds and 
rolls made to defy them.
Duration: One month

Fortitude
Level 2
valeren

Amalgam: Auspex 1
 The vampire projects their Fortitude outwardly, 
willing the power of their Blood to mend the in-
jured body of another vampire.
Cost: One Rouse Check and additional Health 
depending on circumstances
Dice Pool: Intelligence + Fortitude

System: The vampire rolls Intelligence + Fortitude 
against Difficulty 2 and mends a number of super-
ficial Health damage levels equal to the margin on 
the roll. Alternatively, the user mends one aggra-
vated Health damage level for every three successes 
in the margin. 
 Use of this power takes a whole turn. If the 
vampire spends an entire scene instead, reduce the 
Difficulty to 0. Valeren must be used on someone 
other than the vampire invoking the power, and can 
be used only on vampires. A subject can be affected 
by the power only once per night.
 If the user mends more than one subject per 
night, the user suffers superficial Health damage 
equal to half the number of successes in the margin 
for every additional subject, as they take on the 
burden of so many charges.
Duration: N/A

Obfuscate
Level 2
chimerstry

Amalgam: Presence 1
 The vampire is able to create brief but vivid hal-
lucinations, distracting and drawing the attention 
of those affected. A hallucination can affect any 
single sense — it can be visual, audial, tactile, etc. 
— occurring long enough to make an impression 
before ceasing. The user decides on the specifics of 
the hallucination, though due to its brief nature it 
cannot convey more than something glimpsed in 
the corner of the eye or a voice faintly heard (it can-
not be employed to create a fake ID, for example).
Dice Pools: Manipulation + Obfuscate vs Compo-
sure + Wits
Cost: One Rouse Check
System: The vampire rolls their Manipulation + 
Obfuscate. Anyone unprepared and within eyesight 
of the vampire and eligible to experience the hal-
lucination (by being in line of sight of its projected 
appearance, or by being the target of a tactile 
sensation) is distracted, losing two dice on their next 
action. Additionally, those who fail to resist using 
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Part II: 

clans and  
coteries

T he term coterie may have originally 
come into use to designate a small group 
of vampires who work together with a 
single goal in mind. By contrast, a sect 

is a larger faction of vampires who share a common 
philosophy, while a court, domain, territory, or 
other terms may define all of the Kindred in a single 
geographic locality. With that in mind, despite the 
modern prevalence of the term, many vampires 
consider “coterie” to be archaic speech.

The term is also not without contention. Some 
young vampires feel “coterie” is a phrase weighed 
down by the pretentiousness of the Camarilla, and 
may have fallen completely out of use in certain 
Anarch domains. Especially among young Kindred, 
groups of vampires are often described with a stylis-
tic phrase to which they can relate: a gang of Brujah 

and Ravnos; a burrow of Gangrel and Nosferatu; a 
goddammit of Tremere, Toreador, and Ventrue; and 
so on. 

Coteries sometimes serve as a means of ensur-
ing dependency between members of a greater 
conspiracy, replacing more holistic interpersonal 
connections. Modern Kindred may form coteries as 
an enterprise of common interest, a ritual of cama-
raderie among like-minded vampires, or even as an 
expression of affection, insofar as the Kindred can 
feel it. Coteries persist in the modern nights due to 
the strong, traditional role that they hold in Kin-
dred society. When groups form, whether as social 
cliques, familial broods, information networks, or 
simply as outcasts, mutual protection is the primary 
expectation.
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put those vampires a step ahead of a rival. Note that 
in some cases, only one member of the coterie can 
use a given Merit in a session, on a who-needs-it-
most basis.

Banu Haqim
The external perception of the Banu Haqim often 
identifies them as driven, sombre, and severe. In 
general, the children of Haqim have little interest in 
countering this perception. Clan culture rewards 
those who are goal-oriented, which emphasizes 
actions and deeds. Esteem among the Banu Haqim 
follows what they do, rather than exalting lineage or 
honoring tradition for its own sake. Clan members, 
therefore, take a pragmatic approach, making allies 
where they must in order to pursue their goals and 
accomplish their agendas.

Among the Banu Haqim, coteries are heavily 
focused. Every group has a goal, whether that is as 
judges, enforcers, or exerting influence over a sector 
of mortal infrastructure. 

In more cosmopolitan coteries, Banu Haqim 
may find themselves the recognized motivational 
force in a coterie. They gravitate toward roles in 
which they determine the direction of the group, 
or interpreting commonly agreed objectives. Banu 
Haqim Kindred regard this as leadership — other 
vampires, however, can chafe at what they perceive 
as being ordered around, especially young Kindred 
who aren’t necessarily seeking a regimented or task-
oriented dynamic in their coteries. Interactions with 
the coterie also vary greatly by the faction to which 
a given Child of Haqim belongs. Quite simply, the 
methods and fellows of the clan’s conflicting or-
thodoxies are different, and whether one shares the 
perspective of a number of influential Banu Haqim 
high in the clan’s ranks also bears weight.

As always, individual motivations vary, but 
this same focus on specific objectives often means 
that Banu Haqim membership in a coterie may 
be a temporary thing. Almost akin to serial entre-
preneurship, a Child of Haqim may find common 
cause with a different coterie that better suits her. 
Kindred with whom they have shared a coterie with 
in the past often remain valuable associates. Many 

see value in renewing lapsed relations with reliable 
Kindred to rejoin a coterie or form a new one after 
departing it.

For the Clan of the Hunt, new prey is ever on 
the horizon.

●● CALL TO PURPOSE (Clan Coterie Merit): 
Once per session, the Banu Haqim motivates a 
coterie-mate they can see with a rousing statement 
reminding her of her Convictions or even an intense 
stare that calls her to action. The coterie-mate 
gains the effects of a Willpower point that must be 
used immediately, such as to reroll three dice or to 
briefly master a frenzy. This “Willpower point” isn’t 
taken from the Banu Haqim, and must be given to 
a coterie-mate (the Banu Haqim cannot use it on 
themselves.) See Vampire: The Masquerade,  
p. 158, for more information on using Willpower.

Brujah
Brujah sires often Embrace on a whim, in the throes 
of emotion, or seemingly without the discretion of 
other clans. Apocryphally, some domains are so rife 
with Rabble, it’s almost impossible to find a coterie 
without at least one Brujah!

Perhaps that’s to be expected given their history. 
The Brujah are descendants of ancient warrior-
philosophers, rebels against oppressive causes, or 
crusaders against perceived injustices. In such times, 
Brujah relied on coterie-mates to watch their backs 
and conspire to bring down those who would wield 
power against them. Tonight, this premise hasn’t 
changed, whether it now manifests as revolutionary 
cells dedicated to overthrowing a corrupt social sys-
tem, or as outlaw biker gangs that kneel to no law.

This might make them come across as hard cases 
and solitary iconoclasts, but that’s rarely true. The 
emotional call that brought them into the night 
sustains them. Brujah look to Kindred coteries as 
comrades in arms or even siblings. A coterie is as 
close to family as vampires can afford.

Brujah don’t necessarily care if you’re a Nos-
feratu or a Malkavian. So long as you’re trustworthy 
and reliable, they’re ride-or-die for you. What often 
matters to a Brujah is that the coterie is pulling in 
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perspective. Those of Clan Malkavian often have 
an optimistic outlook toward coteries, seeing them 
as a chance for social interaction they may other-
wise struggle to indulge. As a result, the potential 
to form social bonds with others in a coterie can 
be both exciting and terrifying. Malkavians want 
to relate to their Kindred, but their bane makes it 
difficult to do so.

Occasionally, a Malkavian’s senses may propel 
them into the limelight, yielding the chance to enjoy 
the adulation of other vampires, while at other 
times they feel an overwhelming urge to withdraw 
and shut themselves off from those around them. 
Social interaction can be particularly demanding for 
the Malkavians, and trying for the other members 
of their coterie. 

Not all vampires, of course, are interested in tak-
ing the time to form an emotional support structure 
for Malkavian Kindred. For some vampires, their 
view of the Malkavians’ curse is colored by the 
prejudices that they carried in mortal life — Kin-
dred society is replete with fear of the Malkavians’ 
difficulties relating.

Some Kindred, especially those raised in a less 
enlightened age, may view a Malkavian’s bane as 
judgement for their sins, a trade-off for their “gifts” 
of insight, or simply a tool to be exploited. One 
apocryphal elder sequesters a Malkavian in an iron-
lined coffin, staked and sealed in perpetual night. 
This wretched Malkavian emerges only at the whim 
of this cruel coterie-mate, thereafter to be sealed 
away again for God only knows how long. Few Mal-
kavians would choose to be part of such an arrange-
ment, making for quite the cautionary tale.

●●● EVERYTHING IS CONNECTED (Clan 
Coterie Merit): The Malkavian is able to extract 
secrets from the most unlikely sources, such as dis-
cerning the location of an elder’s vault from some-
one’s casual exchange about the weather or unearth-
ing an adversary’s deepest fears from the way they 
take a right at an intersection. Once per session, the 
Malkavian has the ability to let another member of 
their coterie substitute one Skill pool for another of 
their choice (that they possess) in a test involving the 

gathering of information. The Oracle is then able to 
interpret the results, gaining the same information 
as the original pool would have yielded, depending 
on the margin of success as usual.

The Ministry
To hear a member of the Ministry tell it, they can 
bring everything to a coterie. Everything. The Setites 
want to be everybody’s confidante, and want to stay 
close to those in their coteries, making sure that 
the group’s needs are met, no matter what those 
needs might be. Viewing the world as a marketplace, 
Ministry Kindred strive to ensure that they can 
offer everything their fellows can, but better. If you 
need guns, they’ll give you a silver Lexus with a 
trunk full of AR15s. If you need vitae, they’ll bring 
you blood from vessels high on top-shelf heroin. If 
you need to get out of the country, they know a guy 
with a private jet. If you need a herd, they’ll give you 
a key to their downtown apartment where a number 
of unidentified refugees are “couch surfing until 
they find a permanent place to stay.”

Often, this means that the presence of a Setite 
within a coterie introduces an element of quid pro 
quo. The Ministry can provide for their fellows, but 
may expect favors and social benefits in return. Such 
recompense could be a widening of the Tempter’s 
network of connections or even recruitments for 
their spiritual flock. For the Ministry, this in no way 
precludes social bonds or represents an exception 
to forming alliances. The Ministry would rather 
deal with their local community, starting with their 
coteries. What better customers than people who 
know the people one knows, after all? 

Those who share a coterie with a member of the 
Ministry are generally quite aware of this. Canny 
vampires are quick to take advantage of the benefits 
of maintaining ties with the Setites, even if they’re 
cautious of the Ministry’s ulterior motives. Some 
vampires may balk at the idea of working with the 
Ministry, fearful of what scheme the Tempter might 
be working right under the coterie’s nose. In truth, 
the Ministry Kindred is often entirely upfront and 
even honest about their intentions. Nobody wants 
to deal with an oily used-car salesman, after all. 
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Archetypes 
Suspicious Investigator
You don’t remember exactly what happened. One 
minute you were filing your report at the station, 
filling out forms on a bizarre assault case, then the 
next thing you knew you were home. You’re pretty 
sure somebody came into the office and spoke to 
you. Can’t quite remember what it was about, but 
you think they said to forget about something. The 
next day, the chief called you into her office and 
asked about missing files. Now you’re on unpaid 
leave. Whoever did it didn’t realize that they were 
tangling with a department veteran. You’re on the 
trail now. You’re certain it’s connected to the new 
nightclub in town, and if you can just speak to the 
owner, you’ll have all the info you need. 

Troubled Partner
Your partner hasn’t been the same since July. He 
definitely looks unhealthy, much paler than usual. 
You’ve been worried — there’s a pandemic happen-
ing and he hasn’t been eating properly. In fact, you 
don’t know when the last time he ate a full meal 
was. So, last weekend you told him you want to 
know what’s really going on, he either tells you the 
truth or you’re walking out the door. And he laid 
it out for you, the whole truth. You still don’t quite 
believe it, and you definitely don’t buy that he’s… 
shit, even just thinking the “v-word” sounds out-
landish. Even so, ever since he told you, it’s like he’s 
vanished off the face of the Earth. But now, every 
few nights, you’re sure you catch sight of someone 
watching you, and they vanish when you turn your 
full attention to them.

Lost Hopeful
When you first joined the family, you were amazed 
how easy it all sounded. Live in a big house, don’t 
worry about money or taxes or anything. All you 
had to think about was her: how to please her, how 
many ways to love her, how she wanted you to look. 
You’re part of her family now, and that’s just fine. 
On nights when things are fortunate, you might be 

chosen to make the offering. The intimacy of her 
touch, her kiss on your neck, it leaves you eager for 
the next night. But still, there’s more to strive for. 
You share the house with many of your brothers 
and sisters, but only one of you can be First. You are 
ashamed to admit it, but you’re envious of the First, 
the mistress’ chosen, for they enjoy the full glory 
of your mistress’ attention. Maybe soon you’ll be 
chosen to be First as well, if you are loyal enough. 
Or maybe there’s another mistress who can see your 
true worth. 

“Pizza” Delivery
You had another phone call last night. Same place 
as before, Pier 17. Same delivery as before, none of 
your fucking business. A few wooden crates marked 
with Cyrillic letters, you make the delivery, and, 
when the money changes hands, you kick a little 
up to the guy at the other end of the line. You only 
know him as Seb, but you know from his accent 
that he’s not from around here. You don’t know 
where he gets the goods. That’s his business. All 
you know is that he sure calls you a lot. Pay’s worth 
it, though. But there’s always a way to sweeten the 
deal. Like tonight. Tonight you’re bringing a few 
friends. When Seb shows up, you’re going to have 
words, see about keeping a little more of the cut for 
yourself. 

The Role of Mortals
The following rules allow players to create mortal 
characters for participation as part of the troupe 
(if not the coterie proper…). This set of options 
allows for a player to explore the relationship that 
a vampire holds with mortal kin or colleagues and, 
perhaps, even their own Touchstones. 

Portraying a Touchstone
Touchstones represent vampires’ immediate con-
nections to Humanity, both as a game trait and as a 
society. As such, it can be very rewarding to explore 
what the mortal gets out of this arrangement (if 
they’re even aware of what it represents to the vam-
pire in the first place). 
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Health
Mortals suffer damage with greater severity than 
vampires, and cannot use their blood to mend in-
jury. Mortals receive Superficial damage from blunt 
force trauma: punching, falling, and so on. Heavy 
force trauma, such as being struck with a baton, 
baseball bat or run over by a car deal Aggravated 
damage, as does penetrating, cutting, or pierc-
ing damage such as that from knives and bullets. 
Mortals do not sustain Aggravated damage from 
sunlight, but do receive it from other sources that 
indicate such (fire, Feral Weapons, etc.).

Recovering Superficial and Aggravated Health 
damage is detailed on p. 127 of Vampire: The 
Masquerade.

Health damage for mortals also has a few ad-
ditional considerations.

During a session, one point of Superficial health 
damage takes four days of rest to recover. (This is in 
addition to the Health levels recovered at the start 
of the session.) The rest may occur during down-
time, but it is cumulative. For example, healing 3 
Superficial health damage takes 12 days. Unless the 
individual is hospitalized, one Aggravated health 
damage takes three weeks of rest to recover, using 
the same method. These are general downtime-
elapsing guidelines that the Storyteller can adjust, 
but remember that mortals are inherently more 
fragile than vampires.

This method of healing does not account for 
long-term scarring or life-changing injuries. The 
Storyteller may declare that any notable injury 
may leave a scar or other permanent changes to the 
mortal’s body, such as by sustaining great damage 
from a single source, or withstanding one’s last 
tracker box of health damage. Such injuries could 
range from a disfigurement to bone or joint damage. 
In extreme cases, recovering from damage might 
result in the loss of one point from a Physical At-
tribute trait of the Storyteller’s choice. This should 
never feel arbitrary or punitive; again, mortals are 
inherently less resilient than vampires, and Trait loss 
should come as a result of great danger or sacrifice.

Willpower
Recovering from Superficial and Aggravated Will-
power damage is detailed on p. 127 of Vampire: 
The Masquerade.

Mortals may spend one point of Willpower 
to ignore being Impaired or other Health-related 
penalties for one turn. This represents the human 
will to persevere in the face of adversity, tragedy, or 
ruinous physical trauma. Perhaps best described 
as “the human spirit,” this motivation drives the 
living to accomplishment. Perhaps in the face of the 
knowledge of their finite existence, the light that 
burns half as long burns more brightly. 

Humanity
Mortals begin play with a Humanity value of 7.

Loss of Humanity is as perilous for mortals 
as it is for vampires, but unlike vampires, mortals 
have no Beast. Without an internal personification 
of their nature upon which to levy blame for their 
baser acts, mortals have to reconcile their eroding 
Humanity with their own choices. 

Humanity loss can be expressed in many ways. 
Mortals who have chosen to undertake actions that 
lead to Humanity degeneration sometimes blame 
their actions on external forces. Indeed, blaming 
others for one’s own actions may be what caused 
Humanity loss in the first place. This may take 
the form of an outside group that the individual 
feels derision for; some might blame all people of a 
certain gender for their own dissatisfaction, hold all 
people of a certain income bracket as less deserving 
of anything but disdain, or turn their aggression 
toward a specific individual as a target for abuse. Or 
eroding Humanity may lead the individual to be-
come more distant from others, unable (or unwill-
ing...) to empathize with their fellows. Selfishness, 
cruelty, the inability to relate to others: All of these 
attitudes represent a dwindling connection to what 
it means to be human.

When portraying a mortal character who has 
fallen to Humanity 3 or less, the player and Sto-
ryteller should agree upon a Compulsion that 
represents the character’s slide into selfishness. This 
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Ghouls
Why Play a Ghoul?
In the World of Darkness, the focus of the story 
often lingers on Kindred, with mortals holding a 
nominal and transactional focus to the intrigues 
of those bearing the Curse of Caine and haunted 
by the Beast. Ghouls, however, allow for a distinct 
niche for storytelling and engagement that makes 
them compelling as players’ characters in their own 
right. Occupying the strange space between mortal 
and Kindred, ghouls offer all of the benefits of be-
ing a mortal — ability to function and act during 
the day, interfacing with the full breadth of mortal 
society, and the like — with some supernatural ben-
efits granted to them by the Blood of their Kindred 
domitor.

The word “domitor” is believed to be a perver-
sion of the Latin dominus meaning “lord” or “mas-
ter,” describing the vampire to whom a mortal is 
bound. Vampires who consider themselves cultured 
or more refined may prefer more affected terms for 
the relationship, but, semantics aside, it doesn’t 
change the fundamental truth. One is subservient 
to the other, with vitae being the tie that binds them 
to one another.

Most mortals go through life without realizing 
that danger and power coexist in the shadows, bliss-
fully unaware of what lurks beneath the veneer of 
normality they experience daily. But the nighttime 
is when the lines between what is perceived to be 
reality and the world that lies beneath blur.

Maybe you stumbled upon a vampire feed-
ing on a panhandler in an alleyway, or you were 
mesmerized by a creature of impossible beauty and 
magnetism in the club. Whatever was the inciting 
event that opened your eyes, one thing was certain: 
You caught just a hint, a glance of something darker, 
something primal, and you’ve not been able to get it 
out of your head since.

In the Half-Light
Just as vampires have an interest in mortals to 
meet their vital needs, there exist mortals aware of 

Kindred society who have just as keen an interest in 
their undead overlords. This can range from casual 
curiosity from someone with a passing familiarity 
with the occult to an all-out obsession that threat-
ens their livelihood and personal relationships. 
It’s one thing to experience the stories of vampires 
fictionalized in the written word or on the silver 
screen, but it’s a whole other thing when you realize 
that they actually exist, and that maybe, just maybe, 
they turn others among the still-living to their 
monstrous ends.

The degree to which these mortals pursue their 
interest in Kindred society varies, but it usually 
results in either becoming part of the vampire’s 
sphere of influence or becoming one of their faith-
ful attendants. In doing so, these mortals have 
opened themselves up to a whole new world, where 
danger lurks in around every corner if they are not 
cautious. Rival Kindred, coteries, and sects clash 
for supremacy in domains. All of these play a role 
in their new existence, leading to decisions one 
thought unthinkable. Choice becomes less about 
what is right or wrong, but what it takes to survive 
and navigate the world now thrust upon you, safety 
being but a distant memory.

Fatal Addiction
All relationships involving Kindred are undoubt-
edly parasitic, and the relationship between mortals 
and Kindred is no different. Mortals use other mor-
tals, Kindred use mortals. It’s cyclical and perhaps 
more symbiotic than parasitic, but those are just 
semantics that ghouls use to justify their reliance on 
their Kindred masters. They can lie to themselves 
about having things like “ethics” and “morals,” but 
when it comes down to it, they’re willing to cast 
those aside for a number of things, such as another 
hit of vitae, the continued support a vampiric pa-
tron offers, and the ability to forego aging without 
losing the ability to exist without the baggage of the 
Curse.

Being a ghoul causes complications, certainly. 
Ghouls are more than an average mortal, arguably 
comparable in might to some thin-bloods, but far 
less than Kindred in the eyes of most vampires. A 
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Archetypes
Unwitting Subject
They told you it was a medical trial, but the place 
sure wasn’t a hospital and they sure didn’t look like 
doctors. Usual suspects showed up, though, and the 
money was real. Had you sign stuff, but looking at 
the guy by the door, lawyers weren't the main thing 
that scared you. Still, the stuff was potent. Had you 
up all night, like some high-grade research chemical 
straight off the Dark Web. Probably was, too. The 
second time had fewer volunteers, and you all got as-
signed tasks as well. “For metrics,” they said. Weird, 
but the pay was too good to pass up, not to mention 
the buzz. The third time they handed the four of 
you who were left a list of names and instructions. 
You wonder how many will show up next time.

Cleaning Specialist
Kindred needs are a bloody business, and some-
times the pangs of their monstrous hunger means 
that a more thorough clean-up is necessary. It is 
not always as easy as dumping a body wrapped in 
plastic into some dumpster in a back alley. It can be 
as involved as erasing a person wholesale from the 
system, and in the most extreme cases, snipping the 
loose threads so that evidence cannot be traced back 
to any one person. At any rate, it’s a demanding 
profession. One that requires a strong stomach, but 
if push comes to shove at least you have the skills to 
cover up deaths — or fake one, if need be.

Mnemonic Courier
When something needs to be delivered discreetly 
and prying eyes kept looking elsewhere, your 
masters call on you. A life-long courier, graduating 
from drugs to weapons to near-extinct exotics, you 
now ply your trade transporting the most volatile 
merchandise of all: information. Their secrets are 
safe with you. After all, you never learn them. All 
you ever remember is the masters’ eyes and a queasy 
sense of falling. At your destination, a word sets 
your cargo free, flowing from your lips while you 
sink into the river of unmemory. Whether travelling 
across town or the world, your masters can rely on 

your capability, your discretion, and above all, your 
ability to remember and then forget.

Maverick
Where others are content to go with the flow and 
follow every order given to them, you buck every 
expectation and social trend. It’s not that you’re 
a contrarian, but rather that you possess a strong 
sense of self that’s difficult to circumvent, and 
mundane attempts to manipulate you tend to fall 
flat. There is a give and take in your relationship: 
While your domitor didn’t quite know what they 
were getting with you, your ardent self-advocacy 
and frankness has been the talk of the domain ever 
since. While it is important to you to stay in your 
domitor’s good graces, you also have a life outside of 
them — wholly separate, and you would prefer it to 
stay that way.

Creating a 
Ghoul Character
Character Concept
Like their vampiric counterparts, character con-
cepts for ghouls are limited only by your imagina-
tion. Ghouls can come from all walks of life, from 
medical professionals to social media influencers to 
runaways living on the fringes of society.

Ghouls also can be chosen for any reason that 
suits their domitor. Ventrue may create ghouls from 
those closely aligned with their financial or political 
goals, but no one too far up the corporate ladder 
because when the time comes to dispose of them, 
the Blue Blood probably doesn't want them to be 
missed.

Some young Kindred detest the practice of 
creating ghouls but even they understand its utility. 
These are more likely to work with their ghoul in 
something approaching an equitable fashion. A few, 
in their naiveté, find themselves assisting so-called 
“independent ghouls” (see p. 55), which rarely ends 
well for an altruistic neonate.
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A core character concept for your ghoul should 
include a basic identity (example: an unassuming 
librarian or a workers’ rights activist), general dispo-
sition toward the world (and their domitor), and an 
ambition that drives them to do what they do. Then 
spend some time considering the following ques-
tions to help further flesh your ghoul out:

 ■ Are you even aware of what you are?
 ■ Did you drink “from the tap,” or did you become a 

ghoul more innocuously?
 ■ What are your feelings toward your new “normal?”
 ■ Did you become a ghoul willingly or was the choice 

made for you?

Keep in mind that though a ghoul depends upon 
their domitor (unless circumstances liberate 
them…), they still have their own drives, goals, 
thoughts, and motivations. Playing a ghoul whose 
domitor is a player’s character or Storyteller char-
acter requires ongoing consideration regarding 
consent (See p. 57).

Ghouls do not have a Beast in the same sense 
that vampires do, but they still have Human-
ity scores, and actions they take, whether it be in 
service to their domitor or otherwise, can negatively 
affect their Humanity. The downward spiral for 
mortals and ghouls is not constrained by being lost 
to the Beast. And while the Beast is not a personi-
fied, inchoate monster for a ghoul, ghouls nonethe-
less have described the drive for vitae as everything 
from a dependency to an addiction to a relentless, 
consuming need that informs everything they do, 
even if it isn’t figuratively whispering in their ear.

Choose your Ambition and Desire as normal.

Set Your Attributes
Before deciding which dots go where, consider your 
character concept and what the character is best at, 
what they are moderate at, and what is their weakest 
aspect.

Best Attribute       4 Dots
Three Attributes   3 Dots
Four Attributes      2 Dots
Worst Attribute    1 Dot 

Now derive two more Traits from your Attributes 
as follows:

 ■ Add three to your Stamina to derive your Health.
 ■ Add your Resolve to your Composure to derive 

your Willpower.

Choose Your Skills
Skills speak to a character’s everyday life, what they 
know, how they perform certain actions, or even 
how they react to situations as they arise. A ghoul 
may have skills that their domitor lacks, such as 
Streetwise or Technology, or ones they have gained 
through education, a professional career, or through 
significant life events. It is wise to consider Skills as 
part of the reason your domitor chose you, Skills 
relevant to your current profession, or that display 
some manner of personal interest. You are (prob-
ably) not a mindless drone — you are someone’s 
hand-picked attaché.

As well, consider for a moment what Skills 
represent in the character’s life story. Did they learn 
about Politics during a summer when they were 
part of a grassroots canvassing campaign? Are they 
part of an emergency response team, increasing 
their knowledge of Medicine along the way? Being 
a top-notch brawler or expert marksman may help 
in combat situations, but without a rationale to 
accompany having those skills, it doesn’t offer quite 
the same vitality into your character. Consider hob-
bies and after-hours activities they may participate 
in that manifest as low-level Skills.

You can choose your Skills on your own: Use 
the Sample Professions Package (see Vampire: The 
Masquerade, p. 145), or use the Quick Skills As-
signment method (see Vampire: The Masquerade, 
p. 147).

Disciplines and Predator Type
Upon becoming a ghoul, the character gains a 
level-1 Discipline power in a Discipline possessed 
by their domitor. Ghouls can purchase additional 
level-1 powers at the cost of 10 experience points 
each, but they must all belong to Disciplines pos-
sessed by their domitor. (The powers themselves do 
not need to be possessed by the domitor, however.)
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yourself handed over to a social pariah. Worse still 
is the ghoul who has had to experience the death 
of a domitor and must choose between following 
their master into death or continuing in the service 
of someone else. Keep these thoughts in mind and 
explore also what this change means and represents 
to the character — the Blood Bond is powerful and 
evokes emotions that weigh on such decisions.

What Happens If a Ghoul  
is Embraced?
So, you decided to get Embraced. Well, actually, the 
choice may have been made for you by a desperate 
domitor. Whichever way that cookie crumbled, 
a few new details now apply to your erstwhile 
ghoul’s situation. (Assuming, of course, that your 
would-be sire isn’t thin-blooded… and if she is, hope 
that you’re one of the thin-blooded Embraces that 
doesn’t fail outright.)

 ■ Ghoul-specific Advantages (both Merits and Flaws) 
are lost, with the points refunded to buy new 
Advantages for the character agreed upon by the 
Storyteller. At the Storyteller’s discretion, a former 
ghoul can maintain ghoul-specific Advantages.

 ■ The fledgling gains Generation dependent on the 
Generation of your sire. Blood Potency starts at the 
lowest value of that Generation’s bracket. See the 
Generation and Blood Potency table on p. 214 of 
Vampire: The Masquerade.

 ■ Humanity score remains the same as the ghoul’s at 
the time of the Embrace.  

Independent Ghouls
Many ghouls, whether willing or coerced, manage 
to adapt to whatever relationship exists with their 
domitor. In most cases, in return for assistance with 
functions that the Kindred cannot attend to (or be 
bothered with), ghouls gain some amount of protec-
tion, attention, and the blood that sustains their 
existence.

Such a lifestyle isn’t for everyone, and some 
ghouls acknowledge no domitor, avoid blood bonds, 
and effectively do favors in return for vitae. Or they 
just straight-up steal it.

These so-called Independent Ghouls are consid-
ered loose cannons proximate to Kindred society, 

with more than one unwitting neonate or foolish 
ancilla learning a hard lesson by dealing with them. 
Many Camarilla Kindred consider Independent 
Ghouls to be unacceptable, in that they’re a threat 
to carefully constructed social hierarchies, after 
all. Many Anarchs, however, see these mercenary 
individuals as worthy of respect — they managed 
to hoodwink a lick and turn the power dynamic 
around. Even an appreciative Anarch probably 
wouldn’t go so far as to trust an independent ghoul, 
though.

It’s not an easy existence and the wise independ-
ent ghoul cultivates a network of Contacts, Allies, 
and Influences, not to mention a great deal of Wits 
and Resolve to stay one step ahead. Independent 
ghouls must seek out vitae to maintain their state, 
and the savvy ones know to imbibe inert blood 
rather than directly from a domitor, lest they risk a 
Blood Bond to a different “patron.” If they become 
too desperate, they’ll find themselves thrall to the 
very bond they attempted to circumvent.

Of course, this sort of attitude makes these 
already mistrusted ghouls an even bigger threat: 
Predators do not like being targeted by what they 
see as their prey, or those who should be servile 
instead of independent.

Mortals and Ghoul 
Characters in Variant  
Chronicles
While Vampire: The Masquerade is a game about 
vampires, much can be gained from stories in which 
the players aren’t themselves vampires, at least to 
begin with. It’s possible to experience the horrors of 
undeath from outside, as servants, agents, or poten-
tial victims. What follows are examples of the ways 
mortals or somewhat-mortals can be used to great 
effect in a chronicle.

The All-Mortal Chronicle
Have every player create a mortal character, with the 
aim to have them Embraced at some point (turning 
the chronicle into a one about vampires) or set them 
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against the undead. Or both. For many new players, 
diving head-first into the World of Darkness and the 
Storyteller System is challenging enough without 
also having to learn the ins and outs of being a con-
spiratorial nocturnal leech. Likewise, experienced 
players often relish a change of perspective, allowing 
them to see the World of Darkness in a new prover-
bial light.

Ghouls, Ghouls, Ghouls
The misadventures of a retinue of ghouls lends 
itself extremely well to chronicle play. Unlike many 
vampires, ghouls are either expected to serve, or 
(if independent) have a clear objective with which 
to occupy their day-to-day activities. Whether as 
specialists set to unsavory purposes by an undead 
master dangling the carrot of eternity ahead of 
them, or as a motley group of servitude survivors 
struggling with a fatal addiction, their days and 
nights will never be dull.

Mixed Mortalities
Power dynamics is the name of the game when mor-
tals (including ghouls) and vampires share a table. 
Make sure players understand the lopsided strength 
disparities and swinging spotlight distribution that 
can result from this. During the night, the vampires 
reign supreme, with mortals likely at their beck and 
call, while daylight sees the vampires’ players idle 
for long periods of time while their unlives hinge on 
the actions of the mortals. Make sure that everyone 
agrees to this kind of setup before embarking on it 
and that all participants adhere to the practices of 
considerate play (see below).

Troupe-Style Play
In this form of chronicle, each player creates at least 
one mortal or ghoul character in addition to their 
vampire. These characters represent retainers, allies, 
or the associates of the other players or the coterie as 
a whole. When one player takes on the role of their 
vampire character, the other players assume control 
of these associates, changing it up on a session-by-
session basis. This works best for groups in which 
the vampire characters are less hands-on and work 

toward private agendas — sometimes even against 
each other — trusting the mortal characters to dirty 
their hands on the vampires’ behalf. It also allows 
players more license to “play to lose” as they can 
afford to dramatically sacrifice a character without 
completely losing their tether to the story.

Mortals, Ghouls, and  
Player Consent
Consent is paramount when players portray char-
acters with intimate connections to another player’s 
character. Portraying a mortal with an intimate 
connection to another player’s character requires a 
significant amount of collaboration between both 
players, and the acknowledgement of the Storyteller.
For more information on considerate play, see  
Appendix III of Vampire: The Masquerade.

Mortals
Especially when the Kindred are involved, the na-
ture of relationships between vampires and mortals 
isn’t one that fairly represents both sides’ interests. 
The relationship between such players requires both 
consent and understanding of one another’s emo-
tional boundaries. This implies an intimacy that is 
best suited for consenting players willing to respect 
each other’s boundaries and know when to back off 
if the interactions become too intense.

Some of the themes that arise from playing a 
Touchstone may include betrayal, stalking, obses-
sion, and other potentially traumatic experiences. 
Characters who are being groomed for the Embrace 
raise similar questions of trauma and intensity. At 
no point should a player be surprised by an in-game 
relationship with the potential for an emotional 
intensity to which they didn’t agree beforehand. 
And even if the player did agree beforehand, they 
have the right to revoke consent at any time if the 
experience isn’t something they enjoy.

A vampire may inflict her curse upon a mor-
tal for any number of reasons. The psychological 
impact of suffering the Embrace by a loved one can 
be staggering. Feelings of resentment, betrayal, or 
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Part IV: 

errata and 
rules update

W ith Vampire out in 
the wild for a couple 
of years now, we want 

to take the chance to address 
and update some features that 
in extended play have proved to 
over- or underperform, and also 
to clarify a few things that could 
have been more clearly defined 
in the core book. Please note that 
just like all rules, these changes 
are optional, and Storytellers 
should not feel required to adopt 
them if the old ways worked for 
their troupe. Nobody knows 
the needs of their table better 
than those sitting at it, after all. 
Happy hunting!

Blood Surge Increase
Increase Blood Surge value by 
one for all Blood Potency values, 
taking the span from 0-5 to 1-6. 

(See attached table on p. 63, to be 
included in future printings of 
the core book.)

DESIGNER’S COMMENT: As 
the majority of Vampire charac-
ters have a Blood Potency of 1 or 
2, getting a single die for the price 
of a Rouse Check is a pretty raw 
deal, and Blood Surge was rarely 
used to the extent it was intended. 
We believe players will get more 
mileage out of it now, especially 
at the lower Blood Potencies. This 
also means that thin-bloods gain 
this ability, but gain only a single 
die out of it.

Bane Severity  
Increase
Increase Bane Severity value 
by one for all Blood Potency 
values, taking the span from 0-5 

to 1-6. (See attached table, to be 
included in future printings of 
the core book.)

DESIGNER’S COMMENT: 
As the defining traits of the clans 
the Banes often fall short, ending 
up more as nuisances than proper 
curses at lower Blood Potencies. By 
increasing them in a similar man-
ner to the Blood Surge, they will 
be more keenly felt, accentuating 
these failings inherited from dread 
ancestors. While this also means 
that thin-bloods gain Bane Sever-
ity, they usually ignore it unless 
laden with the Clan Curse Flaw 
(see Vampire: The Masquerade, 
p. 183.)
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blood  
potency

blood surge damage 
mended (per 
rouse check)

discipline  
power bonus

discipline 
rouse check 
re-roll

bane 
severity

feeding penalty

0 Add 1 die 1 point of Super-
ficial damage

None None 0 No effect

1 Add 2 die 1 point of Super-
ficial damage

None Level 1 2 No effect

2 Add 2 die 2 point of Super-
ficial damage

Add 1 die Level 1 2 Animal and bagged blood 
slakes half Hunger

3 Add 3 dice 2 point of Super-
ficial damage

Add 1 die Level 2 and 
below

3 Animal and bagged blood 
slakes no Hunger

4 Add 3 dice 3 point of Super-
ficial damage

Add 2 dice Level 2 and 
below

3 Animal and bagged blood 
slakes no Hunger

Slake 1 less Hunger per 
human

5 Add 4 dice 3 point of Super-
ficial damage

Add 2 dice Level 3 and 
below

4 Animal and bagged blood 
slakes no Hunger

Slake 1 less Hunger per 
human

Must drain and kill a hu-
man to reduce  
Hunger below 2

6 Add 4 dice 3 point of Super-
ficial damage

Add 3 dice Level 3 and 
below

4 Animal and bagged blood 
slakes no Hunger

Slake 2 less Hunger per 
human

Must drain and kill a hu-
man to reduce  
Hunger below 2

7 Add 5 dice 3 point of Super-
ficial damage

Add 3 dice Level 4 and 
below

5

8 Add 5 dice 4 point of Super-
ficial damage

Add 4 dice Level 4 and 
below

5 Animal and bagged blood 
slakes no Hunger

Slake 2 less Hunger per 
human

Must drain and kill a 
human to reduce Hunger 
below 3

9 Add 6 dice 4 point of Super-
ficial damage

Add 4 dice Level 5 and 
below

6

10 Add 6 dice 5 point of Super-
ficial damage

Add 5 dice Level 5 and 
below

6 Animal and bagged blood 
slakes no Hunger

Slake 3 less Hunger per 
human

Must drain and kill a hu-
man to reduce  
Hunger below 3








