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Be good and you will be lonesome

— Mark Twain, Following the Equator

Despite the innumerable hardships placed in its path, New Orleans always seems to rise from the very ashes
of destruction — indeed, to transcend irs former glory.

Despite the fires that have nearly reduced her Gothic splendor to memory, she still survives. Despite the
power struggles that threaten to tear the city apart, she prospers under the almost feudal rule of her prince
and his council. Despite laws that bar certain vampires from the city, still New Orleans draws refugees as a
beacon in the darkness.

Despite all these obstacles and more, the city endures, as immortal as the Kindred who reside within.
Perhaps, when even they have passed into memory, the city they called home will yet survive.
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It is the most congenial city in America that I know of and it
is due inlarge part, [ believe, to the fact that here at last on this bleak
continent the sensual pleasures assume the importance which they

deserve ...

— Henry Miller, The Air-Conditioned Nightmare

How does one begin to sum up the experience that is
New Orleans? While other cities come to life during the day
and hide when the undead come out, New Orleans springs to
life when the Kindred rise. As the oppressive heat of day
fades, the city’s inhabirtants emerge from behind closed doors,
and by midnight the streets fill with revelers.

The nocturnal festivities generally focus on the
(in)famous French Quarter and Bourbon Street, but span the
entire city. Performers line the streets, dancers weave through
crowds of mortals, and music pulses from every nook and
cranny. The nightlife alone attracts legions of vampires, but
the city’s appeal to the undead does not stop there.

With buildings daring back hundreds of years, a mortal
population apparently ready to forgive almost anything and
hordes of vessels pouring into the city every day, New Orleans
seems designed for the Kindred. Gothic by its very nature, it
is truly a vampire’s city, as unchanging as the Kindred
themselves.

New Orleans is also a city of contrasts. Even the Kindred
social structure is splic, as elders meet amid elite clubs in the
French Quarter and Garden City while neonates crowd the
strip clubs and street corners. Newcomers constantly flock to
the city, though most of New Orleans’ vampires have existed
for more than 100 years. Lines divide everything but are
never clear,

Underneath the city’s apparent equanimity lies con-
stant turbulence. The city hasfor centuries been a supernatural
battleground, and unearthly beings of all types have carved
niches in its environs. Kindred, Lupines, mages and others
have laid claim to New Orleans. Even Pentex casts a calcu-
lating eye on the city, and the Wyrm lays siege at its gates.

In the midst of the supernatural struggle lives a mortal
population both used and protected by the Kindred, existing
day to day, night to night in blissful ignorance. Welcome to
New Orleans.

How to Use This
Book

While the information in this book may appear to be
usable only with a New Orleans chronicle, it can serve a
Storyteller in a variety of ways. First of all, Storytellers can set
their chronicles in the city or move an existing chronicle
there. They can use the information provided here verbatim
orchange it to create theirown Gothic-Punk versions of New
Orleans.

Storytellers also have the option to set a single story, or
even a single scene, in New Orleans. Finally, they may take
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the information provided for New Orleans and, with little
work, adaptit to another city. The only limits are the ones the
Storyteller sets.
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Theme

Though New Orleans may seem peaceful, no city of
comparable size hosts as many power struggles. Many stories
can evolve from the constant intrigues among vampires,
werewolves, mages, mortals and others, and from the smaller
butnonetheless intense internecine battles within the groups.

Thus the extreme to which people will go for power is the
theme of New Orleans by Night. Lines drawn between
friend and foe are very thin. Someone who hasbeen one’sally
for decades may suddenly become an enemy, while an age-old
enemy may be willing to put aside differences to combat an
even more dangerous foe.

The most important aspect to keep in mind about life in
New Orleans is that one can never have enough friends.
Enemies are plentiful enough, but friends may be few and far
berween. It’s best to make them where and when you can.
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Mood

The primary mood of New Orleans by Night is frenzied
revelry. Even outside of Mardi Gras season, the city always
seems to maintain a carnival armosphere. Mortals from
around the world lose themselves to the festivities, and the
Kindred find themselves tempred to do the same.

Furthermore, because of the constant power struggles
going on in the city, New Orleans can be a very dangerous
place for the unwary. Someone’s friendship may well be as
dangerous as that individual’s enmity, and at any moment,
one could become the other. Storytellers — do not instill a
feeling of overinflated anxiety in the players, but a good dose
of paranoid caution would be helpful.

The Damned

Because of New QOrleans’ status as a city open to almost
any vampire, it is impossible to know exactly how many
vampires reside in the city at any one time. However, Prince
Marcel’s sophisticated espionage network allows him to keep
a reasonably current census of the vampire population. Al-
most 20 make the city their permanent home, at least that
many more maintain havens there, and dozens more pass
through as tourists or refugees.

Power Structure

Many outsiders have been impressed by the prince’s
nonchalant self-confidence. Indeed, he seems so sure of
himself that he lets almost any vampires, with the exceptions
of Sabbat and Setites, into the city. Others see this trait as a
weakness, suggesting that Marcel cannot bar these visitors.
Cainites who subscribe to this view believe Prince Marcel’s
days are numbered, for too many factions currently struggle
for control of the city. The most obvious ones are the Prince’s
Council, the anarchs, the mages, the Brujah and the Setites;
there are undoubtedly many others.

Several groups of werecreatures exist outside the city,
amid the bayous and cypress forests. More knowledgeable
Kindred are aware that at least two of these groups are at war,
but few know any particulars. These vampires know that
Lupines contest the city’s boundaries and fight vampiric
control of outlying areas. The fact that Black Spiral Dancers
control much of the land outside the city means nothing to
them.

Mortal Society

Prince Marcel has always dominated as much of mortal
society as he could. His hand touches nearly every aspect of
mortal life in the city. Kindred, usually Ventrue, manipulate
government, business, most forms of entertainment and the
arts.

It is ironic that the one agency still resisting Marcel’s
attempts at control is the one for which he has tried the

The Swamp Festival Conclave

One of the most well-known events of New Or-
leans Kindred society is the Conclave held in the city
every three years. Called by Xaviar, Justicar of Clan
Gangrel for the past century, the Conclave takes place
concurrently with the city’s annual Swamp Festival in
early October. Xaviar also ostensibly takes this time to
review the land treaty with the Lupines, which the
Gangrel helped arrange.

But neither the Conclave nor the Festival actually
motivates Xaviar’s triannual exodus to New Otrleans,
though both serve as excellent covers. The aforemen-
tioned land treaty gave possession of the Bayou St.
Johns (and its caern) to the Lupines. Over the years,
however, the city has engulfed the bayou, and the caern
has come under the control of the Kindred.

Prince Doran knew mages were tapping the site for
power, and Xaviar also discovered this. While investi-
gating the situation, he uncovered another, abandoned
caern near the main one. Indications point to this
second caern having been used by werecreatures other
than Lupines. Xaviarhas begun sucking power from the
site.

Though Xaviar draws power from this caern as
often as he can, he realizes that his presence in the city
too many times during the year would draw suspicion.
Xaviar needs to siphon much more power from the site
before he can proceed with his plans, and has accord-
ingly established a spy in the city merely to watch the
caern. The spy and his allies call themselves Tabula
Rasa (see Coteries).

hardest, the New Orleans Police Department (N.O.P.D.).
This has been almost wholly because of the influence of
another agency that operates within the police department,
the New Orleans Special Task Force, or N.O.S.T.F.

N.O.S.T.F.

Though the Kindred exert influence over different parts
of the N.O.P.D. and over individual members, they have
never heen able to gain toral dominance. The group most
responsible for this state of affairs is the N.O.S.T.F, a group
of 16 specially trained agents who work within the police
department but are not actually connected with it. Few
officers on the N.Q.P.D,, in fact, even know of the agents’
existence, Most New Orleans Kindred know of the N.O.S. T F,
and vice versa. Indeed, the head of the Task Force, Detective
Robert Carter, and Prince Marcel have often confronted
each other in' matters that involve both the city’s mortals and
Kindred.

Carter began the N.O.S.T.F. in the early 1900s. The
ghoul of the city’s former prince, Carter broke his Blood Bond
and began hunting vampires, seeking revenge for the life he
felt was stolen from him. Using the knowledge he had gained
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serving the prince, and covertly supported by a Chantry of
mages, Carter made war on the undead. The war raged for
several decades before then-Prince Doran and Carter struck
a bargain.

Carter could continue to hunt and kill vampires in the
city, but only so long as he did so in the service of the prince.
Though neither party was particularly pleased with the terms
of the truce, it did afford a brief respite while each considered
other options. Before Carter could change the agreement,
however, the prince himself was killed.

Unlike his predecessor, Marcel did not see Carter as a
problem. The new prince, in fact, felt that the vampire
hunter could actually be manipulated into working for him.
Marcel struck a deal similar to the one Doran had with
Carter, but to keep the sometimes overly ambitious vampire
hunter in line, Marcel also made it plain that he would give
Carter no special protection from other New Orieans Kin-
dred. Thus, Carter began secretly working to gain control of
the police.

His actions took Marcel completely by surprise. Carter’s
slow takeover culminated in the 1930s, when he managed to
place in positions of power a number of people under his (or
no one’s) control.

Today, while N.O.S. T F. still hunts renegade vampires,
it has expanded its operations. [t also deals with Lupines and
other supernatural forces that threaten the balance of power
in the area. Though Carter would someday like to see New
Orleans completely purged of the Kindred, he now has his
hands full just keeping the police department independent.

Kindred Influence

The Kindred presence in New Orleans is reflected al-
most everywhere one looks. Its most obvious effect has been
the preservation of the city’s historical districts and land-
marks. The Kindred are very proud of their history and seek
to maintain all links to their past. Some of the elders have
dwelt in the city for centuries.

The Kindred support mortals who share these goals.
Most of the historical and preservation societies exist with
the backing of a wealthy, generous and unseen patron.

The Kindred also contribute to the rourist industry,
which is so important to New Orleans’ economy. Tourists
also provide an endless wellspring of vitze, and Marcel and
the elders do everything in their power to keep them coming.
Injuring or robbing tourists is greatly disapproved of, though
it happens more and more frequently. Perpetrators, should
they be caughr, are punished through Blood Bonds, banish-
ment and other, less genteel ways.
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Yoodoo

So if you're ever down in New Orleans

You might meet an old lady

She might have a doll

It might look like you.

Don’t ask about the Voodoo.

— Body Count, “Voodoo"

No vampire clan has had more trouble in New Orleans
than the Setites. Thanks to Prince Doran’s uncompromising
hatred and distrust for the clan, Setites have never been
welcome in the city, and the Followers’ earliest influxes, in
the 1700s, were met with violence. A century later, however,
the Setites found access to New Orleans not only possible but
relatively easy, thanks to a seemingly unlikely source
Vooedoo.

Voodoo first came to Louisiana through the slave trade
from Africa and the Caribbean Islands, most notably Haiti.
The Setites seized control of Haiti during the early 1800s and
began spreading to the mainland. Many of the immigrant
Setites soon broke contact with their leaders in Haiti and
began their own small cults,

In the 18th century, black ivory was one of New Otleans’
most lucrative imports. Voodoo had astrong followingamong
the slaves, and they comprised the vast majority of the
followers of the cults. The most powerful and outstanding
figures in the cults were the Voodoo Queens. From the late
1700s to the Civil War, they often wielded more power
among the slaves than even the white masters. These Queens,
if not Kindred, were most often mulattos, quadroans or other
free people of color — usually those whom the Setites could
easily dominate.

Second in power, but no less feared within the cults,
were the Witch Doctors. The position of Witch Doctor, if
not occupied by a mortal the Setites could easily control, was
filled by either one of the vampiric Queen’s neonates or a
choul bonded to her.

Prince Doran was not totally ignorant of the Setites’
influence with the slaves, only the extent of it. His spies told
him of Followers of Set seen at Voodoo rituals and warned
him of their growing power. Though the city banned Voodoo
in 1782, it had taken a firm root within New Orleans society.

Two factors prevented Doran from losing his city to the
Setites. One was the factionalization within the Voodoo
cults of New Orleans, a problem the Setites could not resolve.
Numerous schisms splintered the city’s Voodoo cults; even-
wally they resembled each other only in the most basic
precepts. Thus, the Setites had a great deal of trouble consoli-
dating their power, and the attacks they did manage to
orchestrate against Doran were always repelled.

The other factor came from a most unlikely source — a
young, free mulatto woman named Marie Laveau. Born in
1796, Marie became Queen of one of the larger Voodoo cults
eatly in her life, deposing the former queen, Sanite Dede.
Sensing easy prey in the new Queen, a Haitian Setite quickly
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attempted to dominate Laveau and take control of the cult.
Laveau proved herself to be a more formidable oppeonent
than the Setite anticipated.

With her force of will she resisted the Setite's mesmer-
izing gaze, and with her charismatic hold over her followers,
Laveau managed to turn them against the clan. Laveau
exposed the Setite as a demon in her followers’ midst and
warned them that such demons would lead them to ruin. This
strategy served Laveau well during her reign, for it was a
simple matter for her to “expose” any opponent as such a
demon,

During her more than 40 years in power, Marie Laveau
never stopped fighting the Setites. Yet the Setites had one
great advantage on their side that Marie Laveau could not
counter — time. Marie Laveau grew old, and rhe Setites
began striking at her by way of those around her, whom they
could dominate and control. Eventually she was removed
and a successor chosen.

As soon as the change of power took place, the Setites
moved quickly to destroy the power of the new Queen,
Malvima Latour. Though Laveau had warned Latour about
the Setites, the young Queen had neither her predecessor’s
power nor her charisma, and the Setites again began to gain
power within the Voodoo cults. Slowly the stability Marie
Laveau had begun to build within the cult fell apart, and the
cult again began to factionalize. By 1890 almost all of what
Marie Laveau had tried to do for her people had been
destroyed.

Today Voodoo still exists in New Orleans, practiced by
smaller groups. Mortal followers are often under the direct
control of a Serite, who usually poses as the cult’s leader.
Though they do not have much power at present, the Setites
are always gaining more, and Marcel keeps as close a watch
on them as he can. Only recently has he begun to realize that
mages are also involved with the voodoo cults.

Mardi Gras

To many people, Mardi Gras is New Orleans. The
highlight of Carnival, Mardi Gras caps off almost two months
of wild parties and complete abandon. Carnival refers to an
entire season that begins on January 6 and ends on Mardi
Gras with raucous parties throughout the city and parades
organized by private clubs (krewes).

Both the mortal and Kindred populations swell to in-
credible numbers during this time., Vampires from around the
world flood the city, adding their own unique touches to the
manic celebrations that grip New Orleans. This is the only
time Prince Marcel looks the other way when vampires fail to
Present themselves, but his spy network does overtime keep-
ing track of the newcomers. None are allowed to stay after
Mardi Gras is over,

Still, there are few parties in the world like Mardi Gras,
and the Kindred rake full advantage of this time. Marcel
himself hosts several parties, some open to any vampire.
Elders and anarchs alike roam the streets, mingling freely
with the multitudes of kine and feeling more alive than they
do at any other time.

Kindred Krewes

The Krewe u Katalkana is one of three Kindred krewes
in New Orleans. Started in the lare 1800s by Southemn
Ventrue, it tries not to be overly flamboyant, thus keeping
within the rules of the Masquerade. However, this still
provides a great deal of leeway for its members. At Mardi
Gras, even the Kindred can be drab in comparison to their
mortal counterparts. The Krewe u Katalkana includes a
number of ghouls and mortal servants, but it inspired two all-
Kindred Krewes, the Krewe of NOAMA and the Krewe of 5.

The Krewe of NOAMA (the New Orleans Association
of Musicians and Artists) is made up exclusively of Toreador.
Despite its name, none of its members lives in New Orleans.
The krewe appears in town at the beginning of Carnival,
throws grand balls, plays exceptional jazz, and leaves the
night after Mardi Gras.

The Krewe of 5 is the final krewe. Run by a Brujah and
a Malkavian, the Krewe of 5 is well known to the Mardi Gras
crowd for two reasons. One, it is the smallest Mardi Gras
krewe, with only five members at any given time. Second, it
is the rowdiest of the Mardi Gras krewes.

Other Festivals

New Orleans is best known for Mardi Gras, but every
month hosts a festival. The following is a list of other popular
festival dates in New Orleans.

Early March: Black Heritage Festival

Mid-March: St. Patrick’s Day Parade

Early to Mid-March: Spring Fiesta

Early April: French Quarter Festival

Late April: New Orleans Jazz and Heritage Festival
Late May: Riverfront Festival

June: Celebration Crescent City

August: Celebration Crescent City — Latino Festival
Early September: Fiesta Latina

Early October: Festa d’ltalia

Early October: Swamp Festival

Late October: Halloween

December: A Creole Christmas

December 31: Countdown
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Traveling to New
Orleans

On the road to New Orleans

A spray of stars hit the screen

As the 10th impact shimmered

The forbidden candles beamed.

— Siouxsie & the Banshees, “Kiss Them for Me”

Having the characters begin the chronicle as New
Orleans residents will simplify a number of things. It lets the
characters know something about the city, including what
territory belongs to whom. If they do enter the city as
newcomers, unlife can get quite complicated.

While there are many ways to get to New Otleans, its ease
of access is dangerously deceptive. Lupines control much of the
area outside the city, and the smart traveler will spend a little
time investigating the safest route. Because of New Orleans’
popularity and notoriety, this infarmarion is readily available,
but discovering which areas are controlled by Lupines and
which are under Kindred control is more difficult.

Originally the boundaries between Kindred and Lupine
territories were very simple, decided on during a meeting
between the two groups in the 18th century. The bayous and
swamplands belonged to the Lupines, while the city belonged
to the Kindred. However, mortal boundaries have changed
over the years, and the borders are no longer so clear.

The original city limits have expanded since the time
the two sides made their agreement. Today, much of the
territory that originally belonged to the Lupines has been
overtaken by the expanding city. For instance, the Bayou St.
John was once part of the Lupines’ territory. Today it is one
of the last remaining bayous inside the city limits.

This area has been under dispute for several reasons.
First, and most importantly, a caern is located on the prop-
erty. Second, the Lupines have claimed it because all bayous
were given to them under the land treaty. The vampires claim
it simply because it is within city limits.

Today the boundaries are observed as follows:

Lupine territory covers everything east of the Inner
Harbor Navigation Canal on the north bank of the Missis-
sippi River and everything east of the Intercoastal Waterway
on the south bank. These areas include the Lakefront Airport
on Lake Pontchartrain, and the neighborhoods of Arabi,
Algiers and Gretna.

Everything within the area bordered by the Mississippi
River and Lake Pontchartrain and from the Inner Harbor
Navigation Canal west to Williams Boulevard is considered
vampire territory. These boundaries include the New Or-
leans International Airport and the neighborhoods of
Metairie, Harahan and Kenner.

One area in dispute is Bayou St. John. Others are the
neighborhoods of Westwego and Bridge City, both on the
south side of the Mississippi River and stretching west from
the Intercoastal Waterway. Kindred should avoid these areas
if possible.
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Road Travel

Vampires almost always find road travel precarious,
mostly because of the problems in finding a safe haven each
day and feeding each night.

The best-known, but not necessarily safest, route to take
to New Orleans is [-10. The highway runs from Florida to
California, making its way directly through the center of New
Orleans. Travel from the west is relatively safe, but coming
into the city from the east rakes one through Lupine territory.
Passage can be made if the characters are very careful, for the
Lupines do not actively patrol the road. Trouble could arise,
however, should the characters lose control of the car, run
out of gas or have mechanical difficulties.

I-10 is also the fastest route into the French Quarter.
This is the favorite gathering place of the New Orleans
Kindred and the best place to obtain quick information about
the city. Both [-55 and 1-59 connect with I-10 near New
Orleans, and Kindred coming from the north can take these
routes.

Air Travel

Two airports serve New Orleans, and characters must be
careful not to arrive at the wrong one. While the Lupines do
not make a habit of patrolling the highway, they carefully
watch the Lakefront Airport located on Lake Pontchartrain,
next to the U.S. Naval Reserve Training Center.

The New Orleans Internarional Airport (Moisant Inter-
national Airport) is located 15 miles west of New Orleans in

g

the neighborhood of Kenner. The airport is serviced by most
major airlines and is controlled by the Kindred.

Privare flight arrangements can bhe made (for a substan-
tial fee) if a character has a contact in the city. A number of
refugees and tourists come to New Qrleans by way of the
airport.

Sea/River Travel

Most of the Kindred who make regular visits to the city
do so by water. Indeed, the city is almost entirely surrounded
by water. Because New Orleans is one of the most active ports
in the world, vampires have little difficulty finding a ship to
fic their needs. Additionally, numerous small docks and
wharves along the river can accommodate personal boats, as
can several ferries and steamboats, which still carry passen-
gers. Most Camarilla Kindred avoid the wharves near the
Public Commodity Warehouses, however, because Setites
are thought to be active there.

Rail Travel

Though not the fastest mode of travel, the railroad is one
of the safer and more comfortable ways for Kindred to travel
from place to place. Large crates can easily be stored in
baggage cars, and the other train cars are fairly accessible.
One canalso rent a private car and travel in a bit more luxury.

Three major Amtrak lines run to New Orleans Union
Passenger Terminal on Loyola Avenue. The “Crescent” runs
daily between New York and New Orleans by way of Wash-
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ington D.C. The “City of New Orleans” runs daily between
Chicago and New Orleans. The “Sunset Limited” makes a
two-day trip between Los Angeles and New Orleans.

The Setites

Because Prince Marce] has outlawed them, the Setites
tend to keep their doings clandestine. Little is known about
their activities, but Prince Marcel seems sure that the Setites
are running smuggling operations. These have included not
only contraband, but Kindred trying to enter the city ille-
gally. Some say vampires have paid thousands of dollars to the
Setites in exchange for passage into the city.

Getting around New
Orleans

Once the players have arrived in New Orleans, they
need to know how to get around. The Regional Transit
Authority (RTA) runs both the streetcars and the public
buses. Information on schedules can be obtained by calling
their offices or asking at almost any hotel.

Buses
New Orleans has a very sophisticated interconnecting
bus system that runs throughout the city. The Easy Riderisa
shuttle bus thar runs around the Riverwalk and Convention
Center Complex. Connections can be made from it to other
bus routes around the city.

Streetcars

There are two major streetcar lines in the city. The first
isthe St. Charles Avenue Streetcar, which runs along a five-
mile route down St. Charles Avenue between Canal Street
and Carrollton Avenue, going through the Central Business
District. Its cars run 24 hours a day, making stops every 10
minutes from 7 a.m. - 8 p.m., every half hour from 8 p.m.-
midnight, and every hour from midnight - 7 a.m.

The other is the Riverfront Streetcar, which runs along
a two-mile route down the Mississippi River from Esplanade
Avenue to Julia Street. Two cars run 24 hours a day, passing
each of the eight stops on the route every 15 minutes.

Cars and Taxis

Most major car rental agencies can be found in New
Orleans and rent for the standard rate. Cheaper rates, how-
ever, can be found by calling the lesser-known companies

Vital Statistics

Population: New Qrleans proper houses half a
million people, and the entire metropolitan area hosts
1.2 million. The Kindred population fluctuates a great
deal; during Mardi Gras 100 or even more vampires
may be in the city.

Weather: Perhaps the most dominant trait of New
Orleans weather is that it rains...a lot. During the
hurricane season, from June to November, the city is
frequently drenched by torrential rains lasting any-
where from a few minutes to several hours. Though the
summer sun is usually out for as long as 11 hours a day,
driving temperatures into the mid-90s Fahrenheit, it is
often obscured in the afternoon by rainclouds.

The months of October to March are known for
the heavy fogs that roll in from the river, lake and Gulf
of Mexico. They often cover the city in a thick blanket
that rarely lifts before morning.

April to October are notoriously hot and humid,
while the winter months usually have the mildest
climes. However, a New Orleans winter can become
somewhat chilly, with temperatures approaching 45
degrees Fahrenheit or lower.

Keep in mind that the most predictable thing
about New Orleans weather is that it is highly unpre-
dictable. It can change very quickly, especially in the
summer months.

that operate in the area. Most car rental agencies can be
found inside or close to New Orleans International Airport.
Taxis are also common, though harder to find outside the
central business district and Garden City,

The city allows cars to be driven nearly everywhere, but
special care should be taken when driving in the French
(Quarter. Roads are all one-way and often lined with tourists,
who run back and forth across the streets with little regard for
the traffic. At sunset Bourbon Street is closed to traffic; large
steel posts are set in holes at all entrances. At dawn the posts
are removed and the street is reopened.

Air
Elders with havens several miles to the west of the city

prefer air travel. Oftentimes a car will be kept for their use in
an inner-city parking garage with a rooftop helipad.

Chapter One: Introduction 15




)
%




What is history but a fable agreed upon?
— Napoleon Bonaparte, Sayings

New Qrleans’ history began long before Jean Baptiste le
Moyne founded the city on the banks of the Mississippi River
in 1718. It began in the second century B.C., when the
majestic city of Carthage was destroyed by Roman legions
under the control of Ventrue and Malkavian vampires. What
became New Orleans started as the dream of a young tribune
in the Roman army.

An Ancient Dream

This tribune, Gaius Marcellus, was 23 years old when he
was fatally wounded during the assault on Carthage. He had
already artracted the attention of a Ventrue leader, however,
and this Ventrue did not let him die. Impressed by Gaius’
ability, intelligence and abilities as an orator and writer, he
Embraced the tribune, keeping the neonate by his side to
record the events of the war.

Gaius soon realized that the war involved more than
mortal goals. During lulls in the battles, the Ventrue elder
told his newly created child of the Jyhad fought by the
Kindred. The young tribune saw the Ventrue role in the war
being waged on Carthage; he did not, however, understand
why Rome’s Kindred waped such a senseless war on their
brethren. Gaius felt that vampires who had built such a city
as Carthage and established it with such noble ideals should
be supported, not attacked.

For several decades the neonate stayed with his sire and
served well in his post, but the senselessness of the Jyhad and
his sire’s role in it caused him to leave Rome. Heading north,
Gaius settled finally in Gaul, which would later become
France.

During the centuries Gaius lived in the French territory,
he never forgot the city that he had helped to destroy. In his
journals he chronicled what he could remember of Carthage:
its ideals, policies, and the beliefs and dreams of those who
had lived there. He kept these bocks with him, and when he
Embraced his first childe, he showed him these books and
taught him all he could recall of the noble city.

This childe was Doran, a young philosopher studying the
desires and drives of mortal life. After the Embrace he turned
his interests to Kindred social structures. Doran found special
interest in his sire’s stories of Carthage. Although the city
defied his understanding of vampiric society, Doran believed
the city could be reborn. Europe, however, was too corrupt to
support so noble a city.

Doran had heard stories of a new world across the great
ocean, where mortals had traveled to start a new civilization,
free from the restrictions and laws of oppressive rulers. In the
early 1600s, Doran made the dangerous journey across the
Atlantic Ocean to the New World. Gaius stayed in France,
though he told his childe he shared and supported the dream
of resurrecting Carthage.
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Arriving on the northeastern coast, Doran soon found
things were not as he had been told. The laws and oppression
of the old continent stretched across the waters, and the old
tyrants still held the new land within their grasp. During the
early 1700s Doran migrated with the other Kindred who
followed the flow of the mortal herd over the mountains, ever
seeking their elusive freedoms.

Most went north to Canada, but Doran journeyed south.
He settled in the northern Louisiana territory, having heard
tales of strange and dangerous creatures that inhabited the
swamps to the south.

The War Begins

The arrival of a second vampire in the territory caught
Doran unaware, but the newcomer did not keep his presence
a secret for long. Simon de Cosa, a Spanish Brujah, atracked
Doran one night in 1713. Doran fought back with all the
powers at his disposal and managed to escape his savage
assailant. Returning to his haven, he ordered his servants
into action, and for the next several years skirmishes between
the vampires’ mortal followers became all too common.

Early in their fighting, Doran made Jean Baptiste le
Moyne, Sieur de Bienville, the young governor of the terri-
tory, his ghoul. Outraged that Doran had gained control of
Bienville, Cosa began establishing his own power, gaining
control over many of the rown’s other influential men.
Manipulating his new pawns, Cosa began to exert pressure on
Bienville's office. Kindred allies across the sea assisted both
vampires in their feud.

Cosa finally managed to instigate enough of an outery to
have Doran's ghoul removed from office. Acting quickly,
Cosa soon had his own servant, Antoine Cadillac, appointed
as governor of the Louisiana Territory.

In order to rid himself completely of Bienville's threat,
Cosa called into play his pawns among the American Indi-
ans, ordering them on raids of small settlements. As soon as
the attacks started, Cosa had Cadillac outfit Bienville with a
small army and sent the former governor to handle the Indian
uprisings. It was Cosa’s firm hope that Doran’s ghoul would
die in one of the battles, but in 1716 Bienville defeated the
fiercest of Cosa’s Indian tribes, the Natchez. The unexpected
victory destroyed many of Cosa’s plans and led to Bienville’s
reinstatement as governor of Louisiana.

New Orleans

In 1718, after two years had passed with no sign of Cosa,
Bienville formally established the city of New Orleans.
Although Cosa dm attempt to regain his territory in 1720, he
had little support and was defeated. Forced to retrear, Cosa
and his followers escaped into the m‘ampi"nd&

For the next 40 years Cosa continued his war against
Dotan. While trying to protect his city and simultaneously
establishing what would become an extremely effective in-
telligence network, Doran also tried to reason with his
adversary, hoping to make Cosa share his dream for New




Orleans. Doran hoped that by relating stories of the great city
of Carthage, as well as his own plans for New Orleans, he
could win the Brujah's support rather than his opposition.

Cosa, however, showed no interest in the Ventrue’s
visions and continued to try to unseat his rival. Though he
came close several times, Cosa never managed to take the
territory. Many of Cosa’s attacks were made through Native
American followers. Under Cosa’s direction, native tribes
raided the city and other settlements. Inn 1736 the Chickasaws
defeated Bienville. The tribe continued to menace the area
for the next quarter century, but never managed to gain
much power for Cosa.

The closest Cosa came to success was in 1743, when
Doran lost his hold over Bienville. The ghoul freed himself
with the help of a mage and returned to Europe. Cosa, feeling
that Doran would be severely handicapped without his
ghoul, struck with his small band of followers. What Cosa had
not anticipated, however, was exactly how many mortals
Doran now had under his control. Defeated in his attempt,
Cosa and his followers retreated from the area.

The Lupines

Anotherattempt that nearly succeeded for Cosacame in
1755 when England took possession of Acadia, which is
today Nova Scotia and New Brunswick. All in the territory
were required to take an oath of allegiance to England. Six
thousand people refused and were deported from the terri-
tory. A small band of these displaced refugees settled in New
Orleans and the surrounding area. These people became
known as Cajuns.

A small tribe of Lupines followed their Cajun kinfolk to
the Louisiana bayous. There they discovered the Uktena
tribe, as well as a caern. Battles soon broke out berween the
newcomers and the Uktena. Cosa chose this time to attack
Doran, believing that the Lupines would cause trouble for the
Ventrue in their attempts toreestablish their territory. Again,
however, Cosa underestimated Doran’s forces. During the
short-lived battle, Cosa learned the lengths to which Doran
was willing to go to see his dream realized.

Doran could not help but see the war between the Lupine
tribes as an unsolicited opportunity to further his ambitions for
New Orleans. After the old Uktena chief died, Doran, with the
help of arecently arrived Gangrel, arranged a meeting with the
new leader, Lucius Jackson. Doran offered to help Jackson’s
tribe drive the newcomers from the area and to help the Uktena
should they try toreturn. In exchange for this help, Doran asked
Jackson to assisthim in the fight against Cosa and to respect the
city’s boundaries. Jackson agreed to Doran’s proposal, though
he privately expressed contempt for the offer. He told other
tribe members the vampires would be their next foes after the
newcomers were defeated.

Much to Jackson's surprise, the tide of the bartle quickly
shifted when the vampires entered the fighting. The new-
comers, who Jackson said were called Black Spiral Dancers,
were soon driven from the territory and into the swamplands
west of the city.
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Cosa was not ready to deal with the Uktena as well as
Doran, and the vampire-werewolf alliance forced him to the
western swamps as well. With both of their enemies defeated,
Doran and Jackson devised a mutually satisfactory treaty. Its
tenets were simple enough, though the passing of but a few
decades proved them overly vague. Essentially, the land
treaty gave control of the bayous and swamplands to the
Lupines, while the territory and affairs of the city and the
mortal population within it were left to the Kindred. While
not all were satisfied, most Kindred and Lupines agreed to
abide by the treaty.

The Spanish Arrive

Despite all of his well-laid plans, however, the one thing
Doran could not control was international politics. The next
several decades saw the tides of the bartle between Doran and
Cosashift many more times. In 1760, Cosa sent word to Spain
of the trials he was suffering at the hands of the young French
Ventrue. A number of Idealist elders had followed Cosa’s
progress in the new world with some interest, hoping that
once the territory gained some stability it would prove a safer
home for them than Spain. Seeing their own plans, as well as
Cosa’s, being altered so drastically, the elders exerted their
own influence.

In 1763, at the end of the Seven Years War, the elders
caused France to cede all of the Louisiana Territory to Spain
as compensation for Spain’s help in the war. The agreement
infuriated Doran and nearly stripped him of any influence in

the mortal government of the region. Most of his servants
were removed from their offices and replaced by Spanish
administrators, a fact that delighted Cosa.

Once again the Brujah seized the opportunity presented
to him and rose up against Doran, this time driving the
Ventrue from the city. While Cosa knew the battle was far
from over, the one thing neither Kindred had counted on was
yet another ally, the most unlikely of all, stepping forward on
the side of Doran. The French colonists who inhabited the
region were less than pleased with the mandate that they
were now Spanish subjects and expected to obey Spanish
laws. In 1768 they revolted and ousted the new governor as
well as most of the other Spanish officials.

From 1768 to 1769, the colony operated as a free terri-
toty. Doran began to reestablish his power in New Orleans.
His struggle to regain his city was short-lived, however. In
1769 Count Alexander O'Reilly arrived from Spain with a
fleet of 24 Spanish Man-O-Wars to quell the uprising in the
colony and return it to Spanish rule.

O'Reilly slew a number of Doran’s Retainers and put
down the revolt, but Cosastill could not destroy the Ventrue,
From hishaven in the bayous, Doran exerted what control he
could over the city. Trying to negate Doran's influence, Cosa
made his final mistake. He curtailed trade with any country
other than Spain, thus theoretically preventing Doran from
obtaining outside aid.
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The new governor, de Unzago, knew such an order could
spell economic disaster for the colony, but felt powerless to
change it. Knowing the city's plight and de Unzago’s frustra-
tion, Doran came to the governor one night and suggested
that perhaps berween them they might be able to help the
city. Doran still owned many of the wharves along the river
and offered their use to de Unzago to bring in contraband.

By 1788, half of the goods imported and exported by the
colony were from or to England. It did not take Cosa long to
notice, or to discover who was behind the illegal trading. The
Brujah exploded in a murderous rage, deciding it was time to
destroy his rival once and for all. Gathering his ghouls, Cosa
sent them to find Doran’s haven and burn it to the ground.
Doran had abandoned his haven in the French Quarter years
ago, but not without leaving behind enough evidence to
convince Cosa’s henchmen that they had found his lair.
Unfortunately, a strong wind caught the fire the ghouls set
and spread it out of control throughout the French Quarter.
Before the fire was brought under control, 856 houses blazed
in a holocaust that destroyed 80 percent of the city.

The catastrophe nearly sealed Cosa’s fate. More Kindred
had come to the area over the years, supporting one or the
other combatant. Now New Orleans’ vampires were almost
unanimous in their opposition to the Brujah. Unfortunately,
Doran could not take immediate advantage of their anger,

In 1790, Doran rerurned to France to help his sire

would allow him to take complete control of the city, but
Doran had left a number of his Retainers to maintain his

influence, which they did with surprising efficiency. Addi-
tionally, Doran did not remain in Europe as long as Cosa had
anticipated he would. He returned ro New Orleans within
the year,

The bartles between Cosa and Doran continued, while
the growing Kindred population struggled to maintain some
form of order. In 1794, disaster struck again as a second fire
burned through the newly built neighborhoods of the city,
destroying more than 200 homes. No one was sure who was
responsible, and both Cosa and Doran denied any responsi-
biliry. Kindred speculation leaned toward Cosa, however,
and the other Kindred felt Cosa’s henchmen had set the fire
in an attempt to kill Doran.

Even Cosa’s allies in Spain began to see him as a loose
cannon. When the French, under Napoleon’s rule and influ-
enced by Doran’s sire, made their move to regain the city,
Cosa’s allies did nothing to prevenr the Treaty of San
{ldefonso. In 1801, France removed the Spanish governing
body, installing Pierre Laussat as governor, Seeing which way
the winds were blowing, Cosa fled the city again. Doran
began preparing for renewed hostilities, but had his own
plans upset once again.




The Louisiana Purchase

Doran knew that Louisiana and New Orleans had always
attracted a large number of people with magical powers, but
had never known why. He found out in 1803, when United
States President Thomas Jefferson approved the Louisiana
Purchase.

The purchase caught both Doran and his sire by surprise.
What surprised Doran even more were the number of mages
who flocked to the territory, and the influence they wielded
over its leaders. When his Lupine allies began telling him
that caerns around the territory were being raided for their
power, Doran began to understand why the mages had come.
A member of the Tremere later confirmed his suspicions,
saying that Louisiana had an amazing number of caerns for its
size, and that the power lines were also especially potent.

William C.C. Claiborne replaced Laussat as governor
and quickly established his own administration in the terri-
tory, filling positions with those loyal to him. Though Doran
could not prove it, he felt sure Claiborne was either an agent
of the mages or a cleverly manipulated pawn. Indeed, the
Prince of New Orleans had no success in trying to control the
new governor, and most of the governor’s assistants were
equally impervious to his powers. Frustrated, Doran re-
doubled his efforts to control New Orleans’ European
community, concentrating especially on Cosa’s old allies.

This new conflict bore little resemblance to the one
Doran had been fighting for the last century. Indeed, most of
the time Doran could not tell whom, if anyone, he fought.
The only indications that things were not right lay in the
difficulty of manipulating the city’s leaders and in the oppo-
sition his own pawns, like Mayor Nicholas Girod, met from
the Americans. There were no attacks, no fires and no
assaults on himself.

The Battle of New Orleans

Then, in 1814, Doran met his first mage. Esau Grymes
introduced himself at a party the governor threw — the first
to which Doran had been invited. Grymes, who called
himself a member of the Cult of Ecstasy, told Doran about an
ancient battle among the mages. Grymes and his allies had
instigated the Louisiana Purchase in hopes of taking control
of the state’s magical resources, but had found themselves
countered by a number of different foes.

Grymes' enemies, whom he called Technomancers,
pervaded the territory, but had no power in New Otrleans
itself. Now, however, they were trying to capture the city.
Aided by British soldiers, the Technomancers planned to
take the city, rape it of its magical treasures, and destroy it.

Then Grymes made his proposal. Doran had recently
solidified his control over the smugglers and privateers in the
bayous, and Grymes needed their help. The mages especially
needed the men and cannons held by Jean Lafitte, whom
Doran had only recently freed from Cosa’s influence and
brought into his camp. In exchange, the mages were willing
to offer Doran complete control over the city’s political and
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cultural leadership. Both vampires and mages would pledge
themselves to remain uninvolved in the other group’s affairs.

Doran took several months to weigh the offer (and, some
say, hear a counteroffer from the Technomancers). Finally,
in the first week of December 1814, he, Grymes and several
other mages met late one night in the Cabildo, the center of
government in New Orleans. Doran offered the mages his
assistance, and they sealed the pact with blood.

When the Technomancers and their British allies ar-
tacked, Doran and the mages were more than ready. The
city’s mages proved a match for the Technomancers, but
Doran's mortals proved their superiority to the British regu-
lars. Aided by some of the city’s vampires, the British suffered
more than 2,600 casualties while the Americans lost less than
100 soldiers.

The Calm before the Storm

During all this time, Doran found no sign of Cosa. The
Prince sent some servants into the western swamps, but they
either did not find Cosa or met their ends at the claws of the
Lupines. Doran, however, remained vigilant, constantly
fortifying New Orleans to repel any attack Cosa might
mount. Cosa, however, had apparently vanished. To this
night there has been no further sign of the Spanish Brujah.

Between the Battle of New Orleans and the Civil War,
New Orleans’ population grew at an amazing rate. By 1840
more than 100,000 people lived in the city itself, while others
lived in the surrounding environs. For the first time, the
area’s Kindred popularion reached double digits. Much of the
city’s growth came from its commerce; the port of New
Orleans was constantly filled with seagoing vessels and
riverboats carrying sugar, molasses and cotton.

In the 1850Cs, this bloom came to a screeching halt. The
growth and prosperity of the city were suddenly dealt two
agonizing blows. The first took the form of disease. It seemed
the city was visited almost yearly by yellow fever, cholera or
typhus. Thousands of residents fell to these epidemics. Dur-
ing this rime Doran began to realize how overpopulated with
Kindred the city had become. The vampires began fighting
over the remaining healthy citizens, and Doran watched his
dreams of a new Carthage begin to slip away.

A second blow came from the Lupines. A new pack
leader had taken over the Uktena tribe and was not nearly as
satisfied with the land treaty as Jackson had been. Since the
two sides had made the treaty, the mortals of New Orleans
had greatly expanded the city’s borders, encompassing even
the Lupines’ caern. Small suburbs had surrounded the city,
forcing the Lupines even farther from their territory. Doran
did nothing to stop this encroachment, for much of it was the
work of the mages, and the prince could honestly say he had
pledged himself to remain uninvolved.

The Uktena found themselves unable to defeat the
mages, though the mages found themselves unable to drain
the caern of its power. When the Lupines turned to Doran,
he promised them he would address the martter and see that
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something was done. Over the years, however, the Lupines
only saw the city take firmer hold of their sacred land. The
new leader blamed the vampires for the problems and began
raiding the city at the same time the plagues hit.

By the time of the American Civil War, most of the city’s
Kindred had fled New Orleans. New Orleans was no longer
a haven but a hardship, and many left to seek safety else-
where. In 1862, the city fell to Union forces. Having seen his
city survive disasters both natural and manmade, Doran
believed the end of the war to be a turning point for New
Orleans and was determined to make it so.

Regrowth

With help from his sire as well as his own finances,
Doran began to rebuild his city. In order to renew commerce,
he knew he had to create the illusion that New Orleans was
past its difficulties. But simply rebuilding homes and busi-
nesses did not settle all of the city's problems.

In the 1880s and ‘90s, the prince saw his city go through
economic booms and busts, corruption and reforms, labor
unrest and racial retrenchment. By the turn of the century,
the work Doran had done to reclaim New Orleans seemed to
pay off. The city’s population passed the 200,000 mark, and
it again held status as the largest city in the South. Kindred
again began to view the city with a certain admiration.
Despite such episodes as the Storyville murders (see Geogra-
phy), an air of bright optimism hung over the city until the
1930s.

The Great Depression, however, spared no city in North
America. Ports which once never seemed to stand idle were
abandoned. By the time World War Il came, New Orleans’
population was again dropping and Kindred were leaving for
more promising lands.

Prince Marcel

In the 1950s, New Orleans’ economy began to heal and
Doran once again began to implement his designs for the city.
He decided to use the occasion of the anniversary of his 250th
vear in Louisiana to enact his final plan for the city, harmo-
niously uniting mortals and vampires without the deceptive
veil of the Masquerade. Doran knew he would need strong
supporters behind him before he revealed his plan to the
other Kindred in the city.

During the next several weeks the prince began to
choose his allies, including a young Ventrue named Marcel
who had worked for years as one of Doran’s spies. The others
he chose to share in his final plans were elders who had stayed
by his side throughout the years and had seen him guide the
city through some of its most difficult periods. Once he had
his supporters assembled, the Prince presented the basics of
his final plan to other elders in the city.

Doran showed nosurprise at the reaction hisidea evoked.
He had anticipated that even his most staunch supporters
would balk at the idea and was prepared to give them time to
adjust while he continued to present its merits. Unfortu-
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The Mages

During this time of regrowth, Doran began to
realize what little conrrol he had over Louisiana as a
whole. Northern Louisiana had completely escaped his
control, and he had only limited influence over the
western part of the state. Indeed, vampiric influence
over the state as a whole was minor, and was concen-

trated in New Orleans and Baton Rouge.
Doran soon realized thar despite the victory in the

Battle of New Orleans, the mages known as
Technomancershad taken control of much o'r"z‘he state.
They had pillaged caerns and other mystical sites,
draining the magickal energies to fuel their creations.
They still controlled the political and financial instita-
tions in the areas they had defiled, however, and Doran
often found himself at odds with their pawns.

He soon realized that there were schisms among
the Technomancers. He became sure of this in the
1920s and *30s, when he began to hear about a “Syndi-
cate” of mages operating in southern Louisiana. Doran
himself had little influence over the rise of Huey Long,
a politician who shook the state to its core.

Indeed, it came as a shock to the Prince of New
leans when Huey Long, then one of Louisiana’s
senators, had martial law declared in New Orleans. The
events were limited to matters of state politics, an area
Joran knew mages controlled. The Prince of New
in control of much of the city govern-
. watched Long with interest, hoping to use the
mortal in any way he could.

n was aware that the Syndicate hated Long. It
came as no surprise when Long was assassinated. It did

surprise him that Long had been working with other

‘T"

Hz omancers in northern Louisiana, and that the
itician had been slain by yet another group of mages

alled the Progenitors.

During this time, Carter established the N.O.S. T F.
Doran never ascertained just which mages made this
possible but usually blames the Syndicarte. Indeed, the
New Orleans police have never had much success

/'s powertul organized crime rings.

nately, he never got the time he had counted on. Within
ks of h

is announcement, Prince Doran was dead, mur-
dered by an unknown assailant.

:e:“im the opportunity, Marcel moved quickly to estab-
himself as Doran’s successor, securing his post through

the use of Doran's nerwork, Marcel had litde trouble
gaining the network’s support and using it to seek out any
who mi *h- oppose him. He found a scapegoat for the murder
the leader ¢

the Gangrel clan, though many thought he
hadbeen Doran’sally. Marcel spread rumors that the Gangrel’s
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jealousy of Doran’s position had fueled a growing animosity
hetween the two and led to the assassination.

ne say the city elders declared a Blood Hunt on the

Gangrel before Marcel was crowned, while others insist that
Marcel himself called it to avenge the death of Doran (or
cover hisown partin the murder). The question of whao called
rthe Blood Hunt soon became irrelevant; it was carried out
before its victim even knew his fate had been decided.

When the chaos surrounding Doran’s death receded
somewhat, Marcel found himself confronted by many of the
problems Doran had left behind, as well as the night-to-night
problems of trying to rule & city the size of New Orleans.
Marcel lefr things much as they were in regard to the city’s
power and social structure. The line, however, was firmly
drawn at the beginning of Doran’s last great step for his city.
Marcel firmly espoused the Masquerade. Thus he won the
support of many of New Orleans’ elders.

A New Reign

Marcel's next challenge was the area’s Lupines. Shortly
ter Doran’sdeath, Uktenaand Black Spiral Dancers emerged
from the bayous to see with whom and what they were now
forced to contend. The Ukrena also expressed concern that
their land treaty would no longer be respected and that
Marcel would not make the dhanges they needed 1o tecover

TR Cartn,

The tribe’s leader had only begun negotiations with
Doran when the old vampire was murdered. Now the tribe’s
leader came before the new Prince of New Orleans to remind
him of the agreement; Marcel, however, continually put him
off. Today the matter is far from settled. The caern still
remains in the hands of the vampires, a sacrilege to the
Lupines. They have given up negotiating any changes bur do
not have enough strength to do more than raid the vampires’
holdings. Most of their energy is devoted to bartling the Black
Spiral Dancers,

Marcel warns new vampires to avoid the bayous, bur
does little more to oppose the Lupines. Most of his energies
are devoted to maintaining his control of the city. Indeed, he
has discovered that every time he begins to look outside New
Orleans, new crises force him to refocus on the city. For
instance, while Doran might have been able to integrare the
city painlessly, Marce! made no effort to stop the forces of
segregation. As a result, extremely vicious race riots broke
out in 1960 as whites attacked anyone they thought might
favor desegregation. Marcel has publicly blamed mages for
the violence, but younger Kindred blame Marcel.

There is no denying that the mages still exert a great deal
of control over the state government. When Marcel began
trying to exert more authority over the state legislature in the
early 198Qs, reform politicians took over in New Orleans and

Marcel had to scramble to maintain his power.
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1915-1916
1928

Destruction of Carchage.

(Gaius goes to France.

Gaius settles in Aquitania.

Doran Embraced.

Doran comes to U.S.

Bienville first comes to site of New Orleans.
Doran comes to New Orleans.

Bienville is ousted from the governorship
of the Louisiana Territory; Cadillac takes
over.

Bienville defeats Natchez tribe and isrees-
tablished as governor of territory.

New Orleans formally established.
Bienville defeats Chickasaws.

Bienville returns to Europe. Cosa attacks
again and is defeated.

Black Spiral Dancers from Arcadia come
to Louisiana Territory and settle in bayous
near city.

France cedesLouisiana Territory to Spain.
Cosa comes into power.

Colonists revolt and oust Spanish officials.
Doran reclaims territory.

Revolt put down and Cosa usurps power.
First major fire destroys 80 percent of the city.
Doran leaves New Qrleans, but returns later
in the year. Continuing bartles berween
Cosa and Doran.

Second fire destroys large part of city.
Last official sighting of Cosa. Louisiana
territory ceded back to France.

Mages manipulate selling of territory to U.S.
Battle of New Orleans. Technomancers
launch assault in attempt to take city, but
are defeated by Doran and his allies.
First Mardi Gras.

Civil War ends for New Orleans. Doran
begins rebuilding city.

Marcel Embraced. Depression hits New
Orleans port economy.

Storyville murders.

Huey Long electred governor of Louisiana,
becomes senator in 1932 and is assassi-
nated in 1935.

Doran is murdered and Marcel takes over
as prince.

Riots break out in New Orleans as whites
try to stop desegregation.

Fire at New Orleans Fairgrounds is linked
O mages.

Despite the setbacks, however, most Kindred feel that
for the past four decades Marcel has ruled New Orleans well
and kept the peace his predecessor established. New Qrleans
maintains itself as a refugee city, and Kindred from around
the world visit regularly.

Mage War

Marcel himselfis not so certain that he can maintain the
peace. Doran had little understanding of what the city’s
mages were up to; Marcel has even less. What he does know
indicates that all is not well. Indeed, he suspects the mages
may soon drag the entire city into their battles.

While signshave pointed to this forseveral years, Marcel
became most concerned on December 17, 1993, when a fire
broke out at the New Orleans Fairgrounds - considered
Elysium by the Kindred. At first Marcel thought it mighr be
an attack on himself, for most New Orleans vampires knew
of his interest in the famous horse racetrack. Then he began
receiving disturbing reports from his spies.

Several known mages were seen near the fairgrounds
shortly before the fire. At least one was seen leaving the
fairgrounds right after the fire srarred, though the spy’s
attempt to follow him met with the most unlucky coinci-
dences. Finally, Marcel has heard that members of several
different mage groups, including the Syndicare, have begun
casting covetous glances at lands owned by New Orleans
resident mages. The more Marcel sees, the more he fears.

s
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This is where the wild dogs are

This is where the fire bombs fall

Infant angels burn the universe

Hellbent on blood suck each other.

— James Hall, “Trouble in Paradise”

The citizens of New Orleans seem to have made a
conscious effort to avoid giving their neighborhoods definite
oundaries. Neighborhood characteristics can change within

alew i’.

i

locks. Antique colonial estates can give way to modern

els and traffic-jammed roads; bayous can change to open

aterways; a brightly lit, screaming boulevard lined with bars
can, with little warning, turn into a peaceful, quiet residential

area. Thusis the seemingly limitless diversity of New Orleans
laid out for those who visit.

When describing New Orleans, it is perhaps best to start
with the French Quarter. This is not only the best-known
part of New Orleans, but it is the section most popular with
Kindred. Members of almost every clan can be found in the

rench Quarter at night, drawn there by the easy prev found

ong the many bars and clubs.

Esplanade Avenue to the north and the Mississippi Riv

New
Orleans known to locals as the Vieux Carre and to visitors as
the French Quarter.

the east: these landmarks surround the section o

Culrurally it is one of the best-preserved specracles of

§ B i ] I# g = = - J+a -
early French colonialisin remaining in America. Itisa dream

out of the past, framed by wrought-iron banner-rails and ¢

wooden shutters over doors and windows alike. |
the past, and this alone renders the French Quarter attracrive
to the Kindred population.

] N L R N
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The French
Quarter

1. Jackson Square
2. The Cabildo
3. The French Market
4. Lafitte's Blacksmith Shop
5. Old U.S. Mint
6. Old New Orleans Court Building
7. Jax Brewery
8. Storyville Jazz Hall
9. Preservation Hall
10. Le Petit Theatre
11. The Lamp Light
12. New Orleans Jazz
13. Twilight Club

Business and residential areas juxtapose in this 6-by-12
block area. To the south, near Canal Street, one can find the
district of the French Quarter, with its bars and jazz

As one moves toward Esplanade Avenue to the north,
however, the area becomes unmistakably residential — not
somuch as a liquor store is in sight. Even the most notorious
avenue in the French Quarter, Bourbon Street, becomes
almost disquietingly residential the farther one travels past
Canal Streer

Even sbe residential areas feature stark contrasts. Though
mostof the French Quarter has been restored, some parts still
remain in states of gross disrepair, mostly the areas between
Decatur and Chartres Streets on the north side. Still, these
ateas are more the exceptions than the rule. Unlike most

nner-city areas, the French Quarter is neither dirty nor
unkempt. On the contrary, it is one of the cleanest areas of
the entire city.

Street sweepers make their rounds on a regular schedule;
shop owners, barkeepers and residents alike take great pride
in preserving their storefronts and homes. This can explain
the noticeable lack of vandalism in both the business and
residential districts of the French Quarrer, but can also lead
fourists into a false sense of security. The area is far from
crime-free and can be extremely dangerous for the unwary,
especially at night or during Mardi Gras.

During these times, mortals are in danger not only from
their own, but from the Kindred as well. Many clan leaders
have their headquarters and meeting places in the French
Quarter. Additionally, the bright lights and loud music lure
Brujah, Malkavians, Toreador and Ravnos.

Perhaps the one thing the French Quarter lacks, most
noticeably in the residential districts, is the presence of any
lawns. The close proximity of the buildings make such a
luxury impossible, but also gives rise to one of the berter-
known and most beautiful features of the French Quarter —
its courtyard gardens. Nearly every house in the area boasts
one of these tranquil, intimate gardens, often hidden from

public view behind ornamental, wrought-iron gates.

Decatur Street

Several principal thoroughfares run through the French
Quarter. Decatur Street runs near the docks by the Missis-
sippi River. The street is one of the roughest and most
dangerous areas in New Orleans. Assamites and Ravnos
wander the dock areas, as do Malkavians, several of whom are
even rumored to use the storage warehouses as havens. Near
the south end of the street is the old Jax Brewery, now a three-
section shopping and entertainment complex. In the third
section of the building is the New Orleans Hard Rock Cafe.

Chapter Three: Geography




Chartres Street
West of Decatur Street is Chartres Street, which runs by
the west side of Jackson Square. At its south end is the usual
assortment of bars, open-air jazz clubs and restaurants. The

north end, conforming to most of the French Quarter, is
residential, and New Orleans’ Kindred own several houses
here. Though they may not live there, the houses often serve
as guest houses for acquaintances who come to town.

Royal Street

Royal Streer, just above Chartres Streer, is the second
most famous street in the French Quarter. It is lined with
some of the most beautiful houses in the city, though their
histories are rarely as pleasant as their facades. One particu-
larly infamous house is the Lalaurie house. Dr. Lalaurie and
his family lived in the three-story structure from 1825 until
1834, when they were driven from the city after it was
discovered that Dr. Lalaurie’s wife cruelly starved and tor-
tured many of her slaves. The ghosts of slaves who died in the
house have reportedly been seen. The most common sighting
is of a young girl who leaped to her death from the roof of the
house to escape her mistress.
Another important location on Royal Street is the first
fireproof structure in the city, constructed in the early 1800s
at 318 Royal Street. Prince Doran used the basement as an
alternate haven for years, but abandoned it at the beginning
of the 20th century.
A final historic site is ar the corner of Royal Street and
St. Louis Street, where the City Exchange once stood on land
hat is now a parking lot. Almost immediately after the
Exchange’s opening in 1838, it became one of New Orleans’
most fashionable meeting places, and many of the most
prominent socials of the season were held. It was not unusual
to Trnd everal Kindred attending these gatherings.
Some suspect it was this fact rhat triggered the fire that
gutted the City Exchange in 1841, Several anarchs allegedly
set fire to the building during a ma&quemde ball, hoping to
trap the elders aztendipg that night. The elders managed to
escape, however, and their retributive strike eliminated a
umber of the South's leading anarchs, To this day, few
anarchs actually live in the city, through many arrive for
Mardi Gras.

Afrer the fire, the Ciry Exchange was remodeled and
reopened as the St. Louis Hotel, one of the most luxurious

lew Orleans, though some Kindred claimed the

hotels in }
ghosts of those who died in the fire haunted the hotel. Ir was
finally razed in 1914, and no new structure was ever builr on
the spot.

The business district side of Royal Street is famous for its
assortment of antique and book shops. Perhaps the best-
known shop is at 333 Royal Street, in a building thar served
as the first U.S. Post Office in the New Orleans. Now ir is Nez
Coupé Books, specializing in rare books, documents and old
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*mags' Ventrue and Tremere tend to patronize it more than
ther Kindred and enjoy perusing these reminders of carlier
Vs,

Ar400 Royal Street is the New Orleans C

housing the Supreme Court, Court of Appe
and Ciry Courts, and records of real-es

throughout New Orleans history

Bourbon Street

Above Royal Street stretches what is probably the most

notorious rhx_nwu_f_i.,aw in the French Quarrer. ?n:‘éscx‘i, its
very name has become synonymous with the ciry of New
Lﬁiak NS

t. Despite Bourbon Street’s reputa-
2 ‘1'(!}.' lit, raucous club-
;

southern district of the street fills ¢ lnlx_" the first half-

s. The closer one gets to Esplanade Avenue, the

i the area 'l

ecomes, until the only lights are
se on the street corners and the only sounds are the fading

z bands down rhe streer.

course, Th\ i-r]{‘ﬂ 5"‘»\’ % ‘ﬁi\‘- are

famous, as
the part where the greatest number of Kindred

N
B

>, In the late night hnm‘s, members of almost every

ity can be found here. Toreador, who greatly
clubs and sit in with the bands, appear regularly.
jazz world, no one questions someone who
after sunser, Jlm;wpc s in the early morning,

scen otherwise.

hoT 5ircct’~ festive atmosphere lures Kindred for

gaswellast E“il’*i‘u isniﬁ and loud music.

"

wn to dawn, the strip clubs, bars and nighrclubs

atrons, who often spill out onto the streets.

se Bourbon Street to

at \.\m.,?ﬁx\"n, city workers
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ety. Most of the |

the street ins

s and clubs feature
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Rampart Street

On the west side of the French Quarter is Rampart
e Kindred because of its easy prey. A
Rampart Street is known for the
prostitut L,szjpusher.ﬂ:.:,u_wﬂuewx ho regularly hang cut there.

lso favored by ¢
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]
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Jackson Square and the French
Market

other French Quarter landmarks hold a certain
.

amount of fame. One of thes Jackson Square, popular

among Kindred as the best-known Elysium in the city. The

other is the French Market — one «

he few places in New

s

Orleans that Kindred strictly avoid. Both are locared just off
Decatur Street.

Jackson Square, often dubbed the heart of the French
Quarter, hosted most of New Orleans’ early town gatherings,
and planners built the city around it. By day, musicians,

HCTS '(11]'\.{ a il(\‘if of other street pertormers roam its con-

fines. 5 night it hosts tourists, locals and, of course, the

1l e 1 . .
il recently, the Gangrel Justicar Xaviar

. Indeead, uni

t part of the proceedings of his regular Con

ST

xE\L.;.L

The Kindred of New Orleans usually meet either in
Jackson Square proper or in the nearby Cabildo, one of three
large buildings in Jackson Square. The original structure,

3 i {
rich served as the sear of ©

W

nish rule, was destroyed in the
fire thar SWept g‘iﬁr(;ucv'h the French Lwine inn L788. At the
time, rumor had it that Cosa set the fire and thar the target

had not bee
had pls

The city rebuile the Cahildo shortly a

1 Doran’s haven, but the Cabildo, where Doran

1
I
1
1

to meer a number of Kindred allies from France.

ned

if_"[‘ Lk ef IYL 5 C 'ull\ Lo

see it again burn down when another fire struck New Orleans

ain, it served as the center of govern-

= S ish,
a museum in 1911, Doran conrinued to use
88, when a four-alarm
fire broke out | e building. Though most of istorical
fire brol t in the building. Thougt t of the historical

5 . : .
French and Americans before becoming

back rooms to

conduct much of his business until 19

pieces were saved, the top floor and roof were destroyed.
Although nothing was ever proved, some Kindred maintain

Limt. the fire occurred on the same night Justicar Xaviar had

1 meering in its upper floor.
Cafe du Monde marks the beginning of the French

ination of renovared buildings and open-air

markets a’:xtcmiing several blocks along Decatur Streert,
French Marker Place ;cmi North Peters Street. Tradition
claims it to be rhe site of an old Choctaw Indian trading post
where rhe natives sold wild herbs and berries to the settler

It holds the distinction of being one of the oldest institutions
in New Orleans. For more than 150 years its shops, sheds aud
stalls have sold the best fruits, spices &.‘thbLlIH New Orlean
The Kindred ¢l irly frequent the Fren i
Market, perhaps seeking special herbs rhere.

im that mages regula




Storyville
ryvill

Though now subsumed within the residential areas of
Basin and Bienville Streets, where today the Iberville hous-
ing project stands, the notorious brothels of Storyville were
once located in the northwest corner of the French Quarter.
Brothels lined such streets as Burgundy, Bienville, Dauphine,
St. Louis and Conti, though eventually the Red Light Dis-
trict was narrowed down to Basin, Contri and Iberville Streets.

Doran had allowed the creation of this area to permit
easy feeding for the Kindred. However, most of New Orleans’
resident vampires considered Storyville déclassé and avoided
the area except when desperate, instead leaving it to new-
comers and visitors.

In the early 1900s, a refugee came to New Orleans who
was, unknown to Doran, also a renegade from one of the
northern cities. Fleeing a Blood Hunt, the renegade came to
New Orleans, where he committed a series of gruesome
killings. Soon the area of the city once known only for its long
list of vices began to gain notoriety for a growing number of
bloodless corpses.

Though the renegade was eventually stopped, Doran felt
the refugees had failed in their duty to report such a creature
in their midst. Punishment for their crime was the destruc-
tion of Storyville in 1917. Though most of Storyville’s
residents are long gone, one still remains, an unliving testi-
mony to the evil that once plagued the area.

In the early 1900s, no New Orleans prostitute was betrer
known than Mariline. Of French ancestry, she was favored by
anumber of the city’s most powerful and influential men. She
had even left the brothel from which she had once operated
and began working for herself.

One cold winternight in 1916, as Mariline hurried home
from visiting a friend in the Red Lighr District, she ran into
aman who appeared out of nowhere. As she made some brief
apology and continued on her way, the man grabbed her,
dragged into a side alleyway and silently but horribly mur-
dered her.

With the closing of Storyville, Doran thought to put
rors like this behind him. A few vears later, however,
stories began to circulate of a ghost seen wandering near the
site of the old Red Light District. Mortals who saw her
described her as resembling Mariline. Kindred had a more
intense experience.

1
Nno

Vampires who saw the ghost said they felt compelled to
follow it, lured by an overpowering smell of blood. The girl
would enter a dark back street, where she would suddenly
thrash as though fighting some unseen attacker. Ectoplasmic
blood would spurt from a deep cut in her throat. Then the
vision would vanish, disappearing soundlessly into the night.

Atfirst Doran ignored the reports, but soon they became
anannoyance and a blatant reminder of the renegade. Doran
decreed that no Kindred should feed in the old Red Light
District; most Kindred residents follow this rule even though




St. Charles Ave.

The
Garden
District

Doran is gone. Mariline, however, does not seem content o

be forgotren by the species that caused her death.

Since her 'i-‘*iﬁm Mariline has developed new ways to
lure Kindred to t
ador Mariline exm‘ies has grown stronger and stronger until

1 forbidden area. Over the vears the bloody

it is all but impossible for any vampire to resist it. Doran’s
i

rccurring fear is that a witch-hunter will discover Mariline

LS
and use her powers to catcl | des I
) o catch and destroy the

The Hive

Anotherimportant landmark for visitors is Canal Street,
sippi River to Lake Ponchartrain.
Canal Streer is one of the brightest and widest streets in the
United Stares. A center lane for public transportation di-
vides the road. Some of the rallest buildings in the city,

,J

which runs from the Miss

including several hotels, line the street.

If one stands on Canal Street and faces away from the
extends to
the left. On the right is Downtown. This area includes the
French Quarter, the Cenrtral Business District (CBD), the
riverfront and many of the city’s bars, jazz clubs and culrural

Mississippi, the upscale section called “Uptown”

attractions.

lew Orleans’ more prominent elders tend to make their

havenseitherinis son the outskirts of

lated plantation hom

the city or in the best-known section of 1.‘ns_~ uptown area, the

Garden District. This elegant, picture

bordered by St. Charles
Avenue, and Magazine Street,

- 1 .
que part of the city is

s Avenue, Jackson Avenue, Louisiana

After the United States bought New Orleans, U.S.

built the
being snubbed by the older resident

citizens moving to the city > Garden District after

The newcomers con-

sciously rejected the city’s Creole ﬂa‘;r:r and established an

area decidedly their own. The towering colon MAns

with their la‘;;sh? spacious lawns contrast sharply with the
cloistered patios of the French Quarter. Many of the houses
still standing date back to the 1830s. This area includes many
of New Orleans’
residential areas, as well ashavens for most of the

parks, sf:,é\'e-z‘rsi(im churches and expensive

selders.

One of the 11;'; ngest and most impressive of the E.‘pmwn
thoroughfares is St. Charles Avenue. The Sr. Charles Av-
enue Streetcar runs the entire length of the avenue from
Canal Street to Riverbend, where St. Charle

Carrollton Avenue. The first few blocks of

[
pecomes

Aries

1 o~ 1
Avenue are strictly business areas. Once travelers cross
Jackson Avenue, however, they find themselves in one of the

city’s most elegant residential areas.
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Brujah, Toreador and Ravnos tend to avoid the Uprown
area, leaving it ta the Ventrue and Tremere elders. The most
popular gathering places of the Kindred that live in the
Uprown section are the Pontchartrain Hotel on St. Charles
Avenue, LeMoyne’s Landing on Riverwalk, and Tipitina’s
on Napoleon Avenue.

Downtown

Downrown, originally the Creole section of New Or-
leans, has its heart in the Faubourg Marigny neighborhood.
The neighborhood came into existence when a plantation
owner named Marigny settled his gambling debrs to then-
Prince Doran by selling him planration land by the French
Quarter.

Two main thoroughfarces cross the downrown area. One
is Elysian Fields Avenue, the busicest street in the area. Bars
and nightrclubs line its southern end, and commercial build-
ings exrend along much of its length. Elysian Fields also
crosses several railroad tracks and bisects some of the rough-
est and poorest neighborhoods in New Orleans. Refugees and
anarchs often maintain havens in these arcas. Abandoned
houses, srorehouses, and old brick buildings offer perfect
hideaways for Brujah and others.

Esplanade Avenue, the orher main Downtown thor-

re, contrasts heavily with Elysian Fields. The tree-lined

v forms rhe north boundary of the French Quarter,
nunning from the river to Bayou St. John and terminaring ar
City Park. Unlike the thoroughfares in the French Quarter,
Esplanade Avenue goes strictly through residential areas,

e of New Orleans’ finer, older middle-class homes

we the road. Even Durch, the city’s Brujah leader, is ramored

o have a haven in one of the older houses.

City Park, ar the end of the Esplanade, is one of the largest
parks in the United Stares and was once the city’s most popular
lueling

154

spot. Today, both Lupines and Kindred claim the area,
though mages seem to be its most frequent visitors. Unknown
o the vampires, the werewolves seck to reclaim a caern in the
but have been blocked by both mages and Kindred.

The Bayou St. John runs the entire length of City Park’s

east side, leads ro Lake Pontchartrain and is the only remaining
bavou in New Orleans. The house from which the Voodoo

Dueen Marie Laveau ran her cult was rumored to be near the

wsnorth end. Vampires usually use the bayouas a dumping

for the body of any Lupine caught within the city’s bound-
s, What they don’t know, however, is that the Ukrtena tribe

fwerewolveshave always considered the bayou a burial ground
anyway, and claim it as land sacred to the Garou.

Downtown also has a number of nightspots favored by
ed. Brujah like to collect vessels at City Lights, a
popular dance club on Howard Avenue and S. Peters Street.

: Streer at Michaul’s Live Cajun Music Restaurant.

- gecasionally sit in at the Storyville Jazz Hall,
though they tend to prefer hunring amid the Arts District just

west of the French Quarter.

In its ecarly years, New Orleans relied heavily on the
Mississippi for much of its commerce. Older Kindred remem-
ber the glory days of the antebellum, when flathoats and
steamships constantly plied up and down the river. The river
trade peaked in the 1850s, however, and has been declining
ever since, for faster and more cost-efficient ways to transport
poods have been found. Still, the river remains a [arge source
of income for New Orleans. Barges from as far away as New
York City and Montreal dock ar New Orleans’ ports, and
more than 70 barge lines, some owned by Cainirtes, still
operate on the river.

Muddy and opaque, the river stretches half a mile wide
from bank to bank ar New Orleans. Huey Long is often
credited for having the first bridee built across the New

Orleanspartof the river; before 1935 travelersrelied solelyon
the ferries to rake them across. This had helped the Kindred
by keeping them separare from the Lupines. Most Ukrena

chose to live in the bayou lands south the river, while

others tried ro hold onto some of their territory on rhe lake,
City Park and Bayou St. John. The river divided the two
groups, making it very difficult for the werewolves on the lake
to help their brothers across the river in times of need.

Today two major bridges cross the Mississippi River in
the Greater New Orleans area. One is the Mississippi River
Bridge, also known as the GNQO Bridge, which opened in
1958, A little more than two miles long, it can easily be seen
from Canal Streer near the French Quurter. The other is the
Huey P. Long Bridge, built 10 miles above the city limits; this
bridee is four and a half miles long. Unlike the GNO Bridge,
the Huey P. Long Bridge was built not only to accommodare
traffic, but to facilitare the railroad as well. Neither bridge is
much help to the Lupines, who were driven from the lakefront
to the opposite side of the Inner Harbor Navigational Canal

before the bridges were opened.

The Port of New Orleans

The port of New Orleans actually covers 50 miles of
water frontage on the Mississippi. Within this vast network
of river docks and wharves are dozens of public warehouses
and several cold-storage plants. Of the docks, 43 are state
controlled. Prince Marcel and other Ventrue own many of
the remainder. A few belong to the Serites, but are fronted for
rhem by mortals. It is from these docks thar rthe Serites run
theirsmuggling operations, bringing in not only other Ameri-
can Kindred, but members of their own clan from Hairi.

To the east of the city is the Industrial Canal, which
divides into two separate waterways rwo miles north of the
city. One branch heads east, becoming the Mississippi River
Gulf Outler Canal. The other continues north as the Inner
Harbor Navigation Canal and is approximately three miles

E(.‘HE.
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One characteristic people tend to notice first about the
cemetery is that unlike others in the city, which are built
with clean-cut lines formed by streets and neighborhoods,
Metairie Cemetery is oval in shape, surrounded by a circu-
lar road. This fact is a striking testimony to the cemetery’s
unusual past.

Many legends are told of how Metairie Cemetery came
to be as it is. The most frequently told one is of Charles T.
Howard, one of the founders of the cemetery, who made his
fortune in the Louisiana State Lottery Company. When
seeking admittance to the exclusive Metairie Jockey Club,
Howard found himself blackballed. To avenge rhe club’s
stight, Howard swore he would make a cemetery out of the
club’sracetrack. However Howard accomplished his threat,
accomplish it he did. The racetrack was eventually con-
verted into Metairie Cemetery in 1873, and the remains of
the old racetrack can be seen in the circular drive about the
cemetery.

Greenwood Cemetery was opened in 1852 and has
20,500 lots. It is located on Metairie Road {City Park
Avenue) next ro Metairie Cemetery.

Cypress Grove Cemetery 1 {1840) is located at the
notth end of Canal Street. Cypress Grove Cemetery I is on
the rear side of Greenwood Cemetery and was used to bury
the indigent dead. Most of it was destroyed when Canal
Street was built in 1911. The final section was in use until
1920. Back areas of the cemerery are in disrepair while
other areas are hetter kept.

Carrollton Cemetery, on Adams Street between Spruce
and Brick, is also known as the Green Street Cemetery. Few
Kindred use it because a number of the tombs are copings,
or ground interments, which also makes Carrolliton some-
what unique among New Orleans cemeteries.

Holt Cemetery is on Metairie Road (City Park Av-
enue) with a plot on St. Louis Street. Holt Cemetery is
another burial ground not favored by refugee Kindred
coming to the city; it also has a large number of copings.

Located near Carrollton Cemetery, St. Mary Cem-
etery used to be so severely overgrown that people would
not enter it. The city took it over in 1921; today it is fairly
well kept.

Sitting between Cypress Grove and St. Patrick Cem-
eteries on Canal Street, Charity Hospital Cemetery is the
burial place for the indigent dead from Charity Hospital.

Lafayette Cemetery No. 1 on Washington Avenue is
not very well kept. Though some of the romhs are in a
presentable state, a great many more are neglected, decay-
ing or already in ruins, making the graveyard perfect for
refugees.

Also on Washington Avenue, Lafayette Cemetery
No. 2 is slightly better kept than Lafayette Cemetery No.
1, but also has its share of decaying tombs.

The Mt. Olivet Cemetery is located on Norman Maver
Avenue, The cemetery roads are in bad shape, but the plots
are well kept.




Located on Valance Street between Daneel and
Saratoga, the
decaying society tombs as well as private vaults.

St. John Cemertery is located on Canal Street.

St. Bartholomew Cemetery is bordered
Diana and Nunez Streets in Algiers.

by Newton,

An extension of St. Bartholomew Cemerery, St. Mary
Cemetery is also located in Algiers.

Located on
well kcpt.

“anal Street, Odd Fellows Rest is fairly

Divided into two sections between St. Louis Street and
Metairie Road (Ciry Park Avenue), the Masonic Cemetery
has a number of Lodge Tombs, though most are for copings.

Gates of Prayer Cemetery No. 1 is located on Canal
Street.

Gates of Prayer Cemetery No. 2 is located on Joseph
Street, between Pitt and Garfield.

Hebrew Rest is locared on Pelopidas Street.

t. Vincent de Paul Cemeteries I, I and I are located
on Lm:asa Street.

Dispersed of Judah is located on Canal Street.

Ahavas Sholem is bordered by Elysian Fields, Stephen

Girard, Frenchmen and Mandolin Streets.
Anshe Sfard is hordered by Elysian Fields, Frenchmen,
Stephen Girard and Mandolin Streets.
Elysian Fields, Frenchmen, Stephen Girard and Man-
dolin Streets also border Jewish Burial Rites.
Beth Israel is also bordered by Elysian Fields, Frencl
men, Stephen Girard and Mandolin Streets.
Chivra Thilim, formerly Temmeme Derech, is located
on South Anthony Street, near Canal Street.
Many of the older cemereries are surrounded by walls
hatare often 10 to 15 feet high and eight ro 12 feet thick.
raults for burials.

Thsec walls are often used as private

Night Life

The contrast between night and day in New Orleans is
like...well, night and day. The city absolutely comes alive
with a carnival atmosphere nearly every night of the year.
Most of the parties and celebrations in the many bars and

clubs often seem more like bacchanalian festivals. In fact,

clubgoers can get a drink in New Orleans regardless of the
day or the time. The only time things slow down ar all is on
Ash Wednesday following the Mardi Gras celebration.

Nor is drinking the only activity among the night life
scene of New Orleans. Eating is also highly regarded by
those in the city, and New Orleans houses some of the
finest restaurants in the world.

But it is neither the liquor nor the food that attracts
many of the Kindred who nightly descend upon the French
Quarter, The Kindred come for rhe music — and for the
utter simplicity of hunting in an area that is jam-packed

Valance Streert Cemetery has a number of
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_ younger vampires, however, prefer the
modern clubs, which play more contemporary music.
The French Quarter has an abundance of both types of
clubs. The following are some of the more popular nighr
spots in New Orleans, 'T‘(ihixt’idiﬁx highlighting the French
Quart ch Quarter is almost
always casual, and i

er. The dress in clubs in the Fren

. o .
few clubs have a cover charge. Clubs

outside thar area, however, usually do.
with Kindred of all

lience and performers.
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Even Nosferatu have been known ro use their Obfuscarte to

get just the right Judy Garland look. '\“‘& hile elders don’t
come here very often, their childer do.

Old Absinthe House Bar — A favorite late-night
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City Lights

A bir less centrally located, C ity Lights
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Avenue at St. Peters Street. It plays dance music and is
popular with the Bruj

544 Club — Bourbon Strec
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Preservation Hall — This cultu
Peter Street is often frequet v D
dor. Irs rustic environment has played host
disrmggmme‘.i New Orleans musicians as Harold Dejan,
Wendell Brunious and rthe Olympia Brass Band,

Storyville Juzz Hall — This part of New Orleans’
Elysium blends traditional jazz with late-night R&RB. To-
reador, Tremere, Ventrue and others mix here.

Pat O’Brien’s — The:

al landmark on St
d Torea-

to such
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| rourist hangout, Kin-
St. Peter Street bar.,

dred find extreme
Pat O'Brien's Tmiuzf s a patio
Though not exceptionally pop
of that clan can be found fr

s easy fe
rell as a piano bar.
-ujah, members
equenting the bar from time to
time.

Jax Fest — Located in the old Jackson Brewery, Jax
Fest has four theme bars.

These are the Tmzctm Liquor

Stand (a tropical bar), *iﬁs-* Hurricane Dance Club (Top 40
music), Singalong Sam’s Piano Bar, and the Locker Room
Sports Bar with 24 television screens broadcasting satellite

and cable sports events. Most Kindred avoid this spot, but

rumor hasit that Marcel once owned thesite and i

chrsrill

have an interest in it.
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The New Orleans art scene is extremely acrive and
responsible for more than just excellent jazz. The arts and

artists receive substantial financial support from several
corporate and private sources, many of which are under
vampiric control. Indeed, Kindred appear at every major
opening in the city, be ita gallery, the operaseason oranew
play.

The following New Orleans theatres are also part of
the Elysium.

The Saenger Theatre — Canal at Rampart Street.
Once Prince Doran’s favorite theatre and place to conduct
Kindred business, Marcel had no interest in it, and it has

y recently reopened. The Saenger hosts some of the best

aveling troupes in the country.
The Contemporary Arts Cenrer — 900 Camp Street.
a public art gall
lay parts of their col
i

lery where some Kindred like to
lections.

Le Petit Theatre Du Vieux Carre — St. Peter Street.

. of the oldest theatre ¢ R T trv. Le Petit
¢ Of the oidest theatre (roupes 1n the country, Le retit
heatre stages excellent plays, occasionally including vam-
ires among the actors. Two other theatres and woupes

ler the prorecrion of Elysium are:

Actor’'s Warehouse Theatre — 200 Julia Streer.

eatre Marigny — Frenchmen Street.

Concert houses within the city include the Louisiana

the Theater for the Performing Arts, the
Auditorium, and the Kiefer UNO Lakefront
1 University of New Orleans. The home of
the New Orleans Symphony, the Orpheum Theater on

University Place, was only recently restored to its original
ence. While supporred and favored by the elders,

places are not within the Elysium.

ch Opera House, which opened in 1919, was
tone time part of the Elysium. It soon became a favorite
ering place of many of New Orleans’ elders. It was this
y fact, many believe, thar led the Phoenix Society (see

eries) ro burn the Opera House to the ground in a
mysterious fire

T 1 . . e

I mws_h the accusation against the Phoenix Society
een proved, most vampires nonetheless turned
group. Those within the Phoenix Society main-

rinnocence in the act. They claimed the fire was
kely the work of elders trying to discredit the
X Society. In any event, the New Orleans Opera
ion today performs mainly at the Theater for the
rforming Arts on St. Claude Street.

The Arts District

While most of the city’s street artists and performers

s the day, even at night strollers are likely to
¢ across artists, canvases or sketch boards in hand,

The Elysium

The following is a list of all Elysium sites within the
city of New Orleans.

Jackson Square (this includes St. Louis Cathedral,
the Presbytere and the Cabildo) —bordered by Chartres,
St. Ann, Decatur and St. Peter Streets.

Storyville Jazz Hall — 1104 Decatur Street.

Old New Orleans Court Building (Wildlife and
Fisheries Building) — the city block between St. Louis,
Conti, R

Lafitre’s Blacksmith Shop — 941 Bourbon Street.

val and Chartres Streets.

Preservarion Hall — 726 St. Peter Street.

Jax Brewery — Decartur Srtreet.

Le Petit Theatre — 616 St. Peter Street.

Old Mint {(Louisiana State Museum) — herween
Decatur, Barracks and Esplanade Streets,

Superdome and New Orleans Centre —— between

Poydras and Girod Streets.

Theatre of the Performing Arts— St. Claude Street.

World Trade Center — off Canal Street.,

Fair Grounds Racetrack — 1751 Genrilly Blvd.

sitting on chairs and park benches as they depict the scenes
around them. It is lirtle wonder that in recent years New
O;‘ie;ms has become known as a major art center

e heart of New Orleans’ art community is known as
the \X .ne]um\e District and stretches between Julia Streer,
St. Charles Avenue and the river. Torecador not hanging
out in the French Quarter can usually be found here.

Of the numeraus art galleries in New Orleans, elders
mostly patronize the Academy Gallery, the David Gallery
and the Tilden-Foley Gallery, all on Magazine Streer. A
small bur elegant gallery on Magazine Street called the
Midnight Hour is solely supported by Prince Marcel. Open
only from 8 p.m. to 1 a.m., Marcel established the gallery to
display the work of Josua Cambridge, an enigmatic artist
who lives ar his estate. Though most of Josua’s work is
shown in the gallery, only a few, select pieces are ever sold.
The gallery never displays any pieces depicting mortals,
vampires or any New Orleans location. Other galleries,
such as Gallery 630B on Baronne Street and the Rhino
Gallery on Sr. Charles Avenue, usually receive at least tacit
support by one elder or another.

sium

Because most of New Orleans’ history is in its archirec-

ture, and because the city’s elders desperately seek to
preserve their heritage, most of the buildings that consti-
tute Elysium are of some historic s:gnihmmf.

Though Elysium sites can be found throughourt the
city, the majority of the buildings are locared in the French
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Quarter. Indeed, in the 1940s Prince Doran tried to make
the entire French Quarter Elysium, but could not enforce
his decision. The Garden District, though not a part of
Elysium,

it s0.

is far safer because the elders who live there make

The most popular and well-known of the Elysium sites
: Elysium
the sur mundmu
shyrere and the

in the French Quarrer is Jackson *\'qu;sre This
includes not only the Square itself, bur
buildings of St. Louis Cathedral, the Pre
Cahildo.

Aside from Jackson Square there are eight other Elysium
sites in the French Quarter. They are: the Storyville Jazz
Hall on Decatur Street; the French Market off Decatur
Street; the Old New Orleans Court Building (now known
as the Wildlife and Fisheries Building) off Royal Street;
Lafitte’s Blacksmith Shop
Preservation Hall on St. Perer Street; the Jax Brewery on
Decatur Streer; Le Perit Theatre on St. Peter Street; the Old
Mint {now the Louisiana State Museum) between Decatur,
Barracks, and Esplanade Streets,

{a small bar) on Bourbon Streert;

Outside of the French Quarter, Elysium can be found at
the New Orleans Centre adjacent to the Super
Theatre of the Performing Arts on St. C
World Trade Center off Canal Sireet by
Fair Grounds Racetrack off Genrilly

'1&53"!6 the
laude Street, the
the river, a

nd the

Boulevard.

r safe from Kindred
are not enforced \k‘ii’h equal fervor in
A violation in the Jax Brewery would not he met
n the Louisiana State

and
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violence, but the rules
all places.
with the same reaction as an ourburst is
Musceum. Characrers may learn this to their surprise
dismay.
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The mysteries withis
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1 the bayous could themselves
Kindred, l‘ua&ﬁ‘e\“;—rz; know little about
these areas. Most of what they know is available to any
mortal, and much of the rest is s;’rt(ui;ﬁ:i-‘)n.

What they know for sure is that sites of mystical

importance are scatterec Jn‘mtgh the bayous, especially
in the section to the ]
Country. This area, also cal
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Rayne,

Lafayette, one of the largest ci

city, known as Cajun
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ncluding Franklin, Crowley,
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ties in Cajun Country.
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are rumored

The Universities

A number of leading colleges and universities have
sprung up in New Orleans, mostly of Catholic back-
ground. The Kindred keep a close eye on them for this
reason, and Prince Doran felt sure the Inquisition would
try to enter the city through Tulane, Loyola or Xavier.

The Inquisition, however, does not maintain offices
in any of these universities or in New Orleans’ many
churches. Instead, it has confined its efforts to a small
school to the southwest of New Orleans — Qur Lady of
Holy Cross.

Right at the top of Uktena country, this coed school
has been the center of one of the more unusual factions
of the Inquisition. Sister Louise DeChambeau of the
Order of St. Joan brought the Inquisition to Holy Cross
when she first became aware of what she terms the
“Werewolf Threat.”

While investigations into the Garou take up most of
her and her assistants’ time, she has long been sure thar
vampires must also be in New Orleans. She hopes to turn
her attention to them soon.

Prince Doran met with the werewolves, they told him
that the area was controlled by a powerful “worm” and its
agents, and that only the truly insane would dare ven-
ture there. Monsters they called Vhujunkas,
Thunderworms, Banes and Worm Elementals were but a
few of the dangers awaiting those foolish enough to
enter the area.

The vampires do know that a Hive of Black Spiral
Dancers lives in Cajun Country. The Hive was driven
from its home in the French colony of Acadia to the
southern swamplands‘ of Louisiana in 1755. When the
Dancers arrived, they met fierce resistance from the
Uktena, who forced them into the bayous to the west. In
this inhospitable environment, however, the Hive per-
verted several existing caerns to the Dancers’ own needs.

During the decades thar followed, the area became
a breeding ground for the Wyrm and its agents. As the
corruption of the area grew, so did the Dancers’ vindic-
riveness. They never forgot the Uktena and their Kindred
allies who drove them from their new home. With the
help of Sabbat Gangrel, the Black Spiral Dancers have
managed to keep their ears in the city and cause consid-
erable trouble for both the Kindred and the Uktena.

When the Pentex Corporation’s Endron Interna-
tional (then Premium Qil) began to move into Louisiana
during the 1920s, the Black Spiral Dancers were quick to
direct their attention to New Orleans. They told the
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corporate executives of the city’s potential as well as its
ideal placement to spread corruption and pollution via
the Mississippi River.

Pentex moved quickly, but Doran blocked many of

the corporation’s early business dealings. Slowed, but
not stopped, Pentex settled upriver from New Orleans
and just to the south of Baton Rouge. From there it
spread north along the Mississippi River and is now a
major source of pollution in the river.

Over the vears, Pentex has managed to befoul large
tracts of the bayou lands, decimating or completely
forcing out several other groups that once lived there.
The Mokole (werealligators) who once lived in the
Atchafalaya Basin, an 800,000-acre wilderness swamp
15 miles east of Lafayette, have moved to the Teche, the
last of rhe larger Louisiana bayous in the area still
untouched by the Wyrm. The Gurahl (werebears), how-
ever, could not protect their territory from the Wyrm
and were eventually forced out of the bayous.

The only non-Wyrm agent who has withstood the

E){‘ ;_*I_E\’t_”_i.‘p ‘['E'd.‘:‘ §‘CL‘H E I

plague creeping throt

Travers. Travers claims t both Malkavian and Black

Spiral Dancer; anyone who has met him knows he is

£ o3 1 ; oo 3
powerful — and compietely nsane. >ome, however,

have come to realize thart the old Kook is not as cra

most believe, and for knowledge of the secrets of Cajun

Country, few can compete with Travers.

Travers hates the tribe he says was once his, and few
agenrs of the Wyrm have wandered into his territory.
Even fewer have come out. Though a few Malkavians are
said to be able to contact him, he mostly socializes with
the wererats from the city and bayous ro the south of
New Qrleans.

Today no Kindred or Uktena in her right mind

Aside

threars presentred by rhe Wyrm and its agents, rumors

would venture into Cajun Country. rom the

from the arca tell of Doran’s old nemesis, Cosa, having
) 1 ,

been sighted in the bayous in the company of the

Black Spiral Dancers.
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ing in the city for a week or so to a few months at most before
moving on. As in any society, however, New Orleans has its
mainstays. In New Qrleans these are mostly elders or clan
leaders, though there are a few others who seem to have gone
out of their way to make their presence known.

Another reason the Kindred population fluctuates so
much is the regular disappearances of newcomers. Most
vampires do not speak of these disappearances, whether from
ignorance, good taste or fear. Still, the disappearances con-
tinue to haunt the community. Some blame witch-hunrers;
others blame anarchs. The true answer includes both of these
and more.
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Secrets

New Orleans is full of secrets. Kindred conceal information from Kindred, and clans struggle for
intelligence to give them an edge in their constant competition. Characters may eventually uncover
some of New Orleans’ secrets; when they do, the Storyteller should know how much, and what, to give
them. The Secrets Trait detailed here provides some idea of just how much a given vampire knows.

There are five grades of secrets, rated from A to F like the whonf grading system. Each grade shows
how much information the characrer possesses about the region’s puimu and events. A piu» Or minus
rating indicates a greater or lesser degree of knowledge within a given grade. A character knows
everything listed for her rating, plus everything listed for all lower ratings.

A+ Only Uriah Travers knows more than the characrer.

A The character knows of the presence of mages in the ciry. Though not certain of their goals,
she has suspicions.

A- The character knows the true motive and target of the Phoenix Society. The character is also aware
that the Phoenix Society’s influence extends far beyond New Orleans.

B+ The character is aware of the power behind Marcel’s throne and the fact that Marcel may not
rruly rule the city.

B The character is aware that the primogen does not support the prince as much as it claims to,
and that the potential for power struggle exists within its ranks.

B- The character is aware of various power struggles, past and present, in the area. These include
those between the former prince and Cosa, Marcel and the Counc il, and the Uktena and Black Spiral
Dancers.

C+ The character is aware of the various coteries and certain high-ranking members, as well as
their connection to the city or its inhabitants.

C The character knows many of the coteries and how they influence certain events in the city.

C- The character has heard of various influential groups in the city, but knows of no specific
organizations or members.

D+ The character knows that some werewolves and Gangrel seem to be allies.

D The character is aware of the potential danger of the werewolves.

D- The character is aware of the boundaries of Kindred territory.

F The character knows a few Kindred in New Orleans.

New Orleans by Night



New Orleans’ Brujah follow a far more rigid hierarchy
than do members of the clan in other cities. In rthe early
1950s, Dutch came to the city and established himself as
the leading Brujah in New Orleans. While few other
Brujah have established themselves in the city, there are
always at least a few rransients. Indeed, only Clan Toreador

sends more visitors to New Orleans.

Dutch

When Dutch arrived in New Orleans in 1951, then-
nce Doran welcomed him with open arms. Dutch was an
list Brujah from California who had immigrared to
lew Orleans in search of the second coming of Carthage.
Here, he hoped, he could ally with the Ventrue leader to
create such a city.

Dutch found that things were not as he had heard. The
Brujah who visited or lived in New Orleans had lictle
interest in such lofty ideals. Indeed, their interests often
conflicted with Doran’s. Dutch found the erstwhile head of
the clan nothing more than a rabble-rouser, interesred
more in inciting visiting Brujah than in doing anything
constructive. Dutch immediately confronted him and
proved himself the more capable Cainite. Those Brujah
who would not follow his lead either left town or were
destroyed.

With the clan now moving in a direction he liked,
Dutch turned his attention to other matters. The more
familiar he became with New Orleans’ social structure, the
moreavery different picture of this “new Carthage” emerged
—apicture of a city created for the benefit of the Ventrue
and the Tremere.

Betore Dutch could address this problem, however, an
ssassin slew Doran. Sensing an opportunity to make the
city what he dreamed it could be, Dutch became a con-
tender for the throne. His support among members of his

y
it

own clan immediately began to slip, and he saw that other
Kindred had aligned themselves before the assassination
ever occurred. Finding himself forced to choose between
clanleadership or the princeship, a position he might never
eve, Dutch repealed his claim to the throne.

Today Dutch is still clan leader, but he is more inter-
ested in Marcel’s plans for the city. Dutch has lost any hope
that the city might become a new Carthage. He dreads the
dav when the elders cease offering hospirality to any Kin-
1 who comes in peace.

While Dutch can do lictle now, he has begun to bolster
.E"Eé,‘i f‘(‘)‘i‘[’li)ﬂ. }."I(\ }11‘15; STH}’Tt‘ii (‘,l'}f‘?féiﬁﬁg 's'ﬂW.(Z)LJT_ {(’_‘.ri' (_3;]}@‘,‘ p.!rujn;l
who feel as he does. He hopes to make the Brujah presence
strong while members of the clan are stll allowed into the
city. If Dutch succeeds, he may eventually renew his quest
o create a E}F\'}Eﬂéﬂ.
Sire: MacNeil
Nature: Conniver
Demeanor: Bravo
Generation: 9th
Embrace: 1853
Apparent Age: 35
Physical: Strength 5, Dexterity 4, Stamina 4
Social: Charisma 3, Manipulation 4, Appearance 2
Mental: Perception 3, Intelligence 4, Wits 4
Talents: Alertness 4, Athletics 3, Brawl 4, Daodge 4,
Inrimidation 4, Leadership 4, Streetwise 4
Skills: Drive 2, Firearms 4, Melee 4, Repair 3, Stealth 4,
Survival 4
Knowledges: Electronics 3, New Orleans Knowledge 3,
Occult 1, Politics 3
Disciplines: Celerity 4, Dominate 2, Fortitude 1, Obfus-
cate 2, Porence 3, Presence 3, Protean 2
Backgrounds: Allies 2, Contacrts 3, Herd 3, Resources 1,
Retainers 2, Status 2
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Virtues:
Humanity: &
Willpower: 8

Image: Durch st > bulky, muscular frame of

s mortal days. ., wirh lox

, brown hair,

1 cleanly shaven face. He dresses in

brown eyes ar
g lue jeans and a jacket sans shirt.
typical Brujah. Being
you do not really feel that what you plan

rm “revolution.”

Role '?é‘&.i‘\';“ii'ig? Hints: You are not a
i1

You are merely
in's own (Carthage) from the clan
e first place. Thus you speak calmly,

and rationally, and do not act without plan-

out the lower dock areas of the

18 SOIMme él:?iucncc in Vi'\ > City.
1
¢ can usually convince v isiting Brujauh
fl

ucruates, but can range {from two

ans for more tl

1

Jake s life in New Orleans. He was a

] ..‘\ - 1
dOCk wort

lon organizer — not a F‘asgm»
aced in 1922, he stayed

1
his sire until ¢

- 1 . - . =
1 , when mszi came

h in Los Angeles
-

mmedi-
;:';1:'613;. Indeed, for all intenrs ;ms:é purposes he has mpported

the new clan leader ever since. Jake oppaosed the new clan

of unification, burt felt
ut it. Rather t

ecided it was better to try striking at Durch

cla
leader’s § as there was little he

n fight the changes from the

could d

indispensable to
> Wi thmzc

us made himself virtually

1} iﬁ.‘dx_{LI Fcii"(.?'\ “ﬂiik(} a MOoVe

TS, ?Uz instance, when g)nmh “‘C gan

take the princeship in 1955, Jake immedi-
ately discredired him to the city’s elders and incired trouble

among the Bru

th then in the city. Dutch, however, quickly

l\/}.‘i%{&‘ AA! ] [%{i S

oday Jake is still Dutch’s lieutenant, as well as one of
th *r}-ti"%‘-ac—;"(msm‘:: in the clan. He is extremely discreet in
the trouble he causes, ensuring that it cannot be traced to
him.
Jake firmly believes that Brujah should be free to do
what they want, when they want, without the restrictive
disagrees
except

ceship of New Qrleans should

ties of a formal clan structure. Thus, he generally
with all of Dutch’s policies for running the clan -
one. He agrees that the princ
e in the hands of a Brujah.
Sire: Martiné

Nature: Rehel

Demeanor: Conformist
Generation: 10th
Embrace: 1922

Apparent Age: 27

Physical: Strength 3, Dexterity 3, Stamina 3

Social: Charisma :\,-'ﬁ_dnifwu};ttiim 4, Appearance 4
‘\X its 4
T&icnt%: Acring 3, ;ﬁ\ic’érme%s 3, F\T.hicii& 3, Brawl 2,
T‘h sdge 3, Intimidation 2, Scan 3, Scrounging 3,
etwise 3, “L;}‘EC‘UU(TL 4
Skiﬂa, Drive 2, Etiguette 2
Knowieciges: Investigation 3, Linguistic
Knowledge 4, Occulr 2, F‘(.xfmcs 2

Mental: Perception 3, Intelligence 3

E‘HLJU‘{‘\ 1, Melee 2, Stealth 2

5 1, New Orleans
Disciplines: Auspex 2, Celerity 2, Dominate 1, Potence 3,
Presence 3

Allies 2, Contacts 5, Herd 2, Influence 1,
Mentor 2, Resources 3, Retainers 2

Backgrounds: A

Conscience 2, S

Virtues: elf-Control 3, Courage 3

Humanity: 5

Willpower: 7

Image: A small, lean-looking man with ebony skin and
black hair cur close to the scalp. He is clean-shaven and

usually dresses in black pants and a vest.

. 1 1
ew Orleans by !




Roleplaying Hints: You are not the friendliest person in
New Orleans. If someone tries to engage you in conver-
sation, you generally ignore the person or rell him to go
away. If the conversation has to do with the Brujah,
however, you are extremely vocal about how you feel —
unless Dutch is around.

Haven: An office at the end of Esplanade Avenue near
the river.

Secrets: B

Influence: Jake has some influence among the orher
rabble-rousers of the Brujah clan, but because these
rabble-rousers don’t agree on anything anyway, such
influence doesn’t amount to much.
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Innumerable Caitiff come to New Orleans, but few
make the city their home. Most Caitiff soon realize thar the
city suffers under an even more rigid hierarchy than most

cities do, and they seck greener pastures elsewhere.

Raymond
Those who know of Ravmond believe he isan 1 1th- or

12th-generation Tremere, mostly because he associates

himself with the clan as much as he is allowed. There is

speculation, however, that he may be a Ventrue or even a

Giovanni. Even Raymond is unsure of his heritage — but
inyone who calls him Cairtiff has made a determined
enemy.

Raymond’s first memory is of the home of a mage in
New York City. This mage introduced himself to the voung
vampire as Aaron Carson. Carson informed Raymond that
he had found him wandering aimlessly through back alley-
ways near the harbor, uncertain of anything save his name.
Carson, who had helped Kindred before, rook Raymond to
his house. There, the vampire spent several nights recover-
ing trom injuries.

I'he only further clue the mage could give Raymond
was a barrered map of New Orleans, which Carson had
found in Raym-\mﬁ's pocket. Though the vampire ques-
tioned Carson for hours, Carson could tell him no more. He
finally suggested that Raymond journey ro New Orleans to
seek his past.

Faced with no other prospects, Raymond agreed and,
with the mage’s help, traveled to New Orleans. Gaining
admitcance to the city, however, proved no easy task.
Uncertain of his clan, Raymond did not know how to
Present himself, or to whom. Nor could he verify hissire, for
he could not even recall his true name. Karen Chartry, a
Ventrue leader, took an interest in him and took him to
Prince Marcel. Raymond told Marcel his story, omitting
only his rescue by the mage.

After listening to Raymond, Marcel considered deny-
ing him admittance, seeing the clanless vampire as potential
rrouble. Raymond, however, ardently begged to be admit-
ted to the city. He told Prince Marcel of the stories he had

heard of New Orleans and of his hope to find some part of

his past in New Orleans. Marcel allowed Raymond to stay
temporarily in the city, but insisted thar he leave should he
prove unable to find some clue to his past or his clan.

For the next several months Raymond scoured the

v, questioning every Kindred he could find as to whether

or not they knew him. Most had already heard of him,
however, and many avoided him as best they could. Orhers
refused ro talk at all, simply turning their backs on him.

Marcel

Raymond and told the neonare that he must claim his clan

Afrter months of rthis, finally summoned

or leave the city. With no solid proof to offer, Raymond

accepted the prince'’s decree as he had agreed.

With nowhere else to go, Raymond returned to Nev
York City, where Carson willingly took the neonate back
into his home. Hearing of Raymond’s experiences in New
Orleans, Carson suggested that Raymond's search had not
had never really been given a

been a failure; rather,

chance to succeed. Aaron immediately suggested that
for that clan

eatest help in finding his past.

favor of the Tremere,
likely prove the gr

Raymond court the
would

Raymond agreed to Aaron’s suggestions, and the mage
raught himanumber of basic occult powers. When Raymond
returned to New Orleans and again sought admittance ¢
the city, he claimed affiliation to the Tremere clan, stating
that he had manifested cerrain magical abilities since he
had left the city and felt the Tremere of New Orleans might
be able ro help him in his search.

The prince considered Raymond’s request and finally
allowed him to stay in the city, but again only for a limired
rime. Raymand found that nothing else had changed since
his last visit to New Orleans. His claim ro be a Tremere did
little to help his search; indeed, it only caused him further
merely avoided him now
ostracized him altogether. No Kindred in the city would say

so much as a word ro him.

problems. Kindred who had

Afterseveral frustraring nights, Rayvmond saw no point
in waiting to be told to leave. Despite his efforts to assimi-
late himself into a clan within the city, it was clear that the
Kindred of New Orleans wanted nothing to do with him.

Raymond returned ro Carson’s home, more angry than
disheartened. He now wanted some sort of revenge against

turned their

New Orleans” Kindred, who had so coldly
backs on him and refused to help in his search.

Aaron patiently listened to Raymond’s story and agreed
with the vampire’s feelings. The mage claimed that he had
been similarly hurt once, denied something of great impor-
tance to him. Because of thar, Aaron said, he would do wh
he could to help Raymond secarch for his past and avenge
himself against the Kindred of New Orleans. The mag
however, gave the young vampire's wrath more focus. H*.c
other Kindred, he explained, likely only did as Prince Marcel
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commanded. Therefore, though the others were not blame-
less, his anger should be centered on the prince.

The search for his past, Carson explained to Raymond,
would begin by tracing his bloodline. Such a process would not
only discover Raymond’s clan, but his sire as well. Still, Aaron
warned, it would take time to accomplish such a difficult spell.
In the meantime they could plot revenge on Marcel and the
others in the city who had treated him so badly.

Carson then outlined a plan — one that shocked
Raymond to his core. Carson told him that vampiric elders
often found themselves unable to drink mortal blood, but
instead required Kindred vitae. With Carson’s help,
Raymond would be able to provide such a supply.

Once over the initial shock of the suggestion, Rayik
agreed to return to New Qrleans and implement the
plan. Carson said he would have to remain in"New
(ﬁit\f i‘br a shnrt time longer, but thar ‘lc wmli& schﬁ

Tremere whu hd\. wi orl\td with rh mage Fm' some ti
who were seeking revenge against Kindred in Ne

\‘Uhcn Raymond and the other two Kind;

Ravmund never discovered howiword of the auction
spread, bur it obviously did. Representatives sent by elders
from around the continent packed the pump house where
e auction took piace By the time the auction was over,
Raymond was amazed at the amount of money they had
made in such a short time.

1
™

Raymond still runs the auction for Carson, though the
two Tremere assistants have long since returned to New
York City. During the year the auction has run, Raymond
has tried to be selective in the Kindred he kidnaps, choos-
ing those whose blood is not tainted in some way but who
are not likely to be missed. Carson also sends captives from
New York for him to sell,

Sire: Unknown

Nature: Autist

Demeanor: Bon Vivant

Generation: 10th

Embrace: Unknown

Apparent Age: 35

Physical: Strength 3, Dexterity 2, Stamina 2

Social: Charisma 3, Manipulation 4, Appearance 4
Mental: Perception 3, Intelligence 3, Wits 3

Talents: Acting 4, Alertness 3, Brawl 2, Diplomacy 2,
Dodge 1, Leadership 2, Streetwise 1, Subterfuge 4
Skills: Bribery 4, Drive 2, Etiquette 4, Fast Talk 3,
Firearms 3, Haggling 3, Stealth 3, Style 1, Traps 2
Knowledges: Finance 3, Kindred Lore 1, Law 2, New

Ortcanw E\nm\;e dge 1, Occulr 2, Politics 2

Disciplines: Auspex 2, Celerity 1, Dominarte 3,
Fortitude 1, Porence 1, Presence 3, Thaumaturgy 3
(Lure of Flames 3, Movement of the Mind 2, Weather
Control 1)

Suppression of the

Rntuals. Summ@n UuaiJ an Spirit,

Humanity: 5
Willpower: 7 :

Notes: The first of R'wmr)hc'l’i rwo rituals gives him
warnings of ditngcri ¢he s¢cond adds one to rhe difficul-
sc !phm’ use ( y a maximum of 10).

‘inmﬁ hair and

In your role as auct

Roiepldvmo Hints:
very friendly, but you also play

l MCCr \U‘i_
vour hand fairly close to
At other rimes, you are all business. You are

\-"E‘]:\_" ?.'i}Li”h E.EE'IL{ \'C]w\"— Ui’lf()i”l\'in“ i{L YVOUT Tﬂ“[ﬂltiiiﬂl‘ are

are
yOur vest,

not precisely carried out, for no one but you knows just
how important they are.

Haven: Raymond has no permanent haven and prefers
to move constantly. He has a number of auxiliary havens
in warehouses, apartments and litcle-used public build-
ings.

C+

Influence: Raymond w

Secrets:
ould be surprised at the amount of
influence he has, especially
he thinks. € ampire into b
that should trouble arise, his clients will back him. He
neglected to mention how fickle elders can be.

r since it isn't nearly so much as

Carson has led the young v: selieving
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~¢ one of the most powerful clans in the city, the
;"-c} have been out of favor for 40 vears, and no new
(Gan »wﬁ has made her home in or near the city since 1955,
when Doran was slain and a Gangrel named as the assassin,
Enﬁwi even the clan’s most significant accomplishment
—- the treaty with the Lupines — NOW $CEms suspect.
While Gangrel still visit the city, many do not Present
themselves ro Marcel, and others leave shortly after arriv-
ing. Only Xaviar, the Gangrel Justicar, seems free from the
associated guilt, but he has done little for the clan in New
Orleans.

Roxy came from an upper-class family thar
all the way l“.-l"i\' to New Orleans’ second
creat fire, she spent more time in bavous than in mansions.
] rhe \‘.xﬂ'zmipl,lm;s that g_;aiﬂeﬂ her the
w Orleans’ Gangrel. For

watrched Roxy in the bayous, finding himself

he leader of

more and more attracted to the woman. Finally, he decided
to Embrace her.

With little interest in the world of morrals and a
interest in the world of 1

i} &‘t-(l'n'ri!u-‘- a vampire. Her sire (who also became her

lover) taught her everything he could. He also rev
her the formed wirh Uriah Travers and
the Uktena tribe. Jared did his best ro teach Roxy the
benefits of good politics, explaining that his relationship
with the Lupines ensured hisfavor with Prince Doran. Still,
while Jared spent much of his time trving to resolve the
constant conflicts between Kindred and Lupines, Roxy
spent her rime in the bayous.

great

ture, Roxy had few reservations

”‘i

1
ealed to
- friendships he had

Roxy existed for many happy years with her sire unril
the year the prince was murdered. Her sire, accused of } e
deed, was executed in a Blood Hunt. Roxy fled into the
bavous in fear of her unlife. For several weeks Roxy stayed
in the bayous, protected by Travers.

When no further threats appeared, Roxy returned to
the city. Using whar Jared had raughr her of political

intrigue as well as the additional |

essons 1 ravers gave her,
Then,

despite herclan’s (and her own) revulsion of politics, Roxy

Roxv became leader of New Orleans” Gangrel.

immersed herself in the city’s intrigue.
Roxy felt certain her sire had not slain the prince; the
two had been allied for decades. Some Kindred claimed the

assassination had sprung out of growing jealousy on Jared’s

1 1 1 . 1
part; others said Jared had sought to usurp the princedom
wmself. Roxy knew both stories to be outright lies.

y very few Kindred know as much about the
internal politics of New Orleans as Roxy does. She uses her
knowledge as a weapon, and other Kindred fear her for the
secrets she knows. blackmail for

money, she uses her information to her advantage. Over

Though she does not

the vears she has managed to maneuver herself ever closer

\ , o
to Marcel, hoping to find the evidence she needs to link
him to Doran’s murder.

Sire: Jared

Nature: Fanaric

Demeanor: Traditionalist

Generation: 9th

Embrace: 1895

Apparent Age

Physical: Strength 3, Dexterity 5, Stamina 5
Social: Charisma 4, Manipulation 3, Appearance 3
Mental: Perception 3, Intelligence 3, Wits 3
Talents: Alertness 4, Athletics 4, Brawl 2, Dodge 3

1

Empathy 1, Intrigue 4, Leadership 3, Streetwise 2,

]

Subterfuee
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Skills: Animal Ken 5, Melee 3, Security 2, Stealth 2,
Survival 4, Tracking

Knowledges: Bayou Knowledge 4, Investigation 2,
Naturalist 4, Occult 2, Politics 2

Disciplines: Animalism 3, Auspex 2, Celerity 3, Forti-
rude 2, Obfuscate 1, Protean 5

Backgrounds: Allies 2, Influence 2, Resources 3, Retain-
ers 1, Status 2

Virtues: Conscience 3, Self-Control 4, Courage 3
Humanity: 8

Willpower: 8

Image: Though in her early 30s when she was Embraced,

xy certainly does not look it. With her long, straighr,

black hair and loose, casual style of dress, she could easily pass
he only signs of her Gangrel
e are her large, luminous ey

lark (in a fashion similar o t}:L eyes of allipators).

for a woman in her early 20s. Th

heritag ;, which shine redly in

Roleplaying Hints: Though vou know a great deal of

vhat goes on in the city, you do not part with that

: ‘1 1
OTMation 'L’C’d(_']lii}'. Bﬁ? VEry vague when answering a

'y ] me. out if 11
k Marcel ra

Influence: Because she knows many.,
lred, E\{

y hu\eif has cc \nm!ea xE l

Laura

Driven from her native

leading Gangrel, Laura quicklv became

it

3t interests

of the ¢fan. Laura knew Roxy believed: Jene
id not commirted the murder, a belief Laura shared.
r, support Roxy’

‘.‘.-\l not, i‘i{_‘r“.l-'e\"‘

e as Laura saw Roxy using the clan in her venderta
ist Marcel.

Marcel has cultivated Laura’s friendship ever since

taming of her feelings, and Laura often relays information

i the prince. While s
3 ".-.\! -~ ™ : . - . - _'
Marcel considers her one of his most valuable informants.

he does not consider herself a spy,

Knowledges: Kindred Lore L, Liimu;sﬁu 2,V

-Baci{grmmd-h Contacts
L Virtuesy Conscience 3, S

ngmost of her decisions, feelingthey were not madé inthe

. Roleplaying Hints: Y.
. especially when ralkis
| too suspicious of you
Tvery emiﬂ.o‘iiﬁ‘iem mi' th

e
s conclusion that Marcel |
wastesponsible for the murder. The two butted heads more

Sire: Benoit

Wature: Cavalier
Demeanor: Survivor
Generation: 11th
Embrace: 1903
Apparent Age: 215

Physical: Strength 4, Dexterity 3, Stamina 3

- . a : 3 i H
Social: Charisma 2, Manipuls

Mental: Perception 4, Intellig

Talents: Act 3, Alertness 4, B
'Sti-'o{mf?ins‘f i Szrzzvt‘\.\'i,\s 4, S
Skills: Animal Ken 4
Misq

uerade 2, k’ieice J, \,ﬁ,c‘a%?{ 4 Supviv

Naturalise 4, Nc‘\ﬁ Orleans %xnuwic dee 3, Politics 2,

8 ,_,abbdt Lote 1

'Dmupimem Animalism 4, Auspev{ 3, Celerity 3, Domi-
| nate 2, Presence 1, if’mtc&n 4

2, Hf rd 1, Starus 1

Humanity: 7

il __deipower*"'
nown for oppos- | Imag i

- dresses EHOSF&}’ in Tlshires or

A short unl :

U ar

r blonde. 3

) tions

;L&&i ai

uxﬁfah

Haven: Auc

Secrets: B

Influence: None.




Malkavians rarely stay in New Orleans for more than a
few years. One was known to joke that New Orleans was
already crazy enough, so why stay there? Still, New Orleans
attracts a good number of rransient Malkavians, who stay for
a little while until they tire of the city.

Father lago (James, Lazarus)

Iago’s life as personal priest to Countess Matilde of
Tuscany was governed by unending ritual. Every day he gotup
before dawn and prepared morming vestments for the Iralian
countess, a devout follower of Pope Gregory VII. She became
extremely piqued if anything was amiss and demanded that
lago be as rigid and devout as she.

lago rarely agreed with the countess or the pope, espe-
cially regarding the church's position in the state, He kept his
mouth shut, however, until the pope arrived at Matilde’s in
the midst of controversy, having just excommunicated Henry
IV, the Holy Roman Emperor. Then, reports arrived that the
emperor was making his way to the castle.

When [ago arrived to consult with the countess and the
pope, he found Henry barefoot in the snow before the castle.
lago was moved by the scene and felt only pity for an emperor
begging forgiveness. Gregory was not so compassionare. For
the next three days Henry remained in the snow, suffering
through one of Italy’s worst winters. Inside, the pope met with
his advisors, and Father lago began to see what kind of man
this pope was.

To Gregory, Henry’s tears were but a sham. Once he
forgave Henry, the emperor would once more be able to
muster his armies against the pope, armies which had deserted
him during the excommunication. A second excommunica-
tion would not have the power of the first,

lago was particularly disturbed by an advisor who came
into the room as the sun set. This pale advisor seemed
especially upset by Henry's stratagem. His counsel — to let

Henry stay outside until he died of pneumonia — shook lago
to his core. lago knew he had gained an enemy when he rose
to denounce this advice. [t may well have been lago’s speech
on Christian charity and mercy that moved the pope. In any
event, three days after Henry arrived, Gregory allowed him in
and rescinded his excommunication.

Afrer Henry debased himself before the pope, he was
taken to his chambers. Tago stopped by to wish him well and
quictly told the emperor of what had transpired during those
three days. Less than asecond after he had kissed the emperor’s

ring and departed the chamber, he saw a swirl of fabric out of
the corner of his eye, and then everything went black.

lago awoke several hours later, with the Countess Matilde
towering over him. She screamed that he was a disgrace to the
church and ¢oldly told him that the pope had removed him
from his post. She continued her tirade, butr lago barely
listened. He feltapain in his stomach and mouth -—a gnawing
ache that swiftly became excruciating. Feeling as though he
were watching from afar, he rose from his bed and headed for
the countess. Her eyes widened when she saw the change that
had overtaken him. His eyes shone with an ethereal glow, and
his teeth seemed whiter and far sharper. She began to scream
when he grabbed her, but ceased as he sucked the blood from
her body.

Somehow lago managed to wrench himself from the grip
of madness before he slew his patron. All his years he had
espoused the sanctity of life — now he had almost killed, and
in such a horrid fashion. He left the castle and fled to the
farthest reaches of the Earth. He tried to remain the man that
he had been, but the suffering grew extreme. He found himself
losing control again and again. His sanity diminished with
each feeding, and his faith went with it. Somewhere along the
way he changed his name from lago to Lazarus.

Lazarus has never stopped traveling, preaching his blas-
phemous creed. Now his sermons are almost purely heretical
He has shocked many in the religious communiry; it is
rumored that he had a public confrontation with Jerry Falwell
Usually, he shows up in New Orleans for Mardi Gras. Some
don’t appreciate his presence, but others think his histrionics
are hilarious. Indeed, there are those — the socially dysfunc:
tional among Kindred and kine — who wait for him to arrive,
anticipating each year’s spectacle.

For example, last year Lazarus showed up, preaching
continually on a float covered with black roses. Three crosses
formed a triangle on the float, all facing the pulpit at the
opposite end. On both sides of the pulpit were two scantilyclad
wommen. Instead of the usual beads, they threw rosaries tothe
crowd. The most disturbing thing about the entire episode
were the people nailed to the crosses. Some swore they were
mannequins, but others said that one could accasionally hear
them moan or see a trickle of blood run from their wounds.

Marcel tries to keep Lazarus from attracting too big of1
crowd or too blatantly violating the Masquerade. Still; hi
popularity rises with each festival, and if he wanted to stayin
one place long enough, he could set up a church of his ot
— a place where his insanity could rule.

New Orleans by Nigh
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Secrets: B+
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Sire: Le Fanu
Nature: Deviant

Demeanor: Fanatic
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Disciplines: Auspex 2, Celerity 4, Fortitude 3,
Obfuscate 2, Potence 2, Protean 4

Backgrounds: Allies 3, Conracrs 3, Status 2

Virtues: Conscience 4, Self-Control 3, Courage 3
Humanity: 8

Willpower: 7

Notes: Most of the madness associated with his clan is
confined to his delusion of being an Abomination.
Additionally, Uriah has never used his Protean Disci-
pline to take a bat form. He has instead manifested a
man-wolf form, similar to what werewolves call their
Crinos form.

Image: A tall, burly man who wears long-sleeved shirts
with white cotton T-shirts underneath. Usually he either
wears boots or goes barefoot.

Roleplaying Hints: You don't act so crazy as most of
your clan unless you begin talking about being an
Abomination. Then your conversation becomes erraric
and neurotically determined, especially if you are
contradicted in vour delusion.

Haven: A small cabin in the northern Teche.

Secrets: A+

Influence: Uriah could wield great influence in New
Orleans if he so chose, but the city’s intrigues do not
interest him. He prefers his solitude, letting those who
seek his counsel come to him.
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Naosferatu do not f’mc{ New Orleans the mos g
of cities. It lacks subways, sewers and all the other \LmL nd
moldy places clan members find most accommodating.
Those who have stayed in rhe city for any length of time
have found it in their best interests to side with Prince
Marcel, serving him as spies and lookouts. Even new
quickly discover the advantages of so doing.

COomers

Lawrence Meeks

Lawrence no longer resides in New Orleans, but was
and is the most influential Nosferatu the city has ever
known. He came to the city in 1805, joined Prince Doran’s
spy nietwork in the same vear, and headed it from 1830 to
385. Shortly after Lawrence rook charge of
activities, he decided that there were far too few Nosferatu
O \%{_'}, i
>d too much on information from other

the network’s

doing the job he felt only they were truly suited T'he

retwork relie clans,
and Lawrence felt only Nosferatu could keep it running
effectively.
To solve the problem, he created three childer —
*\'cr\-u Roger and Martin — and brought them into the
etwork. He taught them his techniques and molded them
into his perfect spies. While the first two lived up to
the third far exceeded them.
Martin learned everything he could from his sire; when
Lawrence retired from the prince’s service, he turned over
his position to his third childe.

Lawrence’s expecrations,

After reriring, Lawrence lived in the French Quarter
for several years but, during World

I War I, he moved to
ton Rouge and assumed thar city’s princeship. While
this would seem to be the base of his power, barely a handful
of vampires reside in Baton Rouge. Because of the secretshe
learned during his vears in the network, however, most of
wisiana’s Kindred fear and respect him. His advice is
often sought out, and some Kindred gossip about what role
he might have played in Marcel's climb to power.

. Sire: Warwick
| Nature: Carctaker
{ Demeanor: Autocrat
' Generation: 8th
Embrace: 1769
| Apparent Age: 50s
i Physical: Strength 3, Dexterity 3, Stamina 4

ance O

Social: Charisma 4, Manipulation 5, Appe:
: Mental: Perception 5, Intellicence 4, Wits 4

Talents:
Dodge 3, In
Mimicry 3,

Subterfuge

Skills: Bz*i"twr‘; 4, Camout

Acting

nti
Se
5

4, Alertness 5, Brawl 2, Diplomacy 3,
imidation 2, Intrigue 3, Leadership 5,

dll '% Search “§ \“{“‘1\0 E‘L’iﬁ&‘;ll‘f‘ ‘+

ea 3. v 4, Tracking 5
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Discipimes: Animalism 4, Auspex 4,

Orleans Knowledge 3,

- i 1 -
Psychology 4, Spir

Dominate 3,

[

Fortit

Obfuscare 5, Porence 3
Backgrounds: Allies 3, Conraces 3,

Rerainers 3, St

Herd 2, Resources 4,

atus 4

Virtues: Consc

tence 2, Self-Control 4, Courage 4
Humanity: 6

Willpower: 9

Orleans 1

Notes: Very little goes on in New
I know about, burt getting such

does not

Lawrence

information our of him is not easy. He «

does not re

] He
A0 LA0

reveal information, nor can ir be bou

srsationalist

does, however, like to talk, and if a con

willing to stay long enough, he often lets
information slip to keep a conversation interesting
Tmage: A very tall, gaunt Nosferatu.
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Haven: The Old State Capitol in Baton Rouge

City Secrets: A

Influence: The influence Lawrence wields has earned
him the one thing' few Nosferatu ever receive from rhei
fellow Kindred — respect. Most also fear him, however,

tor nobody knows what his
there are rumors that he «
Finally,
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Nost
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unknown to ANY VaImpires i

1
a memboer Hk an mrernar!

eratu called the Web. He can call on this

ces in times of need.




Avery

Avery, Lawrence’s first childe, was actually more of an
experiment than the Nosferatu’s other two childer.
Lawrence was uncertain whether his childer could ever
measure up to his expecrations. Perhaps, he inirially rea-
soned, he would do better to seek new members for the
network among outsider Nosferatu.

Despite his doubrts, Lawrence finally decided ro make
his own childe. He chose an orphan he found in the city
streets. He reasoned that the girl would not be missed, and
that she must have natural talents to have survived on her
own. Life on the streets had taught her everything from the
best hiding places and short curs to where information
could be bought and sold.

To Lawrence's delight, the young woman readily
adapred to unlife in the spy nerwork, loving the excite-
ment. Today Averystill works within the nerwork. Though
she knows her sire’s other two childer feud, she does her
best not to interfere in the situation, letting Lawrence
handle ir as he sees fit. Avery also styles herself a protector
of the weaker elements in the city, going out of her way ro
aid runaways — both mortal and immortal.

Avery is a most unlikely spy. Though a loner at heart,
she is a competent actress in a crowd and can mix and
mingle well to obrain needed information. Whereas her
two “brothers” concentrate their efforts on Kindred affairs,
Avery spends most of her time delving into mortal affairs.
Sire: Lawrence Meeks
Nature: Loner

Demeanor: Cavalier

Generation: 9th

Embrace: 1851

Apparent Age: 16

Physical: Strength 3, Dexterity 4, Stamina 4
Social: Charisma 2, Manipulation 3, Appearance O
Mental: Perception 4, Inrelligence 4, Wits 5
Talents: Acting 3, Alertness 4, Brawl 4, Dodge 4,
Intimidation 2, Mimicry 2, Scan 4, Search 4, Sense
Deception 3

Skills: Animal Ken 3, Bribery 4, Lockpicking 3, Melee
3, Research 4, Security 3, Stealth 4, Tracking 4
Knowledges: Bureaucracy 1, Cryptography 3, Faerie
Lore 1, Investigation 4, Kindred Lore 4, Linguistics 2,
Lupine Lore 2, Mage Lore 1, New Orleans Knowledge 3,
Psychology 3

Disciplines: Auspex 3, Celerity 2, Dominate 2, Fortitude
1, Obfuscate 3, Potence 4, Presence 3, Protean 2
Backgrounds: Allies 2, Contacts 3, Mentor 4, Resources
1, Status 2

Virtues: Conscience 3, Self-Control 4, Courage 4
Humanity: 7

Willpower: 7

Image: Avery was a quadroon, with a mulatto mother
and a white father. She is not very tall, and her extreme
slenderness makes her seem especially waiflike. What
hair she has left is greasy black.

Roleplaying Hints: You are not antisocial, but you avoid
contact with others unless you have to. Then you are
capable of being quite pleasant.

Haven: A small aparrment near the docks.

Secrets: B+

Influence: Avery is most influential in mortal affairs,
though because she is Lawrence’s first childe she does
have some small influence in Kindred society.
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ger
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Roger is

i

Lawrence Meeks' second childe. Though he

knew he would likely neverenjoy the prestige that Lawrence’s
first childe had, he hoped he would at least be held in
third childe, Mar-

tin. Unfortunartely for Roger, that was nor to be

slighrly higher esteem than Lawrence’s

ll!&‘ LCasc.

Lawrence Embraced Roger, a spy for the Confederacy
before and after the Bartle of New Orleans, in 1865. At first
Roger had grave misgivings about the occupation for which
Lawrence had chosen him, having felt himself a less than
talented spy.

Still, for the next several yvears Roger did his best to
please Lawrence, following closely in his sire’s footsteps and
task Lawrence gave
childe.

Roger felt insulred by Lawrence’s creation of another
childe

he desired. Lawrence saw a certain benefit to the comperi-

successfully completing nearly every
him. Then Lawrence created his third

, as though somehow Lawrence did notfind in him all

tiveness between Roger aund Martin; indeed, he encouraged

1. . pe
t, showing a bit more attention to the one who performed

a given task better than the other.
When Lawrence announced he was leaving the net-

work, Roger had few doubts that he would be chosen as its

head.

When Martin took control, Roger was infuriared.

vowed ro himself thar he would never again strive so

hard for somerhing only to be denied.

Only a few short weeks later, Roger began finding other
s for his work. Other Kindred, he found, were willing
o pay considerably for his information. His best customer
—Roxy f Doran. This
ess, however, has not been his most profitable sideline.

rewdi

came ro him soon after the death of

While searching for information about disappearances
-ity, Roger inadvertently stumbled across an auction
ere young neonares were sold to clders for

thinking it very wise to kill a Nosferatu in Prince
those running the auction figured it would

1
nthe ¢

hvl‘ E M\]

A 1t
Marcel's service,

. N . ' 1
he easier to buy Roger’s silence, which they managed to do

forasizable sum. In <'mlw' to fulfill his part of the agreement,

er continues to “search for clues” and report his findings
o Martin, steering imn away from the auction.
Roger still sells information to Roxy and other Kindred

shenever he can. He is also still “investigating the

1

kidnappings” and does what he can to divert suspicion from

e involved. Between his two sources of income, Roger

ists very comfortably and plots his revenge against Mar-

Sires Lawrence Meeks
Autist

: Demeanor: C:

Nature:
walier

Generation: 9ch

Embrace: 1865

 Apparent Age: 30s

, Dexteriry 3, Sramina 3

isical: Strength 3
ial: (fh;-n‘i.f.m:-a , Manipulation 4, Appearance 0

Mental:

Talents: .

Intimidation 3, Iﬂrﬁ;, e
3

Perception -

Acring 3, /

Scan 4, Search
. Bribery 3, Camouflage 3, Fast '

Skills: Animal Ken 2
t, Lo “}lel]‘t; 3, .\THL'U :.‘ Pickpocket 7>
SR

Interrogarion 4,

Research 3, Security 3, Stealth
Knowledges: Bureaucracy 1, C:t.r'g“ Secrets 4, Cryprogra-
I, Investigation 3, Kindred Lore 4,
Orleans

phy 3, Faerie Lore
Linguistics 2, Lupine Lore 2, Mage Lore 1, New
Knowledge 4,
Disciplines: |

Obfuscate 4, Porence 1,

Spirit Lore |

Psy (}‘J(!lli.s;_{\" %

Animalism 2, Celerity 2, Dominate 3,

Presence I, Serpentis 2

Backgrounds: Contacts 2, Herd 1, Resources 3,

Retainers |

Virtues: Conscience 1, Self-Control 3, Courage 3
Humanitvy: 4

Willpower: 9

Notes: If Lawrence and Martin
selling information, they either do not know what Roger

are aware that Roger is

is selling or do not consider it important. However, there
is no evidence thart either is aware of Roger’s activities,
for he is very good at concealing them, even from the
besr spies.

A tall, slim Nosferatu with short brown hair
brown He
Roleplaying Hints: You speak very

like contact with others bur rolerate

Image: el

eves. almost always dresses in current fashions.
. 5

quietly and do not

]

r

it for the sake of

vour business.
Haven: An apartment in the French Quarter.

A -

Influence: Through the

Secrets:
sse who pay him for his silence

b 1 . . ~1-
Rager has some influence, but not much.
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Martin
While most Nosferatu find it extremely difficule to gain
acceptance among the Kindred, Martin’s experience was quite
the opposite. Embraced by a respected elder to serve Prince
Doran, he found himself welcomed almaost at once — something
he found extremely unsettling. Marrin has never felt worthy of hi
accolades and has only worked harder because of this. Now
grotesque appearance makes him feel even more unworthy.
Martin was Meeks third childe. The other two were ayoy
woman named Avery and a man in his early 20s named R
Both had done well in their positions; Martin, being the y
of the three, was determined not to disappoint hissire.
In the years he worked for his sire, Martin
could from him, becoming nearly Lawrence’s
espionage. In 1885, when Lawrence reti
natural choice to replace him and so be
of the network. For the next 30 vears}
well, adhering ro Lawrence’s metho
dealt Martin a harsh blow to his ca
explanation, Doran appointed
nerwork. Martin could find no ju
ment to his post, but also knew
but acceprt it.

Forthe next 40 years ching
A great deal of the turmoil th
founding seemed to subside
New Orleans into his utopi
reported thar word had o
plor aimed at Doran.
Dancers were planning
against the Uktena. Marcel
from the network to go to Lafayett
the plot. i

During the few nights that Martin and his group were gone,
disaster struck in New Orleans. By the time Martin and the others
returned to the city, Doran had been destroyed.

Owver the next several weeks the struggle for power reached
its crescendo, during which time Martin stayed with his sire.
When the chaos subsided, Marcel had been crowned Prince of
New Orleans, and Martin found himself reappointed to his
former post as head of the spy network.

Today Martin still serves as head of the network. Whereas
he may not necessarily like Marcel, he does acknowledge Marcel’s
position and feels it is his duty to serve him. Martin harhors
suspicions against the young Ventrue and his place in the events
thar led ro Doran's death, though to date he has never been able
o prove anything. Indeed, he often feels that his first obligation
i to his sire.

Sire: Lawrence Meeks

Nature: Conformist

Demeanor: Loner

Generation: 9th

Embrace: 1871

Apparent Age: 40s

Physical: Strength 3, Dexterity 3, Stamina 3
Social: Charisma 2, Manipulation 3, Appearance 0

arn more of

Mental: Perception 4, Intelligence 4, Wits 4

Talents: Acting 4, Alertmess 4, Diplomacy 2, Dodge 2,
Intimidation 2, Intrigue 3, Leadership 3, Mimicry 3, Scan 4,
Search 3, Sense Deceprion 4

Skills: Bribery 3, Camouflage 3, Fast Talk 3, Hypnotism 4,
Interrogation 4, Lockpicking 3, Melee 2, Pickpocket 3,
esearch 3, Security 3, Srealth 3, Tracking 4

wiledges: Bureaucracy 1, Cryptography 4, Facric Lore 1,
garion 3, Kindred Lore 4, Linguisrics 2, Lupine Lore 2,
ore 1, New Orleans Knowledge 5, Psycholagy 3, Spirit

nimalism 3, Auspex 3, Celeriry 3, Obfuscare 3,
imaturgy 1
Conracts 2, Mentor 4, Resources 1,

trol 4, Courage 4

dﬂrather rall, with dark brown
solely in black, occasionally opting
or gray when he wants a change.

51 You are usually on sume business for Prince
y don’t have time to sit and chat with anyone,
o try to keep up with you, you arc very shorr and
answers. Unlike your sire, you are not very
dkarive, preferring to stay away from others. You have never
had your sire’s ability to see who was manipulating things
behind the scenes, and this leaves vou constantly on edge.
Haven: An abandoned warehouse near the docks of the
Inner Harbor Navigarion Canal.

Secrets: A-

Influence: Like his sire, Martin has lictle influence in rhe
mortal affairs of the city, bur thar is of little consequence o
him. Any business he needs accomplished can be handled
by someone with the proper connecrions in exchange fora
few business secrets.
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To outside observers, New Orleans is Toreador heaven,
and this accounts for the large number of Toreador who
come to the city for a short time. While few seek permanent
havens in the city, Toreador often visit it, if only for a few
nightsata time. Many Toreador can be found sitting in with
the jazz bands or among the crowds in the French Quarter.
The clan is loosely organized in the city, but newcomers
always seem to have a fairly good idea of where other clan
members can be found.

Morgaine

It has been so long; very few remember her real name.
She calls herself Morgaine, and does her best to live up to the
name. The most prominent Toreador in New Orleans, she
takes every opportunity to meet newcomers and goes out of
her way to seduce the most attractive ones.

Despite the fact that her past is cloaked in mystery,
those who have spent any time with her realize she has a
grear deal of power. Some say that she used to practice with
Wiccans, but no one knows to what extent or how long. In
fact, some say she even studied with the ancient Druids. She
can terrify people with but a look.

Artistically, Morgaine is known as a proficient musi-
clan, but her favorite medium is clay. She has created
magnificent and bizarre sculptures; some of her creations are
displayed in museums (under various pseudonyms). When

she is not working in her studio, she usually carries some
.

Play-Doh™ with her. She tells everyone that it is for stress
management, but other Kindred know that if she doesn’t
have something to do with her hands, she tends to become
violent and irrational.

Morgaine found out early in her unlife that she gets
easily lost in the throes of the Beast. Quite often, she loses
all control. She has assumed her position as leader of New
Orleans’ Toreador more through intimidation than any-
thing else. Some members of the Toreador clan are not very
happy with this arrangement, but have been very quiet
about their displeasure.

Sire: Jacques

Nature: Bravo
Demeanor: Direcror
Generation: 8th
Embrace: 1649

Apparent Age: 30

Physical: Scrength 4, Dexrerity 5, Stamina 3

Social: Charisma 4, Manipulation 4, Appearance 5
Mental: Perceprion 3, Intelligence 3, Wits 3

Talents: Acting 4, Artistic Expression 3, Alertness 2,
Brawl 3, Dodge 1, Intimidation 5, Leadership 2

Skills: Drive 1, Eriquette 4, Firearms 2, Melee 1, Music 4,
Sculpture 5, Stealth 1

Knowledges: Camarilla Lore 3, Finance 1, Linguistics 4,
New Orleans Knowledge 3, Occult 4, Politics 3
Disciplines: Auspex 4, Celerity 3, Dominate 4, Necro-
mancy 1, Obfuscate 1, Presence 5, Protean 4,
Thaumaturgy 2 (Lure of Flames 1, Movement of the
Mind 1, Weather Control 1, Parh of Conjuring 1, Path
of Corruption 1)

Rituals: Defense of the Sacred Haven, Wake with
Morning's Freshness, Deflection of Wooden Doom,
Rebirth of Mortal Vanity, Ward versus Ghouls
Backgrounds: Allies 1, Conrtacts 2, Herd 1, Resources 4,
Retainers 1, Status 3

Virtues: Conscience 2, Self-Conrrol 1, Courage 5
Humanity: 4

Willpower: 8

Image: Morgaine is a petite woman of striking beauty.
Her hair reaches her waist and is a deep, velvery brown.
She has penetrating, jade-green eyes and brilliantly
white, sharp reeth. She dresses in flowing clothing,
mostly whire.

Roleplaying Hints: You are extremely outgoing and love
to talk about everything — everything inconsequential.
You never talk about things of great import unless you
must. Then you become exceptionally serious, and sparks
seem to fly from your eyes.

Haven: While Morgaine owns the Lamp Light, she
makes her home in the Garden District.

Secrets: B

Influence: Morgaine makes regular, substantial dona-
tions ro almost every cause in town, and as a result has
access to some of the city’s most influential mortals.
Additionally, because of the (albeit exaggerated) rumors
of her might, no Kindred would dare challenge her.

Chapter Four: Characters 63




Josua Cambridge

Raised in New Orleans, Josua always dreamed of being

anartist. He entered the University of New Orleans to begin

his talent

his art studies,

but teachers told him early on that

{ h\ n he

losua's hopes were ¢

L‘-m-uci to get a few pieces in a
aised, only to be
view of his work.

the review, Josua locked himself in a

basement srudi

»on Royal Streer, derermined not to leave it

excepr forart \U'-*!"] s and food until he had pluddcud awork

that would bring those who had ridiculed his

1

, however, that
Norhing sa

. he felt, to stun the critics.

work before. It was hose months

wul\i his rough

asita

¢ to be himself. tisfied

rated to paint anymore, Josua de-
1ig Bourbon Street, hoping the

Nusic llk-iLll“\ i‘~ WO \E.kg SON Mh\“\ revive

io in the wee hours of the

\
.. - . | - - :
morning, he was stunned ro find a tall, thin woman there,

1;';‘1‘mu through the m lining the walls and

' paintings
clutrering the floor.

At firs
except to command him to be still, bu

t the woman took ne notice of the young painter

: cm-z:i1s\s|l\..'~"ncmrncd

1is \‘l‘Ig‘\

wed ho had not

to him.

The stranger told Josua that she had seen |

on exhibit at the gallery

{ that she was ple:

words of a few foolish critics dissuade him. She

introduced herself only as J. C., an art patron. She promised

1 would consent ro paint her portrait, she
if the final work met
the work thart it
he tell no one of it or
ick Josua as a bit

'Yi:i&]]'IWL'%_‘L}CJ

The portrait took three weeks to complete, and when it
was done, Josua had to admit it was one of his finest works.
His glowing self-appraisal bolstered his hopes that his client
would like it just as much and pay well for it. When the
pick up the finished portrait,
Josua found himself grabbed and pinned to the
wall. The woman then dug inte his neck with her teeth.

voman returned that night to
however,

When he woke the next night, Josua found himself
stuffed into a closet but, so far as he could tell, not seriously
harmed otherwise. The passing of a few nights taught him
betrer.

Coming to terms with his new existence left the young
artist on the brink of madness, with art his only ally. Josua
spent many of those first nights painting. His new vampiric
nature gave his art an edge it had never before possessed,
while his madness gave it a quality so disturbing that few
could look upon it and not be affected.

The pictures, landscapes and portraits had a haunting
beauty to them. Colors mixed together as though there were
no real borders, only varying shades of one color within the
entire work. Josua only used darker and lunar hues, mixing
them to form frightening portraits of a reality that only he
could portray — the vampire’s world into which he had been
thrust. Though Josua painted many different portraits, the
ones on which he spent the most time were those of the
voung woman who had so horribly altered his existence. He
painted two exquisite portraits of her, but kept them both
locked in a large trunk.

It did not rake long for the neonate to gain the attentio
of other Kindred, especially when he began :tandmg on
> French Quarter, loudly hawking his

were a carnival barker. To the morral
population he became a colorful addition to the street
performers and vendors of the area. The Kindred, however,
took a slightly dimmer view of the young artist.

street corners in the
paintings as though he

T\.‘\\ O }}t‘l persons {\}()L an interest in Iﬂ“ﬁlrl rlﬂd NS
paintings. The first was a petty thief named Michael Zyers
who occasionally dabbled in art. The other was a vampire
hunter who took notice of Josua’s unusual portraits. Josua
did not always paint portraits of other Kindred he saw on the
streets, but they were among his favorite subjects. Some-
times they were done as standard portraits. Other times they
would appear in a landscape, standing on a street corner o
in the doorway of a local bar. When the subjects of these
paintings suddenly started turning up dead, the Kindred
became even more concerned over the activities of the
young artist.

A week after Josua first appeared on the streets of the
French Quarter, Prince Marcel sent two of his personal
ghouls to bring Josua to his home. Questioning the young
artist, Marcel obrained what answers the tortured mind
could give

name

>, When asked who his sire was, Josua could giveno
initials, which he found
amusing because they matched his own. He also produced
her likeness in a pencil drawing that he showed to Marcel.

\‘f}‘l(’l‘ Eh‘dll the woman's




It was in that small work thar Marcel could nothelp but see

a certain genius. Despite the disease that gripped Josua's mind,

he still had his ealent. Marcel decided to grant Josua sanctuary
at his mansion while he considered rhe painrer’s fate.

Marcel had Josua’s paintings, along with the painrer’s

few orher belongings, brought to the house. Josua flew into

arage when he discovered rhat several of his paintings were
missing. When Marcel questioned his Rerainers on the
matter, they confirmed thar the door to the studio had been
unlocked. It took Josua only a few moments to identify the
missing painrings — among them the portraits he had done

of his sire.

The matter of the missing portraits soon became of

great concern to Prince Marcel. The portrairs, Marcel rea-
soned, might evenrtually end up anywhere in or out of the
city, possibly even in the hands of a vampire hunter.

To chis night the portraits have not been recovered.
The Kindred keep a constant watch for them in the city’s
museums and galleries. Marcel has also quietly enlisted the
ad of Kindred in other cities to watch for the portraits or
their subject, who is wanted in New Orleans.

Josua now lives in a small but comfortable room in
darcel’s house, where he is allowed to pursue his painting.
hile not all of the Kindred are satisfied with the solurion,
they have not complained and instead wait for the sire to be

red. Josua has begun to gain friends and allies among
Orleans’ Kindred and may be granted permanent
y in the city.

Backed by a natural charisma and greatly enhanced by his
impirism, Josua has an ability to seduce that is almost beyond
ntrol. The only offsetting factor to this ability is the fact
t view the young artist as a lunatic. Josua, however, is
m crazy. In rhe back of his mind he constantly plots

> against the woman who stole his life.
Julia Cammeron
Nature: Survivor

anor: [Jeviant

eration: 12th

in

inbrace: 1993

wparent Age: Early 20s
ical: Strength 2, Dexterity 3, Stamina 3

dial: Charisma 5, Manipulation 3, Appearance 4

ital: Perception 3, Intelligence 3, Wits 2

dents: Alertness 3, Artistic Expression 4, Empathy 1,

on 4, Streetwise 3
lIs: Drive 3, Etiquertte 1, Fast Talk 1, Hypnotism 2,
wraphy 3, Survival 3

wledges: Art History 2, New Orleans Knowledge 3,

* faiplines: Auspex 2, Celerity 2, Presence 2

rounds: Contacts 2, Mentor 4, Status |

« awes: Conscience 3, Self-Control 2, Courage 3

Lmanitys 7

Willpower: 6
N{Jtt‘s: J{\SLIZ‘{ 18 E[SUE]‘EI\.' lL']\‘.' On l“lx?i3‘\§, {\Ji’ ‘h{" \Iﬁ'r'Tll]‘_\ A
great deal when he paints. In addition to the normal
expenditure on Dexrterity, Josua has developed a unique
ability to spend it on Perceprion as well, though a side
effect of this power evokes images Josua can only
consider hallucinarory.

Image: A tall, thin man with a boyish face, charming
smile, shoulder-lengrh sandv-blond hair and bright green
eves. He usually wears jeans and T-shirrs.

Roleplaying Hints: When you were still mortal you had
a rype of charisma rhat people envy in others. When vou
were Embraced, everything about you was enhanced,
including your already powerful charisma. You can
captivate wirh as litrle as a passing glance. You speak
eloquently and quietly, with a soft purr that only serves
to further your charismaric influence over people.
Haven: Marcel’s home.

Secrets: C

Influence: None.

Julia Cammeron

Julia left her upper-middle-class home in Boston when
she was 15 and headed for New Orleans, escaping what she
felt were uncaring parents. She began her adventure as a
mortal, but ended it among the undead, for she was Em-
braced in a fit of passion by a Toreador.

Adjusting with remarkable ease to her new existence,
Julia saw no reason to alrer her plans. She continued on to
New Orleans without her sire. Once in the city, Julia found
herself somewhat ostracized by other Kindred, who per-
ceived her shy and quiet manncr as aloofness. After several
weeks of living on the fringes of vampiric society, snubbed
by Morgaine and Marcel alike, Julia was naturally flatrered
when an elder of Marcel’s own clan took an interest in her.

- .
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The Venrrue elder, Karen Chartry,

vampiress shelter in her home for as long as she needed it.

offered the young

Having just grown accustomed to life on the streets,
Julia suddenly found herself returned ro the lap of luxury.
Everything she wanted was handed to her by a patron who
asked for very little in return — only that Julia follow a few
simple rules, most of which seemed designed to keep Julia’s
presence at the house a secret. She was neither to go out
without her patron’s permission nor to speak to anyone
outside the house. She was to tell no one where she lived or
to associate with anyone from her past. Despite these
restrictions, julia was satisfied with her new existence

Nothing seemed capable of destroying Julia’s content-
ment until her patron came home one night ralking endlessly
about a young artist she had met at the University of New
Orleans. For nights it seemed Karen talked of nothing else
but this Josua Cambridge, and Julia soon developed a deep
resentment for her unseen rival. The relationship, how-
ever, seemed to burn itself ourt before it even got started.
Refore long Karen’s talk of love and devotion turned to talk
of revenge for a spurned love.

Already hating the young artist, first for stealing Karenls
attention away from her and then for hurting her pation,
Julia was all too happy to be included in Karen’s plans for
revenge

Karen decided to let some time passihowever,
before

she pur those.plans. into actioni Several months
went by before Julia could savor her ownreVenge against
the arrist.

Karen'’s

instructions were simple enough. One nigh
Julia was ro journey to the artist’s studio in

the French
Quarter pretending to be an art patron who greatly admired
his work. She would flatter him into agreeing to paint her
portrait, partly by her feigned ;1-&111'1:3{%111 and partly by the
promise of a large sum of money. In the end, «

ol course, she
was toreject the work as that of an incompertent, destroying
his confidence and, later, his life.

For three weeks Julia came each night to sit for Josua.
Though during these sessions she said very litl

le tohim, she
began to find hersell captivated by the artist. Karen had

neglected to warn the young girl of the artist’s natural
charisma and charm, for which she huwl' had fallen so
easily. Each time Josua tried to engage Julia in conversa-
tion, she could feel his natural allure, so strong that it
seemed it had the power to turn her from her path.

When the completed, Julia could nort
tinish her rask. She Embraced the young artist and tt

portrait was

then
shoved him into a small closet, leaving with the portrair.

i

- 14 . .
She did not expect Josua to survive this change, and

was amazed when she found our whar had hapy
painter in th

pened to the
¢ aftermath. She was especially horrified to
discover that more paintings of her existed, and were
missing. Today Julia lives a sequestered existence, never

leaving Karen’s house for fear of her unlife

Sire: Pat Pushnig
Nature: Sycophant
Demeanor: Loner
Generation: 1ith
Embrace: 1985
Apparent Age: 15
Physical: Strength 2, Dexrerity 3, Stamina
Setialsharisma 33 Manipulation 3, Appearance 4
Mental: Perceprion 4. Intelligence 2, Wirts
Talents: Acting 2, Empathv'l

Strectwiseil

Skills: Carousing 2. Dance 3, Eriguerce 1, Fast Talk 1
Masquerade 1, Muisie:3

Knowlddges: Computen 2, New Orleans Knowledge |
Disciplines: Auspex 3, Presence 2, Celeriey 1
Backgroundst MentorZ, Resadrtes 2

. Seduction 2

Virtues: onsetence 3, Sell-Gonuol 2, Coutage 2

Humanirv: 7

Willpower: 5

Images Azall, thin girl whi'with the right makeup can
look older than her 15 mbrral yvears. She has
and 15 always well dressed.
Roleplaying Hints: You try you ¢
Mentor in all things, and vour shyness has tun

- ‘t‘C\i ¢

aloofne

You are a loner, but at heart vou d
want to fit in.

Toward that end vou will do :

anything to please the person who seems to
f__‘:l\'C T]WZU’ o }'\’U.
Haven: Karen Chartry’

Secrets: C-

s house in the Garden Dis

Influence: None. She has done everything she can

make the Kindred forget she exists, and is thinking of
leaving New Orleans soon, though as vet she cannot
bring herself to leave her Mentor.
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The Tremere of New Orleans make up one of the most
powerful, yet least respected chantries in the Unired Stares.
An odd collection of misfits have settled here, and Kindred
in the city debate their effectiveness. Indeed, the clan is
unwilling to send anyone valuable to New Orleans, for its
elders know the mages in the city consider the Tremere
enemies.

Antonio Calbullarshi

Still considered a child by the Tremere clan, Antonio
Calbullarshi causes the Tremere elders more trouble than
they are certain he is worth., His Mentor, however, sits on
the Council of Seven in Vienna, and so for the time Antonio
is forgiven many of his rash acts.

Embraced in the early 1700s, Antonio readily adapred
tohis new existence asa vampire but did not fit in among the
Tremere. He created progeny on a whim, without the
council’s permission. Two such childer were Antonio’s
greatest trivmnphs as well as his worst defeats. They brought
him acclaim for what they accomplished and castigarion for
having created them without permission.

The first of Antonio’s childer was Nigel Porter, an
English alchemist who had traveled the world seeking im-
mortality. Porter's search brought him to Vienna, where he
petitioned the Council of Seven for erernal life. Rather than
grant him immortality, however, the Seven Elders ordered
the alchemist killed. Defying the council’s order, Antonio
helped Nigel escape.

Feeling that Porter could be a grear asset to his clan,
Antonio Embraced him, thinking of the status he would
gain when the Seven reconsidered their decision. Insread,
sire and childe found themselves fleeing the city when the
Seven discovered what Antonio had done. Even Antonio’s
Mentor could not succor him this time, and so Anronio and
Nigel fled to England.

In the late 1700s Antonio began to consider traveling
to the New World. Orher hunted Kindred had gone there to
escape punishment or persecution. When Nigel finally
agreed, Antonio traveled ahead of his childe ro make sure
they would be safe there. Arriving at the docks in Massachu-
setts, Antonio found others of his clan unwilling to associate
with him openly. Within a few nights, the area’s Tremere
had heard of his arrival and begun to search for him.

Unwilling to return to England, Antonio headed into
the western wilderness, hoping to find a peaceful, safe home
for himself and his childe. Such a place constantly eluded

FRE

him. No sooner would he settle in an area than the Tremere
would find him, forcing him to move once more. This
constant danger kept Antonio from contacting his childe
when Nigel finally arrived in Massachuserts. Antonio de-
cided Nigel would have a better unlife without him, and so
Antonio again crossed the mountains and headed west.

For decades Antonio lived in the wilderness until the
cities began to overtake the open spaces. Following the
Anarch Revolt in California, Antonio decided he might be
safer back east and returned to New England. It was there
that the fugitive Tremere made his second great miscake,
performed in hopes of atoning for his first.

While our hunting one night, Antonio became aware
of a strong magical presence near him. Fearing a member of
his clan (for he was still hunted by the Council of Seven),
Antonio found a safe hiding place in the shadows of a side
alleyway. His curiosity, however, did not let him run very
far. From the alleyway he warched, feeling the presence
come closer. He was surprised, however, ro see a beautiful
young woman walking down the street toward him.

Having never felt such power in a mortal, Antonio
could think only of the perfect addition such a person would
make to his clan. What Antonio did not know was that the
young woman, Marie [D’Richet, was the daughter of a very
powerful mage and had plans of her own.

After Antonio Embraced the young woman and pre-
sented her to the chantry in Hartford, Connecticut, he
found himself once again on the run for his life. The chantry
leader recognized the young woman and realized that her
father was not likely to bother singling out the specific
vampire responsible when he came secking his revenge.
Antonio sought to take his childe with him when he fled
Hartford, but she refused to leave with him and instead fled
to New Orleans.

With no other plan of his own, Antonio followed his
childe to the city, where he discovered thar the woman,
Marie, had used him. She had lured him into Embracing her
so that she could share in the unlife of her lover, Marcel, the
Prince of New Orleans.

Still hunted E_)y his clan, Antonio has chosen to remain
in New Orleans, hidmg among the outcast Kindred who
make the city home. Although he is aware of Nigel’s pres-
ence in the city, he feels it is berter for his childe if he stays
apart from him.

Chapter Four: Characters ' 69




Sire: Asuo Graverri

Nature: Ch
Demeanor: Bon Vivant
Generation: 7th
Embrace: 1723

ol
LD

Py

Apparent Age:

Physical: Str , Dexterity 3, Stamina 4
Manipulation 3, Appearance 3

Soctal: C

N
ntel

Mental: Perc igence 3, Wits 5

Knowledges: Computer 2, Investi

New C

n o
CsCHl 2,00

Disciplines: A
= ‘

{

=n, Wake with

nunicate with Kindred 21TE,

Morning's |

Deflection of Wooden Doom, Devil's Touch, Engaging
the Vessel of Transference, Incantation of the Shepherd,
Ward versus Ghouls, Donning the Mask of Shadows,
Principal Focus of Vita Infusion, Sense of the Soul,
Pavis of Foul Presence, Flesh of Fiery Touch, Incorporeal
Passage, Taste of the Bitter Touch, The Impenetrable
Gloom, Ward versus Kindred, Blood Contracr
Backgrounds: Contacts 4

Virtues: Conscience 3, Self-Control 3, Courage 2
Humanity: 7

Willpower: 6

Notes: Originally a member of Astio Giavertti's Herd,
Antonio showed a great talent with magic, especially
rituals. He has developed three of his own. One, Sense
of the Soul, allows him to determine whether an
individual has ever used magical energies. Another, The
Impenetrable Gloom, creates a thick black fog that no
Auspex or Protean power of less than sixth level can
penetrate. The last, Taste of the Bitrer Touch, causes
those who touch Antonio to make Willpower rolls
(difficulty 6) to remain near him.

Antonio’s actions have led a number of Tremere to ask
why he was never Blood Bound to the Council. In fact,
such a Bond exists.

Image: A short, dark-haired young man with strong
Italian features. Antonio dresses very casually, mostly in
shorts, jeans, and T-shirts.

Roleplaying Hints: “Hyperacrive” best describes you.
While you enjoy unlife, you have trouble conforming to
the rules of Kindred society. Having enough problems of
vour own, you have little time to be bothered with other
people’s troubles. If someone is willing to trade favors
with you, however, and you feel that the person may be
able ro help you in some way, you are willing to listen.
Haven: Various abandoned buildings and houses outside
the city limits,

Secrets: C+

Influence: Antonio’s Mentor makes a point of calling
Antonio the clan’s lightning rod, pointing out that
whatever dangers strike the clan will probably start with
him. Other Tremere do not argue the point, but hope
New Orleans will put an end to Antonio’s immaturity
one way or another.




Nigel Porter

Nigel Porter was born in England in 1712 ro an upper-
middle-class family, Though provided with a very liberal
education, the sciences drew most of his attention. Rather
than turn his studies to more credible sciences like as-

renomy of medicine, Nigel found his interest captivated
by alchemv and the search for immortality. Though he
managed to become a formidable alchemisr, immortality
continued ro elude him.

As Nigel aged, he devoted more and more of his time
to the search for eternal life. He rraveled across Europe,
listening to charlatans and fools of all types. He heard
stories of ancient sorcerers who had discovered the secret of
1

umaortality, tales of demons who granted it to mortals (or
a price, and the ever-recurring legends of vampires. Over
and over Nigel heard rales of vampires. While other leg-
ends were strictly regional, those involving vampires were
ubiguitous. So Nigel began to seck out the Damned, hunt-
ing for them across the continent. Finally, his journeys
rought him to \

Vienna.

There, he found himself dragged from his bed and
brought before the Council of Seven. Stating hiscase to the
Council, Nigel told the Tremere of his rravels and inquiries
He told them of his
research, of the journals he had kept, and of the seemingly

into the legends of immortality.

ever-present stories of vampires.
The council patiently listened to the mortal, letting
imreveal all thathe knew of them. When he was finished,

Nigel offered ro share all of his skills and knowledge with
> Tremere in exchange for immortality. The Seven
,E%m rs merely laughed at the alchemist. They told him that
they had heard nothing of value in his monologue. Rather
than having found immortalicy,

they mockingly whis-
pered, he had in fact found his death.

Before any of the Seven Elders could act, however, a thick
black smoke filled the room. Nigel felt himself grabbed from
behind, hurled our of the building and pulled into the streer.
scrambling to his feet, he tried to run but found himself

shed and dragged into aside alley. A hand clamped over his
h and another held him pinned to the wall.

-t

His atracker told Nigel that he was a Tremere, a
member of the clan whose elders now soughrt to kill him. He
aid he had listened to what Nigel had told the Seven

Elders, and that they were fools not to see the benefits of
Embracing Nigel. Realizing the council members meant to
kill Nigel, Anronio Calbullarshi had worked a simple spell
to give himself some cover and had pulled Nigel from the
-;a'!:.in;ii chambers and out of the building.

ﬂ\‘ two spe nt tht’ rest (ﬂL r}1€ ﬂ!“i\{ 1N a sme }” cave
utside the city. The following night the young Tremere
Embraced Nigel. The pair headed for England, fearing the

Council of Seven’s wrath. For the next several decades the
rraveled aboutr England. Despite being the childe,

r
gel soon became the pair’

s guardian. He made most of

their decisions, including when and where they would ¢ \_m
and for how long they would settle in one place

In the late 1700s, Nigel and his sire temporarily parted
Antonio went to North America to make ar-
to settle there, while Nigel made
arrangements for their finances and belongings. In the

company.
rangements for them
course of his preparations, Nigel Embraced his nephew,
Sebastian Walcott, who also studied the occult and showed
signs of promise.

d in Massachusetts,
Nigel quickly began to search for his sire. He managed to

When Nigel and Sebastian arrive
follow his path as far sourh as Virginia, but there hrs‘r all
trace of Antonio. Not knowing what else to do, Nigel
returned with Sebastianto M ia\» wchusetts, hoping Antc)mo
would come there looking for him. For several decades they
remained in Boston, Lal.-\m_g_ part in the Tremere wars in
New England, bur headed west in the early 19th

Nigel himself is still nor tu‘cp’[cu by the clan. He has

century.

tried to win its acceprance, withoutsuccess. Indeed, younger
Tremere have tried to make their names by destroying him,
and he has barely survived several attemprs on his unlife.

In the 1940s Nigel became aware that no official
Tremere chanrry existed in New Orleans and saw his
chance to make his m.sz;"k He and Sebastian headed to the
city, where they immediately encountered mages intent on
their destruction. Only the most desperare actions on their
part, as well as a surprise Lupine attack against the mages
they were fighring, left them vicrorious.

Since then Nigel has spent almost all his time orying to
placate the city’s mage population, and has remained in the
tian has established the city’s
ives just down the street from his

background while Sebas
chantry. Now Nigel i
ﬂt‘p‘}.’}.@\\'? in an Zl;_\'\i!']_’ﬂ\.t‘ﬂr an E‘\i_]\"l—'ﬁ} HI’['E?(‘E in T;“:(‘ FI’E‘["&C}LI

Quarter.
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Over the decades Nigel has seen his nephew suffer
from dark and sinister moods. During these moods
Sebastian’s bechavior becomes erratic and dangerous, threat-
ening not just himself but those around him. Their present
arrangement allows for Nigel to take custody of Sebastian
during these times and restrain him in the chantry unril the
spell has ended.

In trying to offset the occurrences of these moods,
Nigel does what he can to engage Sebastian in activities he
seems to enjoy, especially cribbage. Sebastian has often
told his caretaker that their games are more a reckoning
than a game. When a certain point spre
Sebastian claims, he intends to kill himself. Not knowing
whether Sebastian is truly serious, but being an excellent
manipulator of cards, Nigel has seen to it that Sebastian

ad is reached,

never reaches that spread.
Sire: Antonio Calbullarshi
Nature: Caregiver
Demeanor: Traditionalist
Generation: 8th

Embrace: 1776

Apparent Age: Mid-60s

Physical: Strength 2, Dexterity 4, Stamina 2

Sacial: Charisma 2, Manipulation 3, Appearance 3
Mental: Perception 3, Intelligence 3, Wits 3

Talents: Alertness 2, Diplomacy 2, Dodge 2, Empathy 3,
Intrigue 2, Sense Deception 2, Subrerfuge 3

Skills: Drive 1, Etiquette 3, Gambling 3, Game Playing 3,
Hypnotism 4, Music 2, Research 3, Survival 1
Knowledges: Alchemy 5, Astrology 1, Bureaucracy 3,
Camarilla Lore 2, Computer 2, Faerie Lore 1, Investiga-
tion 4, Linguistics 4, Lupine Lore 1, Mage Lore 3,
Medicine 4, Occult 3, Spirit Lore 1, Toxicology 1
Disciplines: Auspex 5, Dominate 4, Fortitude 1,
Obfuscate 4, Presence 3, Thaumaturgy 4 (Lure of
Flames 4, Movement of the Mind 3, Weather Control 3,
Elemental Mastery 1)

Rituals: Defense of the Sacred Haven, Wake with
Morming's Freshness, Deflection of Wooden Doom, The
Rite of Introduction, Engézvmo the Vessel of Transfer-
ence, Incanration of the Shepherd, Blood Walk, Ward
versus Ghouls, Donning the Muask of

Sh
Focus of Vite Infusion, Ward versus Lup

adows, Principal

i
Foul Presence, Incorporeal Passage, The Impenetrable
Gloom, Bone of Lies
Backgrounds: Allies 1, Conrtacts 3, Influence 2, Re-
sources 3, Mentor 2
Virtues: Conscience 3, Self-Conrrol 3, Courage 3
Humanity: 9
Willpower: 8
Notes: N
mortal and has access to powers other Tremere do not.

igel was an extremely gifted alchemisr as a

ST*Q}?’Y}TTQ‘I]@FS ."i‘hi)l]ld ft‘t‘l J”t*t_) O invent E.]lﬁ."‘i. a5 ne ‘-’_\.}{_’ 1
but they can include anything from poison gases that
affect Kindred to paths of study thar can return lost
Humanity.

| has
graying black hair, a mustache and rrimmed beard. He

Image: Of average build, though a bit tall, Nige
(=] =

has light brown eyes and tends to dress a bit conserva-
rively.

Roleplaying Hints: Answer all quesrions directly, bur
offer no more information than is requested. You tend to
refuse any request for help beyond the answering of a few
simple questions; most of your time is spent locking afrer
vour childe.

Haven: A fairly large apartment on Roval Street,
Secrets: A

Influence: Nigel does have some contacts in the morts

business world, but only so far as his own interests there
reach. He has very little intfluence, however, in Kindred
politics. While he used ro be artacked by Tremere, he
has suffered no such indignity in New Orleans. Indeed,
he believes the clan watches every move he makes here;
he is determined to let nothing spoil this attempt at
recognition.
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Sebastian Walcott

As a boy, Sebastian worshipped his Uncle Nigel and,
after the old man disappeared, became the keeper of his
journals and hooks. Here Sebastian found a wealth of
fascinating information. Determined to equal or exceed his
uncle’s knowledge, Sebastian plunged into alchemical stud-
ies wirth a vengeance, soon learning everything his uncle
had written down.

Unfortunately, his uncle had never written down his
most important secrets, anc 1 Sebastian’s § experiments were
doomed from the moment he began. While most of these
failures were harmless, his au_eni;.pts at finding immortality
were not. Concoctions his uncle had documented but knew
better than to try, Sebastian prepared and drank. Skin
ointments his uncle had written down as a joke, Sebastian
mixed and applied. After imbibing one particularly bizarre
hallucinogenic concoction, Sebastian was never quite the
same. Whenever Nigel tries to fathoma cause for Sebastian’s
insanity, he looks ar his own journals and cries rears of

}»? ‘!_\_)(Z'JJ s

Sebastian, while a gifred Thaumarurgist, has had spe-
o
cial prob un\;ufm\unw(:\ uhpuwu He hasbeenespecially

hurt by the Tremere'’s rejecrion of his efforts to become

established within the clan, and would do almost anything

n’sapproval. Thus, Sebastian has made every

effort to reconcile himself and his uncle with the Tremere

.1 .
gain the cla

-with nosuccess. He is the de facto chantry master of New

’71‘1031’1;\. but the Tremere do not recognize his position.

The combination of his quest for acceptance and his drug-
has led to bouts of
reats to his uncle are quite serious, and

: R Y ‘
induced psychosis depression and

unhappiness. His t

his death would be specracular.
Sire: Nigel Porres
Nature: Conformist
Demeanor: Penitent
Generation: 9th
Embrace: 1783
Apparent Age: Mid-
Physical: Strength 3, Dexrerity 3, Stamina 3
Social: Charisma 4, Manipulation 2, Appearance 4
Mental: Perception 3, Intelligence 5, Wits 2
Talents: Brawl 2
Skills: Eciquerte 2, Gambling 1, Game Playing 1,

Hy ypu naotism 4, Music 3, Repair 2, Research 4, Security 3,

, Dodge 2, Empathy 4, Masquerade 3

Knnw!edﬁm. Alchemy 3, Astrology 2, Camarilla Lore 1,
rﬂc" ie Lore 1, Investigation 4, Linguisrics 2, Lupine Lore
1, Mage Lore 1, Medicine 5, Occulr 2, Politics 2, Spirir

Lore |

, Obfuscate 3,
Presence 2, Thaumaturgy 4 {(Lure of Flames 3, Move-

Disciplines: Auspex 5, Dominate 3

ment of the Mind 3, Wearher Control Z, Spirit

- 1
Thaumaturgy

A}

Rituals: Defense of the Sacred Haven, Wake with
Morni ’.\ Freshness, | “k*ic“tmn of Wooden Doom, The

t‘I“

ing the Vessel of Transfer-
"j‘ E E“H)UL; \,\/.nk \.\ ar i

versus &rhouim Dm ning ri h awi: of Shadows, E’mwc*mzi
Focus of Vita Infusion, Ward versus L upines, Pavis of

Rite of Inzn_nh;urinn(

ence, Incantation rE &

Foul Presence, _Ei.lCi"!‘E‘f.‘--:'}I‘t";%: Passage, Bone of Lies

Backgrounds: Conracts 1, Influence 1, Menror 2,
Resources 4, Starus 3
Virtues: Conscience 4, Self-Control 4, Courage |
Humanity: B
Willpower: 6

. astian appears flushed

Image: A robust young man, Se

whenever he has more than three Blood Poinrts in his

system. He has reddish-blond hair, green eyes, and is
clean-shaven.

Roleplaying Hints: Avoid conversations; when you
must talk, always make sure those with whom vou speak
’E(.rl(‘)\‘f You are ;hﬁ".‘ E‘!t“?l‘% \"ﬂ? ?"i‘ﬁltf ({ remere in E\\'("u‘.’ {,}]’%(“Z’iﬂ“i‘
Speak authoritatively and precisely.

Haven: An z-ip;-ﬁrtmtm on Royal Street, though he
maintains a large house in the C
the chanetry.

irden District to act as

Secrets: B+

Influence: As a good Tremere, Sebastian has accumu-

lated some i!lflliﬂ_‘ﬂ{;(f among mortals and is known as a

rich man who will back leading candidates from any
parry.

o
=
73

Chapter Four: Charact




Marie D’Richet

The daughter of a powerful mage, Marie evinced a
strong aptitude for and interest in magick. Her father sent
heronatour of the United States as a precursor to her formal
magickal education, bur never expected her to fall in love
with a vampire.

Marie met and fell in love with Prince Marcel while
vacationing in New Crleans. Though attracred to her ashe
had never been attracted to anyone else, Marcel refused to
Embrace her. In his conceit, he could conceive of such a
relationshiponly in the contextof sire and childe, notasone
hetween lovers. Nor did he wish her Embraced by any other
Kindred. He also insisted that any relationship between
mortal and immortal was doomed fram the start.

Unwilling ro accept Marcel’s rationales, Marie left the
city and continued to New England, the next stop on her
travels. Here she sought out vampires in Eﬁop;\ of atrracting
a Ventrue to Embrace her. Marie instead found herself
artacked by a Tremere named Antonio Calbullarshi. She

did not discover the error until her sire presented her to the Social: Charisma 4, Manipulation 2, Appearance 4
Hartford Chantry. To make matters worse for the aspiring Mental: Perception 2, Intelligence 4, Wits 3

mage, the chantry passed a sentence of Final Death on both
VT

-
[

Talents: Acting 1, Alertness 2, Dodge 1, Empathy

her and her sire, forcing them to flee the city. Poetic Expression 2
Maric decided her only option was ro rerurn to New Skll}: Drne 2, thuﬂw 4. Research 2, Ride 3. Stealth

Orleans. There she hoped her lover would tuke her in and
protect her not only from the Tremere who sought to kill
her, but from her father’s wrath when he learned whart she
I

3
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vad done.

—E hs)tl”

gh h Maric’s actions, Marcel * o
could not turn her away. She did what she couldto keep her
father from discovering the truth, but simultaneously at-

rracted unwanted attention from another quarter. The
ut\ s Setites, acting on their clanigarh to destray
of value to Prince Marcel, attacked Marie one nigh

she was out hunting with Anthony, onc of Marcel?
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The atrack was vicious and well mi_&ﬂﬁ .
kill both vampires and J(.sti(}y the bodies. That:
however, Christopher, Matrcel’s other o i‘nlde happe
be down near the docks, h: anging out with renegade
Christopher arrived on the scene with the Brujal
time to save the two and drive off r?w ‘se €5,
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Sire: Antonio Calbullarshi x"ms are snli trying to ;E\.ji St to unEtf; H‘;gu

Nature: Optimist L BRssmapennd 'ue by nature shy and overly trusting, but try ro mask
Demeanor: Thrill-Seeker e these traits by acting bold and impulsive.
Generation: 8th Haven: The home of the Prince of New Orleans.
Embrace: 1991 Secrets: B

Apparent Age: Late teens Influence: None.

Physical: Strength 2, Dexrerity 3, Stamina 4
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Clan Ventrue has dominated New Orleans since the
city’s foundation. It is not so numerous as some clans, and
fewer Ventrue come to visit than do members of most other
clans. Nonetheless, its members rule the city. Despite the
clan’s power, internecine feuds have weakened the clan’s
rule and will continue to do so.

Marcel Guilbeau

Many New Orleans Kindred wonder who actually
rules the city. Though none disputes that Marcel is the
prince, many suspect a shadow behind the throne. The
shadow, some believe, belongs to Marcel’s rarely
tioned and unseen brother, Jereaux.

men-

Many doubt Jereaux exists ar all. Some believe the
prince is but a figurehead controlled by his older brother.
Others feel that the two rule the city jointly, with neither
exercising absolute power. Few know the whole story of the
two brothers.

Marcel and his older brother Jereaux lived on their
family’s plantation south of Batron Rouge. As he grew older,
Marcel came to idolize Jereaux. When the Civil War broke
out, Marcel enlisted along with his brother, hoping they
would serve in the same unit. Illness kept Marcel from
joining Jereaux when he was sent to Tennessee. When he
recovered, Marcel was sent east, where he eventually
joined Jeb Sruart’s cavalry.

Though Marcel tried to remain in conract with his
brother, they lost touch several months before the war
ended. When he returned home, hoping tofind hisbrother,
he was instead told by his parents that they had heard
nothing from Jereaux for several months.

For nearly a year, while Marcel worked to rebuild his
family's plantation, he also spent a great deal of time
seeking his brother’s whereabouts. Army records told him
little, however, and as his search vielded less and less useful
informartion, Marcel’s
one year after he had returned home, Marcel was awakened

hopes began to fade. Finally, exactly

by the excited cries of his parents. Two men were riding up -

to the house, and one of the men was his brother Jereaux.

In his excitement, Marcel failed to notice anything
different about his brother or anything scrange abourt his
older traveling companion. He did not question when the
two retired for the day to a room they had requested be
completely shielded from the sunlight, claiming fatigue
from their journey. Both remained in their room for the
entire day, coming out only after the sun had set,
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Marcel, raking it upon himself ro rrain E?.is_: vounger brother
in the ways of the Kindred and their clan. Jereaux did all he
could to make Constuntine’s existence on the plantation as

the rare accasions thar they did

unpleasant as possible. On
talk, Jereaux would refer to his sire as an old fool and abuse
him as much as possible.

When Constantine announced his departure, how-

and the two rode out

ever, Jercaux appeared apo




into the night. When Jereaux returned the nexrt night, he
had changed clothes and announced that Constantine

would not be returning. Their sire has never been seen

Aagain.

Jereaux and Marcel then moved to New QOrleans.

There Jereaux posed as Marcel’s sire and began making
political connections with other prominent Kindred. Mean-
while, Marcel earned a position in Prince Doran’s spy
network, where he utilized many of the talents he had
learned during the war. Jereaux, who dealt regularly with

Lawrence, the city's leading Nosferatu, saw thar Marcel was
appointed head of the network.

When Doran was murdered, Jereaux convinced Marcel
that he could sway enough of the elders to support Marcel
for the princeship. Those who did not support Marcel could
be persuaded through blackmail, using the various bits of
information Marcel had accumulated in his years in the spy
network. Mere nights after the dearh of New Orleans’ old
prince, Marcel became her new one,

Shortly thereafter, Jereaux all but disappeared from
Kindred society, soon becoming but a distant memory.
Marcel himself almost never speaks his brother’s name. To
those more aware of the subtle changes in the city, how-
ever, Jereaux’s influence never left New Orleans. Marcel
rarely rakes advice from the ciry’s elders; indeed, he occa-
sionally acts in opposition to their suggestions. He often
puts off problems for several nights and spends that time at
the family plantation before returning with a decision.

Jereaux exists conrentedly on the family plantation.
He still helps his brother rule the city, while keeping
himself at arm’s length from the dangers such a position
brings with 1t. But Jereaux has not abandoned his brother.
He is, in facrt, his brother’s shield. Should Marcel become
suspicious of anyone, or should his spy network inform him
of a plot against him, Marcel reports rthe information to

Jereaux. If Jereaux feels that the threat is legitimate, he
deals with it, leaving Marcel’s hands clean of any ensuing
incidents.

Sire: Lothar Constantine

Nature: Architect

Demeanor: Conniver

Generation: 8th

Embrace: 1866

Apparent Age: 31

Physical: Strength 4, Dexterity 3, Stamina 4

Social: Charisma 5, Manipulation 4, Appearance 5
Mental: Perception 3, Intelligence 3, Wits 4

Talents: Acting 2, Alertness 3, Brawl 3, Diplomacy 3,
Dodge 4, Intimidation 4, Leadership 3, Subterfuge 5
Skills: Drive 1, Etiquette 4, Firearms 4, Melee 3, Ride 3,
Security 2, Stealth 3, Style 2, Survival 2

Knowledges: Bureaucracy 3, Camarilla Lore 3, Finance 3,
Kindred Lore 3, Law 3, Linguistics 2, Literature 2,
Lupine Lore 3, Mage Lore 2, New Orleans Knowledge 3,
Occult 3, Politics 5

Disciplines: Auspex 4, Celerity 2, Dominate 4,
Forrirude 5, Obfuscate 4, Potence 2, Presence 5
Backgrounds: Allies 4, Contacts 4, Herd 4, Influence 3,
Resources 5, Retainers 5, Status 5

Virtues: Conscience 3, Self-Conrtrol 4, Courage 3
Humanity: 5

Willpower: 8

Notes: Marcel feeds only on young men — the more
attractive, the bertter.

Image: A tall, ateractive man with dark brown hair and
blue eyes, at 6’2" he cuts a very impressive figure. He
usually dresses in tailored suits or whatever is presently
fashionable.

Roleplaying Hints: Despite all the pressure you are
under, you do not allow it to show. You smile a great
deal and always speak in an even, refined tone. You tend
to treat those who cross you as though they were
disobedient children, trying to coax them to see your
point of view.,

Haven: Rubis d'le Nuit, a plantation several miles to the
west of New Orleans.

Secrets: A+

Influence: Despire Marcel’s political problems, he still
wields most of the power in New Orleans. He manipu-
lates local politics and business ro suit his needs, and has
somerhing of a stranglehold on both, though his state-
wide influence is limited. Though he does not control
the police department, he has negotiated some influence
within it by making concessions with Detective Carrer.
Marcel also has some influence with the Uktena via the
land treary, though this influence is shaky at best.
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Chiristopher
Chriszmphcr is Marcel’s prime example of the dictum,
“The qualiries of our ¢l

n are not inherent in our blood.”
Marcel Embraced the young man in hopes of grooming him
to help run the city and perhaps rule it one night, On the
advice of Ventrue in other cities, he sought to Embrace
someone from within his own family. Wirth no mortal
children of his own, however, Marcel could only seek such

4 person +I'U§L] AMmMong J!‘- a E\" Nt COUsIns. ’\f‘;’ﬁ?!' ET}{)’JT]D.S -\"s{

searching, he found Christopher, related to Marcel on his
father’s side of the family.
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unlife seemed to be derermining just how much abuse his
distant cousin could en Ld(.‘ before completely losing all
patience. His family sent him to Marcel after Christopher
hnﬁ run away to New York. In the street-smart young
runaway, Marcel believed he saw the determination and
stubbornness he was seeking. What he got was a “rebellious,
ungrateful litcle hellion” \\hmu greatest show of graritude
or affecrion was simple obedience, and then usually only
1e wanted something from Marcel.

he very night Marcel Embraced him, Christopher

disappeared and Ibcg‘m running wild in the streets of New
Orleans, draining three mortals of blood before the exas-
perated \a‘a;sz'u\i m;m;iucd to retrieve him. Believing the

episode a one-time event (as Christopher swore to him it

'-_. Marcel accepred Hm’] back, hoping ro proceed with

ing the boy into what he wanted him to be. Two weeks
later, however, Christopher disappeared again, this time

for two nighrs, coming back just in rime ro fall asleep in the

room Marcel had given him.
This pattern continued for almost a vear, and Marcel
began to wonder which would cost more face —

's continuous

Christopl sobedience or destroving his
own childe. He and Christopher argued bitterly, and Marcel
threatened ro do away with the boy and replace him with
another.

Late one night, Christopher returned from a two-week
disappearance to find a hoy of about his own age sitting on
the sofa in the front room of the house. When Christopher
asked, rhe boy told him that his name was Anthony and
that Marcel had Embraced him several nights ago.

Going to Marcel in a rage, Christopher demanded to
know if his sire had decided to replace him. Marcel’s only
answer was that rhe boy, Anthony, was there should
Christopher give him reason to carry out his threat.

Rather than curbing his behavior, Christopher re-
ncwc-i his old activities with a vengeance. He hoped to call
Marcel on the bluff he felt sure his sire was making. Marcel,

however, seemed unimpressed with the boy's acrivities.

Instead of gaining Marcel’s artention, Christopher saw his

sire spending more dnd more of his time with Anthony.
Infuriated that his ploy did not work, Christopher

again ran off into the ci?y, db;z[ pearing for several m;g‘hrs.

He spent much of his time with the city’s Brujah until
Dutch, the clan’s leader, convinced him to return to his
sire. When he did so, he found Marcel even less interested

in him. With nowhere else to g

A :
go, however, Christopher
H
11

ixury offered him rather
1

than sleep in the streers. He has modified his behavior
I

deemed it better ro accept the

somewhat but still irritates Marcel at every opportunity.

Christopher does not realize the power of the life boon

}1 } as over \ n E_’;‘[( MYV, \i arie Ijqp\ éC‘h et an 15 . fh !'i_)ii_?(,-;'tﬂ [‘E“l em,

Marcel. In saving their unlives from the Setites, he has

gained a mighty weapon...which he does not understand

how to use.
Sire: Marcel
MNature: Child
Demeanor: Rebel
Generation: 9th
Embrace: 1985
Apparent Age: 18

Physical: Strength 5, Dexterity 4, Stamina 3

Social: Charisma 2, Manipulation 3, Appearance 5

Mental: Perception 3, Intells

Talents: Alermmess 3, Athletics 3, Brawl 4, Dodge
im;mi;i:a tion 2, Leadership 1, Streetwise 3

ive &% %
Knowledges: (.3;111‘\.&1‘%&1;1 Lore 1, Kindred Lore 1, New
Orleans Knowledee 2, Politics 2
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Disciplines: Detie 1, Celerity 1, Fortitude 2,
Potence 1, Presence 3
Backgrounds: Conracts 3, Herd 2, Menror 4, Resources 1,

Status 1

Virtues: Conscience 1, Self-Control 2,

Humanity: 6

~
1
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Willpower: ¢
Notes: Christopher will not feed on anyone over 20
years old.

Image: Christopher is nearly six feet tall, with long,
sandy-blond hair that hangs past his shoulders. He is
clean-shaven and has light blue eyes. He prefers to dress
in jeans and T-shirts, wearing a blue denim jacket and
black boots when he goes out.

Roleplaying Hints: Speak very little, revealing as little
of yourself as possible. When you do speak, use an
authoritarive tone and be as menacing as you can.
Haven: Several different ones, mostly located in the
French Quarter. He also maintains 1 room in Marcel's
house.

Secrets: B

Influence: Despite the fact that he is Marcel's childe
and technically has substantial influence in the city,
Christopher does not use his position. He wishes to be as
lirtle indebted to Marcel as possible and prefers to earn
power and influence on his own. Whart he does not
know is that Dutch watches out for him and is his main
protector. He also does not know that a Ventrue
antitribu of the Sabbar has an eye on him.

Anthony

Anthony leftr an abusive home when he was 15. He had
lived on the streets of New Orleans for nearly rwo years
before Marcel found him sleeping in an alley in the French
Quarter. Taking him back to his house, Marcel found
himself pleasantly surprised by the boy’s ready wit, good
humor and apparent intelligence. He also learned thar the
boy was infected with AIDS. The disease advanced quickly
in the boy. Soon it was a question of Embracing him or
letring him die a torturously slow death.

The illness has affected Anthony’s features and ap-
pearance, which had been as fine as Christopher’s when
Marcel first found him. He is unusually gaunt even for a
vampire, with bony hands, arms and legs, hollow cheeks
and dark discoloration about his eyes. Anthony immedi-
ately noted the stark difference between him and Marcel’s
other child, Christopher. While Anthony was only five-
and-one-half feer rall and had thinning brown hair,
Christopher was six feer rall and well muscled, with a full
mane of sandy-blond hair and brig

} ghf }nglc- eyes.
-

The contrast in their appearances alone could have
caused Anthony to resent the other boy; as the weeks
progressed, he found others. Christopher took an immedi-
ate dishike to Anthony, feeling the newcomer was to be his
replacement. Christopher never seemed to miss an oppor-
tunity to abuse Anthony whenever Marcel was absent.

Knowing he lacked the physical ability to defend himself

adequately, Anthony began monopolizing as much of his
sire’s time as he could. He stayed close to Marcel under the
pretext of learning as much about the life and duties of his
position as he could.

Today Anthony could probably run New Orleans as
well as, if not better than, his sire. He does so whenever
business calls Marcel away from the city. Anthony is

tiercely loyal to Marcel and has warned him on 1

occasions to keep a closer eye on Christopher, feeling his

brother’s reckless behavior could one day begin to affecr

Marcel’s reputation. Now he owes Christopher his unlife,

however, and he realizes the weighrt of this debrt.
Anthony clearly seeshimself as the next Prince of New

Orleans, though he does not wish any harm to come to his

Mentor. He is totally devored ro Marcel, secing him as the

affecrionare parent that he never had. Nothing could make

Anthony betray Marcel, not even a threar to his own

unlife.

Sire: Marcel

Nature: Survivor

Demeanor: Child

Generation: 9th

Embrace: 1986

Apparent Age: 17

Physical: Srrength 2, Dexterity 4, Stamina 2

Social: Charisma 3, Manipularion 4, Appearance 2

Mental: Perceprion 2, Intelligence 4, Wits 5

Talents: Acting 2, Alertness 2, Athletics 1, Brawl 1,

Dodge 2, Empathy 2, Leadership 3, Streetwise 2,

Subterfuge 1

Skills: Drive 1, Etiguette 2, Firearms 1, Music 3,

Stealth 1, Style 2

Knowledges: Bureaucracy 3, Computer 2, Finance 3,

Law 2, Lupine Lore 1, Mage Lore 1, New Orleans

Knowledge 2, Occulr 1, Politics 3

Disciplines: Auspex 2, Dominate 2, Fortitude 1,

Presence 2

Backgrounds: Contacts 3, Herd 3, Menror 4, Resources 2,

Retainers 2
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Virtues: Conscience 4, Self-Control 4, Courage 2
Humanity: 8

Willpower: 6

Notes: Anthony feeds upon those he believes allow
themselves to be victimized.

Image: Because his illness was at its height when he was
Embraced, Anthony appears emaciated. He is even
thinner and paler than most Kindred and has only a thin
covering of shoulder-length brown hair. He prefers
stylish fashions, but keeps to the loose-fitting styles that
hide his body’s skeletal appearance.

Roleplaying Hints: Everything you do is the perfect
imitation of your sire. Toward that end, you always
present yourself with style and grace.

Haven: Marcel’s home.

Secrets: B+

Influence: As Marcel’s childe, Anthony wields a grear
deal of power in the city. What's more, he knows how
to use it. Anthony acts as Marcel’s licutenant, relaying
the prince’s orders to others and seeing that they are
obeved. Anthony is also largely in charge of Marcel’s spy
network, reporting their findings back to the prince.

Karen Chartry

Embraced in Iraly in the mid-1700s, Karen has since
traveled the world, allying herself with the Ventrue of a
number of cities before moving on. Arriving in New Orleans
in the 1940s, she purchased a comfortable home in the most
affluent section of Uptown. She has established herself as
one of the city’s leading Kindred, and more than a few
helieve she hopes to replace Marcel.

In gaining influence, Karen has rargeted the city’s intelli-
gentsia, one of the few groups Marcel has ignored. Indeed, it was
while visiting the University of New Orleans that she spotted
Josua Cambridge in one of the campus art studios. Immediately
taken with the young art student, she tried to get his artention.
Nothing she did or could do, however, diverted Josua's arten-
tion from his art for very long.

The hold the young man’s Muse had on him was tight,
and Karen's failure to arouse Josua infuriated the vampiress.
After her failed attempts to seduce Josua, Karen decided thar
ifart enthralled him to the exclusion of life’s ather pleasures,
then this pleasure should be taken away. Obviously, she
failed (see Josua Cambridge, above). Horrified at how badly
her plans went awry, she has sought a way to turn the
situation to her advantage and believes that she has found
one.

Karen has visited Josua several times at the prince’s
home and has even sat for him a few times while he painted
her portrait. She has never given the slightest indicarion,
however, that she had anything to do with the events thar
so drastically altered his life. Instead, she has begun to imply

thar it may well h:
Mo

Sire: Conrillio

Nature: Conniver
Demeanor: Traditionalist
Generation: Yrh

1

Embrace: 1762

Apparent Age: 33

Physical: Streng
Social: Charisma 4, Maniy
Mental: Perceprion 4,
Talents: Acting 4, Alerm
Dodge 2, Intimidation 4

Deception 2, Subrerfi

Disciplines: Ausp
Fortirude 4, Obfuscate
Protean 3, Qui
Rituals: Defen

Morning's Freshness,

Backgrounds: Allies 2
Re

Virtues: Conscience 1, 5
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ources 4, Retainers Z

Humanity: 3
Willpower: 9
Notes: Karen only feeds on

artistic talents.

> been a Iriend of th

vine who Embraced Josua

Dominare 5




Image: Karen is a tall, thin, dark-haired woman. Her Influence: Through her business contacts, Karen has

facial features are decidedly Italian, with dark-brown gained a certain amount of influence in the mortal

eyes and high cheekbones. She always dresses in the affairs of the city. Furthermore, in the relatively short
height of fashion. time Karen has resided in New Orleans, she has become
Roleplaying Hints: You always do your best to maintain the unelected leader of the Prince’s Council (see

a certain aloofness, even with your own clan members. Chaprer Five). It is not unheard of for members of the
Haven: A three-story home in the Garden District of Prince’s Council to convene without informing Marcel.
the city. It is very unlikely, however, that such a meeting would
Secrets: A- be called without informing Karen of it.
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Others

Marcel has welcomed members of almost every non-
Sabbat clan and bloodline to New Qrleans at onc point or
another. Giovanni, Ravnos, Daughters of Cacophony and
even Assamites have been accepted into the city. On the
other hand, those who are not welcome in the ciry — the
Followers of Set — seem to be the most common.

Manon

Most Fallowers of Sct believe Ezuli, worshipped as the
loa of love and sex, was the first of theirkind in Haiti. In face,
one preceded her — her sire, Ghede, who has waited almost
two centuries to wreak his vengeance upon Ezuli for her lack
of loyalty. Ghede has waited and watched, lurking by her
remples and plorting.

When Manon joined Bzuli’s cult, Ghede noticed almost
atonce. The woman quickly gained favor in the temple, and
often headed its late-night ceremonies. When she went into
avoodoo frenzy, believing herself possessed by Ezuli herself,
Ghede felt sure Manon was the most beautiful woman alive.
Her skin was a lighter color than the milkiest chocolate, and
her eyes were the palest blue he had ever seen. Her grace and
style suggested that she could walk on eggshells without
breaking them.

Ghede began rowatch Ezuli’s ceremonies as much to see
Manon, who had become the manbo (priestess), as to plothis
revenge. He told himself she would play a role in his
retribution, bur he had also become fascinated by her. He
began lurking around her home, and it was on one of these
occasions that Manon noticed him.

Actually, one of her spirits warned her of the evil
presence near her. Realizing that he had been discovered,
(Ghede appeared before her. His hopes to control her, arising
member of Ezuli’s temple, were tempered by his growing
artraction for her. As he atrempted to put Manon at easc,
Ezuli appeared, summoned by the same spirit that had
warned Manon. The “goddess of love” began to rant and
rave, shrieking of the arraciries Ghede had committed, his
corruption, and insisting that he leave her manbo at once.

Ezuli’s sire, lost in a fit of rage, grabbed Manon and
screamed at Ezuli:

“You, who have no allegiance, should be shown none! You,
who could not stay in your rightful place by my side, should have
no one at yours. I made you everything that you are, gave you all
the venawn that you have. You would have been nothing more
than some man’s plaything had I not stepped in, and this is how
you repay me. Well, this time you shall have nothing. I will make
this one mine and bind her to me, so that you will never enjoy her
again. This time, my blood Ezuli, you lose!”

With that, he rook Manon to his mouth and drained her
of her life’s blood. As he prepared to give her his own vite,
he saw Ezuli’s hand darr to Manon’s mouth, and a drop of
Ezuli’s blood trickle between her lips. He also felr, rather
than saw, the coming of other Setites. Staring past him, Ezuli
emotionlessly said, “She may not be mine, but she is not yours
either. Either send her from this island or expect her 1o be
destroyed within the week. I shall kill her at the very first chance
I get!”

With Manon still in hisarms, Ghede rook Manon to his
own remple and prepared her for her unlife. Within a night
she had boarded a ship and set sail for New Orleans.

Manon has begun to adapt to her new existence. Under
the tutelage of others, she has developed her powers and is
now recognized as one of the most powerful Setites in the
southcastern United States. Once enraprured by the passion
of Ezuli’s cult, she has begun to form her own — and to revel
in the corruption that goes with it.

Sire: Ezuli

Nature: Manipulator

Demeanor: Conniver

Generation: 7th

Embrace: 1953

Apparent Age: late teens

Physical: Strengrh 2, Dexterity 5, Stamina 4

Social: Charisma 4, Manipularion 4, Appearance 5
Mental: Perception 3, Intelligence 2, Wits 4

Talents: Acting 4, Dodge 2, Empathy 2, Intimidation 3,
Seduction 4, Streetwise 2, Subterfuge 4

Skills: Animal Ken 2, Etiquette 2, Stealth 3, Survival 1
Knowledges: Kindred Lore 1, Linguistics 2, Medicine 3,
New Orleans Knowledge 3, Qcculr 4, Politics 2, Spirit
Lore 3

Disciplines: Animalism 2, Auspex 3, Dominare 2,
Obfuscare 3, Presence 3, Serpentis 4

Backgrounds: Allies 1, Contacts 4, Herd 2, Influence 1,
Mentor 3, Resources 3, Retainers 5

Virtues: Conscience 2, Self-Control 3, Courage 2
Humanity: 4

Willpower: 9

Image: The product of generations of interbreeding,
Manon tends to use her Obfuscate to make her darker.
She is exceptionally beautiful, and c¢ven the robes she
wears cannot hide thar.

Roleplaying Hints: You are extremely determined.
While you will do nothing to reveal your vampirism,
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most mortals feel uncomfortable around you, and you
have begun to take pleasure in thar. Once an extremely
passionate woman, you are beginning to transfer thar
passion ro the joy of corruption.

Haven: A warehouse by the docks.

Secrets: A-

Influence: The members of Manon’s temple have some
influence in society, generally among the underworld.
Additionally, while Ghede remains artracted to her, he
still has plans to use her to hure Ezuli further. To this end
he assists her on occasion.

New Orleans by Night




'

Vampires are not the only sentients attracted to New
Orleans; a number of mortals have played prominent roles in
the city. Unfortunately for the Kindred, many of these have
been either witch-hunters or mages.

Lanee Andrin

Born to a military family in Texas, Lanee grew up more
artracred to fircarms than to people. After serving four
unfulfilling years in the Army, Lanee left the service and,
using the only real skills she had, became a bounty hunter.
After several years of hunting “the most dangerous game,”
Lanee found the challenge of her employment less than
sarisfying. Then Lanee encountered Sullivan Dane. Learn-
ing of her dissatisfaction, Dane suggested that perhaps she
start hunting new game.

Lanee worked with Dane for two years, learning the
ropes of hunting vampires. She then set out on her own,
crossing the country from coast to coast and back again.
Vampires provided Lanee the thrill bounty hunting had lost,
but her targets were few and far between. In 1985, however,
Lanee heard from another vampire hunter that hundreds of
the undead lived in New Orleans. The numbers may have
been exaggerated, bur Lanee packed her weapons and headed
for New Orleans.

Arriving in New Orleans, Lanee discovered that if the
city was crawling with vampires, they were crawling awfully
low to the ground. One night, however, she had an unusual
stroke of good luck.

While prowling through the French Quarter, Lance
happened upon a young artist standing on a street corner
trying to sell his paintings with an unusually high-pressure
sales method. It took the vampire hunter mere minutes ro
recognize her preyand mark the artist as her next victim. Refore
she decided where and when to make her kill, however, the
paintings he was hawking caught her artention.

Most of them had hauntingly macabre themes, while
others were incredibly detailed portrayals of beings Lanee felt
sure were undead. She approached the artist, feigning interest
in his work, and bought two of the portraits. During the next few
nights Lanee hunted in the French Quarter, using the portraits
as a guide. On the fifth night she came across one of the
vampires in her paintings and, the next morning, made him the
first in her series of portrait prey.

A tew nights later, after discovering and destroying the
second vampire, Lanee returned to the French Quarter in
search of the young artist. The painter had no idea that his art
had won him a reprieve from rhe vampire hunter. Lanee has
been surprised to find no sign of him, and while many in the
Quarter remember him, none can tell her where he has gone.

She still hunts the undead, but would do anything to uncover
more of the paintings.

Nature: Comperitor

Demeanor: Loner

Born: 1963

Physical: Strength 3, Dexrerity 3, Stamina 3

Social: Charisma 3, Manipulation 2, Appearance 3
Mental: Perception 3, Intelligence 3, Wits 4

Talents: Acring 2, Alertness 4, Athlerics 3, Brawl 4,

se 3, Subrerfuge 3
Skills: Archery 4, Drive 3, Fircarms 3, Melee 3, Repair 2,

}.}U-;;‘Jt? "-%, Streetw
IV Y 4 B a R 2

JCCUrity £, Steaitnh ), Iracking 3

Knowledges: Compurer 2, Investigation 3, Linguistics 1,
Oceulr ]

=
)

ies |, Contacts 3, Reso

Virtues: Conscience 1, Self-Control 3, Courage 4

Backgrounds: Al

Humanity: 6
Willpower: 9

Notes: So far as Lanee knos

ws, none of New Orleans’
Kindred arc aware of her. Still. tl e thor o
Kindred arc aware of her. Still, there are rumors that an
especially effective witch-hunter has come to rown.
Image: A small, petite woman with long, black hair and

.
green eyes. She dresses mostly in loose-firting jumpsuits
and flat-soled boots.

Haven: A small home outside of New Orleans to the west
of Kenner.

Secrets: F




Detective Robert Carter

Robert Carter first came to Prince Doran's attention in
1890, after members of the Sabbat slew the city’s chief of
police, then one of Doran’s Retuiners. Carter, a recent
addition to the N.O.P.DD., showed a great desire to hunt
down the perpetrators of this crime, and Doran followed
him closely.

While Doran resolved the difficulties with the Sabbat
on his own, Carter’s abiliry impressed him, and he began
grooming the young man to take the chief of police’s place.
Finding the young man an unwilling pawn, Doran made
him a ghoul, Blood Bonding him in the process.

For several decades Carter served Doran ably, but then
Doran had another run-in with New Orlcans’ mages. As
part of the mages’ rctaliation, a mage calling himself a
member of the Cult of Ecstusy suppressed the effects of the
Blood Bond, freeing the detective from Doran’s control.

Bentonrevenge for the life he felt had been taken from
him, Carter setoutr on a one-man war against New Qrleans’
vampires. He quickly proved to be very good at his work —
too good, in fact. Were it not for mages’ continuous
protection, he would have been slain out of hand, and even
they could not have protected him forever.

Still, Doran realized the probable costliness of slaying
Carter, and he arranged a truce with the detective. He gave
Carter permission to destroy the “problem” Kindred and
agreed to turn a blind eye to his hunting in other ciries.

Carter agreed to Doran’s proposal for the time being,
for it'allowed him to rake the vitae he needed. As time
passed, however, Carter became less and less picky about
what constituted a renegade vampire. Indeed, Doran was
beginning 1o reconsider killing his former ghoul when he
was murdered.

Carter felt that his agreement should have died with
Doran, but he knew Marcel and feared Jercaux. Carter and
Marcel came to an agreement similar to the one with
Doran, but with the stipulation that Carter could also hunt
any vampires who did not Present themselves or werc
denied entrance to the cirty.

Thisis the foundation on whichN.O.S. T F. was formed.
[ts purpose is not to climinate all New Orleans’ vampires,
though Carter would do that if he thought it possible.
Instead, it works to keep the Damned under some control.
Nature: Fanaric
Demeanor: Director
Born: 1865
Physical: Strength 3, Dexterity 4, Staumina 4
Social: Charisma 3, Manipulation 4, Appearance 2
Mental: Perception 4, Intelligence 4, Wits 4
Talents: Acting 2, Alertness 4, Athletics 4, Brawl 4,
Dodge 4, Intimidation 5, Leadership 4, Scan 4, Search 4,
Streetwise 4
Skills: Disguise 4, Drive 3, Firearms 5, Melee 3, Sccurity 5,
Stealth 3, Survival 2

Knowledges: Bureaucracy 2, Computer 3, Investigarion 4,
Law 3, Linguistics 2, New Orleans Knowledge 4, Occult 3,
Politics 2

Disciplines: Celerity 1, Fortitude 1, Porence 1
Backgrounds: Allies 2, Conraces 4, Influcnce 1, Re-
sources 3, Status 2

Virtues: Conscience 3, Self-Control 4, Courage 4
Humanity: 6

Willpower: 9

Notes: Carter knows almost all the rricks of the witch-
hunter, and also has a few special tricks up his sleeve. One
of these is a talisman in rhe form of a silver necklace; this
item warns him when he is in danger.

Image: Carter is a large, stocky man with strong Nordic
features. He has short, blond hair and bright blue eyes.
Haven: A comfortable home near Lake Pontchartrain.
Secrets: A

Lance Pertkin

Pertkin began hunting vampires as a member of
N.O.5.T.F. in 1985. Carter chose the man mainly because of
his remarkable ability on the shooting range. Surprisingly,
no one on the regular force pur up much of a fuss at Pertkin’s
transfer. Even his supervisors knew rhar while the man had
the most deadly aim in the department, he also had an itchy
trigger finger. Such a trait was bound to lead w touble
sooner or later.

Pertkin took some convincing, but his skepticism van-
ished afrer his first successful hunt. It involved a young
Malkavian whose sire had abandoned him in the city and
who was now causing a great deal of trouble for everyone. At
firse, Pertkin was horrified as he watched the other members
of the ream capture and kill the vampire, but found himself
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intrigued when he realized he was being offered the prover-
bial license to kill.

For the next five years Pertkin did his job very well,
successfully completing every case he was assigned. Prob-
lems began to arise, however, when Pertkin began
overstepping his bounds. Pertkin began t‘”znin;;timg not
only the vampires after whom he was sent, burany others he
happened to encounter.

Marcel gave Carter one warning to reselve the problem
Seeing no other solution, Carter fired Pertkin, w;erninfj his
overly ambitious protégé that he had made a great many
enemies among the Kindred. Carter also told him thar
withour the protection of the rest of the team, he would do

ew Orleans. Not only did Pertkin

well to consider leaving ]

not f()jiiat)\\‘ ['hi}?. ’rli}'\"%{'(‘,“ E?UE‘ }'}(’ h‘zlﬁ ;){"E‘!"ri“n"g an ("Jﬁ:éi‘f:’ in TE‘!%’ City

asaprivare investigaror, adverrising himself asa man willing

to take the cases no one else wants,

Pertkin has heen in the private investigator business for
the last three years. He has toned down his activities
somewhat, burt still

looks for any chance ro desrray rhe

undead. He has also recently discovered what a ghoul is, and

plans to begin drinking vampire blood. Pertkin now suspects

that Carter formed the N.O.S.T1
tinuous blood supply.

i El‘;t,‘i't‘]l\_' O ensure a con-

Nature: Gallant
Demeanor: Autocrat
Born: 1962
Physical:
Social: Charisma 1, Manipulation 2, Appearance 2
Mental: |

Strength 4, Dexterity 4, Stamina 3

oy ) 1 - Pre
Perception 3, Inrelligence 3, Wirs 3

Talents: Alertness 3, Arthletics 3, Brawl 3, Dodge 3,
Streetwise 3, Subterfuge 3, Search 3
Skills: Drive 3, Firearms 5, Melee 3, Repair 2, Sect r 3,

Stealth 3

Knowledges: Computer 1, Investigation 3, Law 2, New
Orleans Knowledge 3, Occult 4

Backgrounds: Allies 1, Contacts 3, Resources 2

Control 4, Courage 4

Virtues: Conscience 1, Self-C ‘
Humanity: 6
Willpower: 5
aware of Pertkin, but

n yvet. Indeed, a number have discov-

Notes: New Orleans’ Kindred are

none has done him it

ered that he 1sa very useful tool for annoying their own foes.

Image: Pertkin is of average height but powerful build, with

brown hairand hazel eyes. He dresses mostly in black, casual

b
clothing.

Roleplaying Hints: The foremost drive in your life 1s to kill
vampires, though you may postpone their destrucrion if
they identify other vampires or havens in the city. If they
provide you with such information, you may give t‘num a
slight headsrart before you begin tracking them again.

Haven: A house in the New Orleans suburbs.

Martin D’Richet

Martin D'Richet, a mage of the Sons of Ether, has lived in
the Unired States since the 1800s. Unlike most mages, Marrin

is something of a loner and refuses to join any Chantry.

Martin has had companions, however, and out of one of

these unions came Marie, his daughrer and rhe light of his life.
He was especially pleased when she showed magickal potential,
but before taking her as his apprentice he sent her on a tour of
the country, giving her the chance to decide if she wanted o
itdl ite her life ro becoming a mage.

¢ did not expect that she would fall in love with a
\*:-unpiz'e in New Orleans. Rarher than returning from her

Az

artin found his daughrer moody

vacation relaxed and happy, |
and irricuble. When he asked about her trip she evaded the
f’ilihj(‘i'i( 2‘331'\31 iL‘ht‘ more }}C \’,}l[f“:ri(\l‘lcd ilCE— (""‘\ it 1 El e it‘b‘t‘ :‘E}‘L'L’
said.

artin felr some small amount of relief a few weeks later
when Marie expressed an interest in going east for a few days.
In New E 11&1‘\& however, she suddenly disappeared, only to
resurface \\1 1en he got a letter from New Orleans in which she
told him she had rerurned to the ciry, was staying with friends
and for him not to worry, When no more lecters arrived, Martin
went to New

he fﬁm'rif\'i ng rruth.

Orleans to find out what had happened, only to
discover t

Martin's sole wish was to see those responsible pay. Ashe
retraced the events thar had led to his daughter’s Embrace, he
decided the one person most responsible was Prince Marcel, All
of the mistortune that had befallen Marie could be laid at his
feet.

Returning home, Martin began to plot his revenge, want-
ing it to equal rhe pain he suffered over his daughrer. He soughr
to tuke something Marcel loved just as he had taken Martin's
daughter. Thus Martin swore to destroy not only the prince, but
all the vampires of the ciry.
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vampire might fine 1}1 know hlb past. Akmu’i‘ knowing much of

the neonate’s missing history, Martin figures to use it from time
to time to keep Raymond under his conrrol, feeding him birs of

it to keep him pacified. Before he runs out of information, the
city should be in upheaval over the missing vampires and, if
everything goes according to plan, Martin will be ready to mix
his own concoctions into the blood of thase sold at the auction.
Nature: Fanatic
Demeanor: Caregiver
Physical: Strengrh 2, Dexterity 3, Stamina 3
Social: Charisma 3, ?\,"T:ampuinzmn 5, Appearance 3
Mental: Perception 4, Intelligence 4, Wits 4
Talents: Acting 3, A[crtncss 2, Empathy 3, Subterfuge 3
Skills: Animal Ken 2, Drive 1, Eriquette 4, Repair 4, Re-
search 2, Security 2
Knowledges: Alchemy 5, Anthropology 3, Archaeology
2, Astrology 4, Chemistry 3, Computer 2, Faerie Lore 2,
History 2, Investigation 3, Kindred Lore 2, Linguistics 2,
Lupine Lore Z, Mage Lore 3, Medicine 3, Occult 5,
Science 5
Disciplines: Animalism 3, Auspex 4, Celerity 1, Domi-
nate 3, Forritude 2, Obfuscate 3, Presence 4, Thaumaturgy 9
Backgrounds: Allies 3, Contacts 2, Influence 1, Re-
sources 5
Virtues: Conscience 2, Self-Control 4, Courage 4
Humanity: 7
Willpower: 10
Notes: If you are using Mage: The Ascension, Martin has
the following Traits:
Essence: Questing
Tradition: Sons of Ether
Backgrounds: Arcane 3, Avarar 4, Destiny 2
Spheres: Correspondence 1, Entropy 3, Forces 4,
Life 4, Mind 5, Matter 5, Prime 4, Spirit
Arete

Quintessence: 7

(ad

Paradox: 6
Image: Approximately 6'2", Marrin weighs a little over
pounds. He has dark hair streaked with bits of gray, a
beard and mustache, and gray eves. He dre

200
sses mostly in
onal suit and tie. When
anticipating magickal conflict, he wears phosphorescent
green goggles.

casual clothing or in the occas

Roleplaying Hints: The underlying motivation for your
actions is your hatred for the Prince of New Orleans. There
is nothing you will not do to see him suffer for whar happened
to your daughter. Your hatred also applies to anyone helping
Marcel for any reason in any matter, and you will g0 out of
your way to \_;&_’“'Lf.h‘f\. SL{CEI an assistant.

Haven: For the present, a penthouse apartment in New
York Ciry. Martin’s permanent home is in southern Oregon.




Michael Zyer's

A petty thief who often worked the French Quarter, Zyers
picked pockets as his main trade. One night, while wandering the
streets of the French Qudrtu he came across a young man trying
rosell paintings to passershy. Most of the paintings were cityscapes
or portraits, but all of them had the same unusual style a
mixture of dark colors that ran so closely together that they
seemed not to make a discernible image at all.

Drawn to the young artist’s works and certain they would be
worth something in the right market, Zyers followed him back to
Rovyal Street. For the next three days Zyers warched the studio to
see when the painter came and went. The routine seemed fairly
regular. Early each evening, just after sunset, the painter would
come and gather a few paintings, which he would then take to
hawk on the street comner for several hours. By 3 a.m. he would
return and remain at the studio until perhaps an hour before
sunrise. Then he would leave again, this time usually empty-
handed, and not return until the following night.

Figuring the artist had a regular apartment somewhere else
in the ciry, Zyers felt that early morming would be the best time
to make his move. The morning Zyers planned to break into the
artist'sstudio, however, he arrived to find two large, dark-skinned
men knocking on the door. The young artist answered, bur
immediately ran back inside the building. He was pursued by the
two men,

Zyers watched the building until sunrise, but never saw
anyone emerge. By noon Zyers cautiously approached the still-
open ground-floor door and pushed it slowly open. Stepping into
the darkness, he carefully climbed the stairs to the second floor.
There he found the door to the studio standing open but could

find no sign of the artist or the other two men. The studio itself,

however, was littered with canvases. Most were the same type of
landscapes and portraits thar had caught his eve originally, all
done in exactly the same hauntingly beautiful style.

Lyers qaickl rselected the best of the paintings and prepared
to leave when he suddenly spotted a large trunk propped against
a side wall. Thinking that the artist might keep something of
value in the trunk, Zyers quickly picked the lock and opened ir.

The spacious trunk was empty save for two rolled canvases.
Zyers was surprised to find the two paintings were both portraits
of the same woman. Both were, in Zyers’ opinion, the finest works
in the studio. Quickly rolling up the paintings and packing them
into a large duffel bag, Zyers slipped out of the studio and hurried
away with his prizes.

Formore thanamonth Zyers kept the paintings under wraps,
hoping any publicity of the theft would subside. As time went by,
Zyers saw no mention in the local papers of the missing paintings
and decided it would be safe to try and sell them. His fences’
interest, however, proved to be far from what he had hoped. Only
the two portraits of the woman captured their attention, but the
prices offered were far lower than what Zyers had hoped to make.

His attempts to sell the paintings, however, drew him
unwanted attention as he took them from one prospective buyer
to the next. Only a few days after his first attempts to sell the
paintings, Zyers found himself grabbed by two men who de-

‘;lliki.‘;dt’u ) E&ﬂu‘\\ Wi ‘ Cre (hl_ paintngs werce. bLh e /\L‘['.‘- L'i_‘Ll%d

wwing what i_i;cv were

evendeny alking about, one of the men

suddenly fell to the pavement wich a brief, muffled cry. A short,

1

thin arrow protruded from his chest. The other man quickly
released Zyers, grabbed his fallen companion and di ~-1'\1\c:-11'c-f
into the night. Turning to face his rescuers, Zyers found himself
facing six men in dark trencheoats, one brandishing a small,
hand-held crasshow and the others aiming automaric weapons at
him.

Today Zyers is in the

N.S.T.F but

is pushing the limits of their willingness ro conrinue to protect

e protective cu ‘\sl]u\ af N.C

him. He absolutely refuses to tell chem where the painrings have
heen hidden and denies knowing anything about them.
Nature: Masochist

Demeanor: Bravo

Born: 1958

Physical: Strengrh 2, Dexterity 3, Stamina 2

Social: Charisma 1, Manipulation 2, Appearance 1
Mental: Perception 2, Intelligence 2, Wits 2

Talents: Alertness 2, Artistic Expression 1, Athlerics 1,
Brawl 1, Dodge 2, Streetwise 3, Subrerfuge 1, Search |

Skills: Drive 2, Securiry 2, Stealth 2

Knowledges: Art History 1, Finance 1, Investigation |, Law
New Orl

Backgrounds: Conracts 3, Resources 1

eans Knowledee 2

Virtues: Conscience 1, Self-Control 4, Courage 2
Humanity: 7

Willpower: 3

Image: Zyers is a short, weasely man with pale skin and gray
eves.

Roleplaying Hints: You connive, whine and beg ro get what
you want, and become more annoying the more violent your

opponents get. You secretly enjoy being beaten up and
abused.

Haven: N.O.ST.F. protective custody.
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coterie 1s a 200 { b aromerer of ]“Ul tics in the ¢ ]l“\ Everyvone
who lives there stays consrantly on edge, looking for any
opportunity ro gain the slightest advanrage over the others
and constantly worrying about making the slightest mistake.

The Prince’s Council

Members: Kuren Chartry, Dutch, Sebastian Walcorr
and Avery

Perceived Goal: To advise Prince Marcel in ruling the
city.

Real Goal: To usurp more and more of the duties of

ruling the ciry.

In 1841, justdays after a fire at the Ciry Exchange, Doran
received reports from his spy network that the fire had been
the work of anarchs hoping to destroy the elders and seize the
city. In retaliation, Doran convened a number of the city’s
elders and sought to eliminate the city’s anarchs. Those
anarchs not destroyed by the elders either fled the city or
went into hiding.

Asareward, Doran formed the five remaining elders into
a Council and promised to listen to their advice on running
the city. Additionally, though Doran issued no formal de-
cree, he made sure anarchs knew they were not welcome in
the city.

In 1852, however, an explosion in Bayou St. John struck
down a member of the Council. Soon after, another elder
disappeared from his home in the Garden District. Indeed,
during the first century after the Council’s formation, a
number of its members were destroyed or disappeared. These
actions were attributed to the Phoenix Society, a group of
anarchs from ourside the city.

N

he ( ~ounc ll me II‘i DCTS El;l"\ }"L“llﬂ wWOorry ll"LU maore ;l} out {hl\_ll

o such losses have occurred in the past 40 years, and

own power than abour anarchs. Its members do not consider
Marcel a worthy successor to Doran, and each believes she
could do as good a job as Marcel.

As a result, the elders on the Council undermine any
decrees Marcel makes without consulring them. They also
intimidate other vampires into following “suggestions’ 'which
they make but which Marcel does not condone. The Council
has a great deal of influence over most of the city's undead.
Still, the Toreador Morgaine is not a member and the
Nosferatu Avery works with it only occasionally; both of
these facts weaken the Council’s position.

In no way ignorant of the Council’s actions, Marcel
watches it very closely. Though not blatant in their opposi-
tion, the members of the Prince’s Council are Marcel’s
greatest adversaries.

Newcomers to the city find thar the Prince’s Household
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The Underground Society

Members: Dutch, Christopher,
who travel ro New Orleans

many of the Kindred

Perceived Goal: Helping the city’s refugee popularion.

Real Goal: Bringing Dutch or Christopher to power in
the cirty.

The Underground Sociery formed in the 1960s as a
response to Prince Marcel's ruling that nor all refugees would
be allowed to stay once they arrived in New Orleans. Before
that decree, almost any vampire who came to the city could
stay for ar least a short time. Marcel, however, said that this
lenient policy had led ro serious overcrowding and could
jeopardize the Masquerade. Soon Kindred busy establishing
new unlives suddenly found themselves evicted.

Dutch, the only member of the Prince's Council to
disagree with Marcel’s decision, found himself about to lose
his main base of support. Rarher than risk this, he began
organizing the refugees, preparing them to fight their extra-
ditions. This group has since become the Underground
Society, and to all appearances its main goal is o help
refugees and newcomers become used to the city and find
places to stay.

Dutch has always used it to furcher his own ambitions.
Christopher has also become an important member. As
Marcel’s childe, many of the refugees do not trust him, but

{(usite a woman |

others seek him out in hopes thar he will use his influence

with his sire on their behalf. Of course, such favors do not

come cheap.
Even tt

have little use

vough rhe Underground Sociery would appear to
for prestation, its members follow the intrica-

C ies Ui ii'li“w S0 ]ch convention as \_EL\ i?LlEL\ as any H:.‘i[]‘\ '%.E.J

e kind of acceprance and are terrified of whﬁf

might happen to them if they don't follow such restrictions.

Addirionally, they

them seek som

sall hope to come outahead in the prestation
game, thercby %‘umg atlowed to remain in New Orleans, If

' the rules, this will do them no good.

The Tabula Rasa

“Teddy” Lugor, Ken

Lane Nassam, Miguel Salmararez and Elzra

they do not folloy

Members: James Irick McKenin,
Taliano

Perceived Goals/Real Goals: The Perceived Goals and
the Real Goals of the Tabula Rasa are the same, for its
members have no hidden agenda. Their sole purpose is ro
serve Justicar Xaviar, a task

clency.,

they perform with deadly effi-

dertokeepaneve onthecaernin New Orleans (and

events in general) \ aviar has established a group of spies in

the ci

,, painstakingly chosen for unique talenrts thar make

Taliano, are ghouls: the orthers are mortals.

them singularly dangerous. Two of the members, Lugor and
gt
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The Children of Osiris
Members: Varies constantly
Perceived Goal: To battle the Followers of Ser.
Real Goal: The same?
None of the members of this mysterious sect resides in
New Orleans, nor do any stay in the city, Instead the scct
naintains a small house in Arabi, to the east of the city. Here
members of the sect stay while they work against the Serires.
The Children of Osiris are only partly aware of the
Serites’ acrivicies in the dock areas, and do not know about
all of the smuggling operations, though they know

many. They ;‘-reéer to concentrate their efforts on stopping
the Kindred cargo the Setites attempt to smuggle into the
city.

er Groups

The Mages
The mages are indeed a force to fear. In New Orleans,
only the Kindred are more powerful and organized, and the
mage

s are gaining ground. Strengthened by the ley lines and
caerns in the area, mages constantly work to undermine the
Kindred held on the city and surrounding rerritory

Most of the mages in New Orleans are members :?‘f the
Euthanaros, Cult of Ecstasy or Celestial Chorus Traditions,
though there are Hollow Onesas well. There are two compet-
ing Chantries in the city, and while Lhe; rarely wage overt
war, they struggle for control of the city’s Qumtessence.

The only reason their differences have not escalat
into open conflict is the overwhelming presence of i*v
Technocracy in Louisiana. lteration X and the Syndicate
comprise the majority of its adherents, but members of all the
Conventions can be found in the state. They battle for
control of the state’s government, and neither Marcel nor
New Orleans’ mages can do much against them.

Setites

The Followers of Set seem to feel that New Orleans, the
cradle of Vaodoo in North America, is destined to be theirs.
Knowing thar Prince Marcel is aware of their activities, the
Setites are not only cautious, but extremely inventive as well.
One method they employ to avoid being caught is making
their entire operation completely mobile. In this manner the
Serites can set up their business in a new location each night

1

Shifts are given a schedule, either verbally or in writing,
of the proper wharf at which to dock on a given nights.
Possession of such aschedule can be borh valuable and deadly
for its owner. Prince Marcel would pay nearly any price for
the information, while rhe Serites would kill any outsider in
possession of such a schedule.

While Manon is the most powerful Setite in the city, she
is not always in charge, and often must defer to powerful




members of the clan from outside New Orleans. She usually
has a number of younger, less powerful Setires working with
her, learning the ropes and preparing to set up their own
temples elsewhere. Other Setites have made their homes to
the west of the city, where they have managed ro create a
truce with the resident Black Spiral Dancers.

In New Orleans, the Setites’ temple is very unassuming.
Located on the southern shores of Lake Ponrchartrain, it is
well secluded in a back room of the old Lakeside Hotel. Once
a popular resort on the lake, the Lakeside fell on hard rimes
as the city grew and larger, more elegant resorts opened.
Unable to compete, the Lakeside nearly closed down before
it was saved by an unknown benefactor. Shortly thereafter,
the hotel’s owner became a Retainer to the leader of the
Setite clan. Ever since, the hotel has been at the disposal of
the Setites.

Today the Lakeside Hotel stays open more from profits
from the Setites’ smuggling operations than from any guests
that come and stay. Guests are, in fact, discouraged — not
only by the hotel’s cutwardly rundown appearance, but by
Setites and their Retainers, who hang out around the lobby.
The verbal and sometimes physical abuse hurled at any
mortal who comes seeking a room for the night is usually
enough to drive the potential guest away. The hotel serves as
the perfect front for the Setite temple, presenting the appear-
ance of a struggling but legitimate small business.

The Sabbat

New Orleans would seem to be a prime target for the
Sabkbat, bur so far the sect has had lirtle luck gaining a
foothold in the city. While the constant flood of refugees
makes it extremely casy for the sect to place spies, these rarely
survive for long, for the Nosferatu have become particularly
adept at ferreting them out.

; 1:,: 1 1 £ IS TR - -

Additionally, the lack of a srable anarch population
means the Sabbat has no pool of malcontenrs from which to
draw new recruits. Dutch and Christopher’s influence in the

: S ‘
Underground Society allows them ro monitor any anarchs

who come to the city, and neither desires a Sabbat incursion.
Finally, Justicar Xaviar holds regular Conclaves in New

Orleans. Thus, he keeps a close watch on the city, and the

Sabbar would have to build up a grear deal of power before

having a chance against him. For now, the Sabbat vampires
merely sit and watch, biding their time until an opportunity
comes their way.

The Triad
One final group has displayed an interest in the city,
though it has little chance to make its move any time soon.
This group is the Triad, a threesome of powerful elders who
have seized power in New England. One of its members sired
Lawrence, former head of New Orleans’ spy network and now

. - 1 1 -
Prince of Baton Rouge. Lawrence was also a member of a

greater Nosferatu intelligence network called the Web, which

was headed by his grandsire.

The fact that one of its members has progeny in New

passing interest in the city. In fact, their interest is much
]

stronger, though the members themselves do not realize it
=

Each of these elders serves a more powerful Methuselah,

and these Methuselahs have become concerned abour New

Orleans. They know Xaviar must have some ulterior motive
s

ly, Xaviar has

in to deploy

to go to the city every three vears, and they

their pawns to find out what it is. Addition

al
tt

done more than any other vampire to thwart their plans, and

now the Methuselahs will do what they can to combat his.

Chapter Five: Coteries






1t's the middle scene

tnat excres us,

the Cn?'ﬂ{l[ indifference,

the exotic sport of cate

Julie Suk,

“DrJabbic” is designed to keep the players forever guess-
This story will take
them from the brightest lights of Bourbon Street to the

ing who is and who is not on their side.
darkest corners of the ciry, bringing them face to face with
some of the city's most notorious residents.

“?mrvn‘:ilm“\ should familiarize themselves with New
Orleans’ geography and resident Kindred before playing
“D’labbic.” Thc more

Kindred who live there, rhe berrer she will be able to bring

she knows about the city and the

New Orleans to life for the players. Not all of the characters
listed in Chapter Four appear in “D’Jabbic,” but they can be
included to add spice to the story.

The p“il\'CP can use characters from almost any clan. It
will be easiest for them if they are already residents of the city
and affiliared with some of the local leaders or groups. The
choice of clans or affiliarions can partly determine the
characters’ roles in the story.

Keep in mind that the story builds up to a very disturbing
sin one of two

Ci?ﬂClHSl\'JIL [iI!LE d’l() SYL\I-YTCHCF Cdan 1']511'%[”6‘ [hl

ways. She can either keep the horror ar a constant level

throughout the story and then hit her players with an even
more horrific ending, or she can slowly feed their growing

anxiety and paranoia before springing the ending. Either

way, one cannot make the ending disturbing enough for the
players. By the end of the story, the answers they receive
should be the last ones they expect.

“In the Garden of Earthly I

h-as-catch-can

. _ : , : :
Norhing can be so fleeting as a friendship or so enduring

This is true in both the moreal and

ichout the

T3 3%
as an age-old hatred.

Kindred worlds. Keep t the 1“[&\@[\ cuessing thro

By the end of

d who is not

story as to who is a true friend ar

the story, characrers should seriously question the fragile

foundations on which friends }11]\\ and alliances ofren rest.

th\ may we h su “*L\lllk ﬁ"l H’%l‘\L LO trust anyone.

00

The mood for thisstory isclose I\ tied to the overall moaod

for New Orleans: rampant paranoia. The opening scene helps

establish this mood; the characters are attacked for no appar-

ve never before seen. From

rhat point on they should never be certain who is

ent reason, by assailants they ha
and who is
not a friend. Those aware of the situation may befriend the
sons, only to lead them into rhe

It

characters for their own rea

clutches of the assailants, while enemies may try to steer them

away [1'i' MIY itiillﬂ&‘l'.

™ : i . 1 ~ . .
This story is set during the w arnival preceding
Mardi Gras, and th

Unless the story specifically says a given scene takes place in

alone should i disorient the characrers.

some out-of-the-way or private setting such as a bayou or a
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layers with all the information they need to continue the
STOLY.

Clues can be blatant or hidden, but do not becorme too
concerned should one be missed, for they are also numerous.
However, they are usually discovered through conversations
vith other Kindred, so encourage interaction between the
players and the other Kindred of New Orleans.

Also keep in mind that New Orleans is arefugee city and
vampires come and go canstfim.b-‘ — especially during Mardi
Gras. Do not be afraid to introduce characters of your own
d«;-si}:u th;it you feel would enhance the story. The presence

of str: n the city is common.

Fin: LEI\ *Hc ugh this story is presented in a linear fashion,
there is no reason it must be played that way. “ID’Jabbic”

ir winerable opportunities for characters to explore
a myriad of directions. If the Storyteller is comforrable with
that evenruality, he should encourage it. Indeed, thanks to
- numbers of undead pouring inro the city, a Story-

teller can add any sort of rwist to the story he desires.

Chapter One
The characters are attacked one night, possibly on their
way to the Twilight Club, a nightspot popular among the
city’s Kindred. Driving off the
characters continue to the Twilight Club.

1
e unknown a iants, iiic

arcel summons

At the club a messenger from Prince M
the players to an audience with Marcel, held in a nearby
1

house. Here, Marcel rells the players ¢ lmi a number of
Kindred

ppearance was just recently reported. Because

~ters have apparently managed to survive an abduc-
tion, Marcel desires to know about their arrackers.

No m
cious of them. He accuses them of collaboration with the

atter what the characters say, Marcel acts suspi-

N.OSTF ;mJ demands thart they find whoever is respon-
sible for the abductions, He assigns one of his childer to assist
them and .\L;,J them off with a warning that should they fail,

ill be exiled from the city.

Timeline

Because thisstory is rather open-ended, the charac-

ters may take more or less time than expecred tocomplete

The last scene is set during Mardi Gras, the Tuesday
fa»?}ar{* Ash Wednesday. No other times are set. The

Storyteller may want to keep the early dates vague,

becoming more definite as the characters near the

conclusion.

If events exactly follow the scenes below, the story
should rake three to four nights. However, donot expect

it to go as planned.
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Chapter Four

L(."A\‘in;__{ thk,‘ wererats, dl(: CE}Z‘II‘&C’:L‘YS Cdan ilCLlLi ‘b‘fl(k to
the Twilight Club to question the orher Kindred and thereby
find out who does and does not have ghouls, Wherever they
go, they will be stopped on the way by Roxy. She suggests that
if they want information, they should visit Uriah, an old
vampire/werewolf who lives in the bayous west of the city.

Following Roxy’s advice, the characters head into the
bayous. On the way, however, they are ambushed by a group
of werealligators. Escaping from the attack, the plavers con-
tinue to Uriah’s home,

Once there, Uriah tells them thar he has heard of leaders
in other cities who are engaging in diablerie. The supply for
their needs, he confides, comes from a New Orleans vampire.
While he does not know just who this is, he can point them
- Samuel Haight, As the characrers
leave, Uriah will propose a safer path out of the bayou to

to someone who does —

avoid the werealligators.

Chapter Five

Once back in the city, the characters can locate Haight
through any number of schemes, and he can help them. He
tells them all he knows about the auction, but only if the
characters can convince Haight not to become a vampire. If
they do thart, he sends them to the meeting with Raymond
that he was supposed to attend.

Following Raymond leads the characters to a warehouse
down by the docks. There, Raymond meets with a ghoul. In
the process, any of the pieces the players are lacking in the
puzzle of the kidnappings are laid out.

The ghoul explains to Raymond that though the next
auction is in a few days, the stock is still too low. Raymond
replies that any additional stock must be taken from Kindred
new to the city, as those in New Orleans are already getting
too suspicious. Raymond and the ghoul then leave ro prepare
for the upcoming aucrion.

After Raymond and the ghoul leave, Marcel’s childe, if
still with the characters, tells them he is leaving to report to
his sire. The players are left to decide for themselves what
they will do now. They have no way of knowing whar, if any,
help Marcel will send. The aucrion is the following night;
something must be done quickly if the characters hope tostop
it.

Realizing they may not be a match for their foes, th
players go to seck out allies and plan their attack. How the
story ends depends on the characters” own skills and abilities.

Note that the only two events that absolutely must
happen are the initial assault on the characters and the
auction at the end. The players’ decisions determine every-
thing in between. Indeed, they do not necessarily have to
oppose Raymond, though if they fail to stop the auction, they
5}3(31!E\} i]ppt‘ﬂ_]l' St:iki’d llnxl {{)f SHE() at t‘Eii_’ next one.

New to New Orleans

If the characters start the story as newcomers {or
refugees), perhaps visiting for Mardi Gras, then they
must be introduced ro New Orleans. It may seem like a
city one can just walk into, bur that is certainly not the
case. New Orleans is losing its previous reputation for
taking in refugees and earning a new one for being one
of the hardest cities in North America to enrer and stay.

When the characters get to the ciry, keep the
following quesrions in mind: Are they traveling to-
gether or separately? Do they know each other? Do they
know anvone in the city?! Do they know anything about
New Orleans?

If they arrive by plane, they have two airports from
which to choose. If they select New Orleans Interna-
tional Alirport in Kenner, rh&y should be f:ai}‘qiy safe. If
the characters have not done any investigarion and
enter via private plane, they may find themselves at
Lakefront Airport — in Lupine territory. This could
make for a shore story. Should the characrers not resist
the Lupines, they will find themselves released with a
strict warning to stay out of werewolf rerritory.

Arriving by car provides a similar situation. If the
players arrive from the north or south they are fairly
safe. If they come from the west they are safe so long as
they do not drive through Cajun Country, which is
inhabired by Black Spiral Dancers and other Wyrm
agents. If they attempt to drive in from the cast, they
will likely have some trouble from the Ukrena.

If they come in via the wharves, they will find
themselves immediately dumped in the worst part of
town. Within seconds, Brujah, Ravnos, Caitiff and
others will surround them and demand ro know what
they are doing in that part of town.

Once the characters do arrive, their entrance into
the city’s Kindred society can be facilirated by having
ane of Prince Marcel’s many spies spot them and recog-
nize the charactersas newcomers. The spy will introduce
himself, ask them their intentions in coming and point
out some of the rules if they intend to stay rather than
just pass through. He will inform them of rhe Elysium
sites, Prince Marcel’s rules for feeding, the various
territories, and most importantly, that they must Present
themselves to their respecrive clan leaders within three
nights or risk being driven from the ciry.

Once accepred into New Orleans, the story may
proceed as it would were the players residents. Keep in
Illil\t{ t}lf()ug}ik}hif (il(‘ ST iy, !'1(?\’»"(‘\‘@[’, EEll:il jf:EE]t‘ Chi:i rac-
ters are not residents, they will norknow certain things
raken for granted by others. Such a lack of information
may include places, Kindred, people and organizations.

[}
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Live-Action “D’Jabbic

Several scenes from this story would work very well

in a Mind’s Eye Theatre setring. The Masquerade

allows you to play your character in a live-action fc

thereby giving the story new depth. ?houfzh man
in this story are suitable for live POt
one — Scene Two — has l*if(,;

Those scenes involving a lot of

generally work so well in a Mind’s Eve Tizeatre setring.

The following scenes are the ones

with the Mind’s Eye Theatre rules.
Scene Two: This scene, whic ‘h ta

Twilight Club, is ideal for liv on z‘\:“;- o. Play-
ing thisscene inaMind’s }iyc fi’i -atre setting isdiscussed
later.

Scene Three: This scene involves

FraAtors ‘% 1Y

meeting the prince, Having N
the prince’s childer could make this scene

's
interes Smg

Scene Four: Use of props fo
[

could make this scene very evocative for the players.




The first chapter introduces most of the story’s major

characters and immediarely thrusts the characters into the

mntrigue.

Scene One

Plot

It is Mardi Gras, and the players have been invited down
to the Twilight Club in the French Quarter to enjoy the
festivities with the other Kindred. Before they reach the
French Quarter, however, they are attacked. At first the
incident seems like nothing more than a mugging, and the
characters may think they are going to have a little fun and
aquick meal. Their opinion likely chzmtms quickly, however,
when they discover that the “muggers” (who are actually two
ghouls) are stronger than expected. Nor do they seem so
much interested in rhe characters’ personal belongings as in
their hodies.

The characters’ success here will depend on their Trairs.
If they succeed, they may go on to the next scene. If they do
not, they will be staked and taken ro a small, one-room brick
'\umhng outside the city limits. There they will be kept with
other caprives until the auction.

Setting

If the players live in the French Quarter and begin their
nightly
immersed in a crowd of people. It is, afrer all,

excursions from there, they will immediately be
Mardi Gras.

. . :
Remember, it will be impossible for them ro be driving,
because cars are not allowed in the French Quarrer ar night.

Mardi Gras is best described ro the players as a citywide

party. It fearures bright neon lights, loud jazz music and

peo [‘Ik CVEeryw ML!L }";c’!‘(‘ is 1\:H ‘L’ FOOIM tO Maneuverl IH\_)LE}__{}!
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the crowd. Colorful streamers, confetti, plastic cups and
el

liquor borttles lirter the street and sidewalks. The air is laden

with the smells of liquor and food. For the characters, of
course, the most noticeable aroma is that of blood — the
alluring scent of prey.

If the players live in an arca other than the French

Quarter or choose to start from some location outside that
area, the setting will be much the same, just a lirrle more
subdued. There will be a lirrle less light, a little less music, and
fewer people. Most kine will be down in the French Quarter.

At some

traveled si

point the characters will turn onto a less
ide street, where they will suddenly notice a surpris-
ing lack of kine. At that point, the ghouls attack, grabbing
their victims and rrying to drag them into an alleyway. A
character with « high enough Alertness or Scan will notice
a large, black four-door sedan parked at the curb.
New Orleans’ alleys are generally no more than three w

Additionally,
thi

ally fill them, rendering figh

I'W\ € TLL&‘T W h ar bage cans d[h] iL‘I.‘ll\ gener-

ting and escaping more difficult.

Drama

As the characters v

down the street, set them up for
hat is ahead. Make it seem normal for people to b o
what is ahead. Make it seem normal for people to bump into
them. Drunken partyeoers stumble past them, momentarily
grabbing onto the characters’ arms for support as they go by,
:
.

{,}n;ups ot people walk up to them, nviting them to a party.
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rack, the characrers will likely head for some

most logical choice will be the Twilight

€ City's vamj

ires are welcome durine Mardi
1 ¥ 1 7
soon as they get there, Jake Almerson (or another

vampire of the Storyteller’s chaosing) tells them that a
|

Cd ac \Ltl arnrance o

his is missing and has not

recently f
1 i & 1
been heard from for several nights. The characters may or

choose to wil the other R%n(il‘cd what happened to

t that is inconsequential. Prince Marcel’s spies have

found out. Before the conversation goes much fur-

ne of Marcel’s Retainers enters the club.

The Twilight Club is a small bur funcrional meeting room,

3 | i P 1 - .
i New Orleans’ Kindred but for wanderers and
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road has two large French windows that open ontro a balcony
overlooking Bourbon Streer.

Deespite the decor’s attempt at sophistication, jazz music
always wafts into it from the street and from nearby buildings.
During Mardi Gras, even that music is drowned out by the
numerous bands participating in the parades.

Although the club is open to all clans on all nights, there
are certain nights when one clan seems to dominate the club.
On Wednesdays and Thursdays, for instance, the club hosts
Tremere, Ventrue, Giovanni and Toreador. On Friday and
Saturday nights, however, Brujah, Ravnos, Malkavians and
occasional Gangrel take over. Pool tables, barstools, chairs
and rables get shoved aside, boom boxes are set up, and a
ceiling-rartling, paint-pecling party begins thar lasts till near
dawn. Occasionally a few Toreador can be found at these
parties, as can the odd Cairiff. Most Nosferatu avoid the club
altogether, and Prince Marcel is also a rare visitor.

The Brujah Dutch and the Nosferaru Roger run the club

jointly, and they have Retainers on hand to take care of

anyone's needs. The club keeps a limited supply of vitee on
hand, but it primarily serves as a meeting place. Indeed, most
vampires who have heard anything about the city know
about this hole-in-the-wall.

Tonight several Kindred are ar rhe club, but most,
including the Gangrel leader Roxy, are on the balcony
watching the events below. The only ones inside are the
Tremere Nigel and Sebastian, engaged in a game of cribbage,
and Jake Almerson, who watches them intently.

Drama

There should be more talk than acrion in this scene.
Because it takes place at the Twilight Club, no confrontation
should be allowed. Should anyone try to start any trouble for
any reason, she will be thrown our of the cluband barred from
returning for a long period of time.

Dialogue

The dialogue in this scene will start as soon as the
characters arrive. If the characters look as though they have
been in a fight, others may ask them what has happened. At
some point Jake will come up ro them and ask if they have
seen Kautiin, an African Brujah who arrived in town at the
start of Carnival several wecks ago. If the characters are
evasive or don’t want ro talk, Jake will become suspicious.
This conversation can continue for as long as the Storyteller
likes, but definitely ends when Prince Marcel’s messenger
arrives and summons the characters to Marcel’s office.

Characters
Any of the characters from Chaprer Four can appear in
this scene. On the other hand, the Storyteller might find this
to be a prime opportunity to introduce characters of his own
devising, especially those from out of town. The messenger is
a standard mortal.

Live Action

In this scene, the characters interact with other
Kindred in the story, and it may in fact be their first
interaction with each other if they were not all involved
in Scene One. The club setting makes it ideal for Mind’s
Eye Theatre.

The first thing to take into consideration is the
setting. The club’s ambience varies depending upon the
night. The Storyteller must choose which of these motifs
is appropriate for the story and plan the set accordingly.
Try to approximate the feel of the club as best you can.
Many of the objects described in the text are easily
obtainable. You might wish to emphasize props that
would lend to the feel of a particular theme, Many ideas
for props can be obtained from the setting section of this
scene.

If it isa Wednesday or Thursday nighr (nights when
the Tremere and Venrtrue hold sway), issues of Forbes,
Fortune and The Wall Street Jowrnal on the coffee rable are
appropriate, with subdued, possibly even classical music
playing in the background. Friday and Saturday nights,
however, are quite different. If the stary takes place on
one of these nights, the furniture should be pushed aside,
and loud raucous music should be playing. Youmayeven
wish to invite a few friends who are not involved in the
game, under the pretext of a party. This would lend a
great deal of atmosphere to the story. You should make
sure that those invited are aware of what is going on;
some may even wish to participate, if only in a minor
way.

Scene Three

Plot

At his office, Marcel tells the characters that a number of
residents of the city, both mortals and Kindred, have disap-
peared. He is not overly concerned about the mortal
disappearances, for that is a matter for the police. The disap-
pearance of Kindred, however, is a Kindred affair. Because the
characters were the only ones whose assault was witnessed, or
who escaped the assault, he asks them for details. No martrer
what they say, Marcel becomes more and more suspicious. He
demands to know if the characters are working with the New
Orleans Special Task Force. Then he insists that they prove

their innocence on pain of exile from the city. Of course, Marcel
knows the characters have nothing to do with the disappear-
ances, but hopes to use them to cover his own investigations.

Setting

Marcel'shome islocated on River Road, several miles west
of Destrehan Plantation, one of the oldest existing plantations
in Louisiana. Built in 1787, Destrehan is a popular tourist
attraction, which affords Marcel perfect privacy, for he has no
permanent neighbors to question his odd habits.
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then and now is that in the portrait and photograph he sported
a full beard.
The books in the library are very old, mostly first edirions of

ous popular works published over the last 100 years. All of the

books are in very good condition, kept on shelves behind right-
fitting glass doors. The drapery over all the windows is of crushed
velvet. When closed during the daylight hours, the hottom floor of
the house can be plunged into near-toral darkness.
The dining-room table, of long, solid teak with an incri-
cately carved, glass-overlaid top, can comfortably seat 30. The
cabiners on either side of the room are filled with fine porcelain
china and Waterford crystal glas

In keeping with the period setting, there are no electric
devices downstairs save those in the kitchen and for lighting.
Nor ate there televisions, radios or phones. Those things are
reserved for the second and third floors.

The second floor is decorated in a more modern manner.
The rooms are furnished with leather sofas and easy chairs. One

room contains an elaborare stereo system, another a wide-
screen television and VCR. Thc: floors, if not covered in
wall-to-wall carpeting, are covered with QOriental rugs. The
most curious feature of this “{!a or is the lack of lighting. Marcel
is p‘zrricmzu‘r\' tond of low lighti

o.

On the third floor are the bedrooms. Each of the 10 rooms
has a hmr—posmr bed, night table, desk, chairs, lamps and
dresser. All are kepras though company were expected to arrive
atany moment. The bathsare as elegantas the rest of the rooms,
with sunken wbs, large, full-wall mirrors, decorative faucet
handles and etched sliding glass doors on the showers.

=

1

‘\i'-\i"-‘ s own room is the attic space, which he has
converted into a comfortable living arca. Access to the room
may only be r*‘atﬂed through a solid steel door covered witl
wood pa‘zwciinw (there are no windows). The space between the
floors is lined with a double layer of lead shielding. The attic, a
well as the rest of the house, is wired with an extremely
sophisticated security system Llfssigéjﬂi not unly to warn of

- . e Lo I .- - . C
unauthorized enrry, bur also to provide warning of fires.

The most interesting room of the house, however, is
downstairs ’nehmaj two oak doors. Here, Marcel keeps ’. his
private collection of very finely preserved Civil War memora-
bilia. Many items displayed herein are arrifacts Marcel has kept
ught in the war.

from the time he himself &

Drama

Again, this scenc involves more ralk than acrion. Marce!
1ce to meet the characrers. T\'\-:') R-g—i‘;ziz‘}-
ers, whoacrashis housekecperandhisbutler, lead the characters
into the main parlor and leave them there for a few moments.

makes no grand entra

o
Dialogue
After greeting the characters warmly and muking sure they
are comfortable, Marcel will ask to hear their version of what
happened. No matter what they say, he will appear ro become
more and more suspicious the more they ralk. He will begin

questioning their actions and will especially wanr ro know why

they did not capture their attackers alive




Marcel will then begin to make veiled suggestions that the
acters, realizing they were being watched by his spies,

inged the assault to ensure they would not be suspected in
the recent disappearances. Nothing the characters can say will
ind his two childer, Anthony and Christopher,
om as he becomes more agitated. Anthony will
him, and then Marcel will make hisultimarum.

If the characters are not responsible for the kidnappings, they

must find out who is. Marcel admits he used to suspect Detective

layers are not aware of Marcel’s arrangement with

Carter, a llkL‘w‘.‘_\ circumstance since Tl‘lﬁl't‘. is no reason Ehl,‘y
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ell them that Carter is known to hunt renegades within
the city, usually those who would threaren the Masquerade. For
this reason he has been allowed to live. Marcel believes,
however, that N.O.8.T.F. has recently begun hunting New
Orleans Kindred indiscriminarely. Marcel believes it would be
ood ideafor the players tobegin theirsearch with N.O.S.T.F.

[his, in fact, has been Marcel’s goal all alo

-

o, He knows

=

cters had nothing to do with the disappearances, but
needs someone not directly connecred to him to investigate.

'

| I TR | Ny 2 th i
i Christopher know thi

and know that their role

th the characrers is to watch, not become actively involved.
What they do not know is that Marcel acrually suspects the
elders who have been sending representatives to the city, but is

3 3 . P 1
10 o do any thing against them unti E]F UNCovers more

Characters
Marcel

el’s Rer:

=rs are standard mortals. Descriptions of

{ his childer can be found in Chapter Four. If there
is rrouble, Marcel’s two ghoul guards will come to his aid.




Scene For

Plot

If the ch;-xr;-lctcr ollow Marcel’s suggestion, they should
head for N.OS.T.F
can direct them. Wirth a lirtle effort they will fin

1
. Headquarters, to which either childe
ind Carrer’s

‘f"""{§"' ..i.‘,.,,', for clues. In his fili binet

ffice and begin searching it for clues. In his filing cabinet
theyfind afile that N.O.5. T F.is| !
but nothing specific on any victim

pingon the kidnappings,

. By breaking into Carter's
computer files, however, the characters will find a general file
on the mortal kidnapping victims, but individual files on the
Kindred who are missing. One addirional file is marked
“Wirness.loc,” bur lists only that there is a witness and that
this person is being kept at an undisclosed location. |

‘}'\‘-ibt’} id\.ki\dl’a} "C"EI‘\EI)U [1 L 1 s, EE(“C\'L’\'“{ Ciii’tt‘i’ Q{I‘,d

pen fire on EE'!{‘ 57 ayers

i

two of his men will come in. He will «
and either capture them or

Setting
The N.Q.P.D.

quarters is locared just off Loyola

chase rhem from the building.

[.F. has its head-
CRD.
N.O.5.T.F.s offices are located in the basement area of the
N.O.P.D. It can be accessed via a flight of stair
back corridors of the building.

building where N.OS.T
Avenue in the

in one of the

This scene requires the playvers to make decisions and,
based on those decisions, can proceed in many different
directions. Once in the police building, characters will have

a hard time getting into the basement. While the builc

not particularly busy at nighr, most doors are kepr locked
The Storyteller can have fun with police asking the charac-
ters whar they are doing. Still, it should not be ridiculously
hard to getinto the ?m:cmcnt The characters can Dominate

an officer or a janitor to ler them in, follow one while
Obfuscated, or just pick locks until they get where they wane
to go.

The players should oy to find Carter’s office as quickly
as possible. When rheyreach it, they will find it emprty except
for a desk and chair, a computer and several filing cabinets.

cters will

Investigating the filing cabinets, chars

ge detailing all of the disappearances in
Orleans, borh mortal and Kindred. No specific details are
listed aside from whether ar not the dtud;pmmr‘ ot

of being a kidnapping. This file, and other files on

eneral files

15 sus-

pected
specific crimes, are written in plain English. However, there
are numerous coded files. These files detail most of whart the
N.O.S.T.F. knows about specific vampires. Interestingly
enough, there is no file on Marcel. Carter has memorized thar
information. Decoding the files requires accumularing 15
successes on an Intelligence + Linguistics roll {difficulty 9).
Each roll requires two hours,

If one of the characters is proficient with computers, the

group can try to hack irs way into Carter’s computer files.
Cracking his security requires rwo successes on a Wirs +
Compurer roll {difficulry 8). [f none of the charactershasany
omputer ability, they will not obtain this informartion, and
must continue with the investigation as best they can.
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If the players opt to fight Carter, more police will arrive
in 10 turns, or fewer if the characters make a lot of noise
(unsilenced weapons, breaking furniture, screaming and yell-
ing). If the characters manage to escape, they should make for
the open street as fast as they can. Because it is Mardi Gras,
they should have little problem escaping.

If the characters somchow defear and interrogate Carter
and his assistants before more police arrive, they find that the
three had returned to the office to record information about
the attempt on the characters themselves. Carter and his
men will nor submit easily to interrogation or Dominate, and
the Storyteller might want to bring more police to speed
things along.

Ifthe players do not manage o access the computer files,
they must either utilize what little information they could
obtain from the files in Carter’s filing cabinets, or discover
N.O.S. T .F’sinformation via other means. Questioning other
officers in the police department will get them nowhere; very
few of them even know of N.O.S.TF. They will not be able
to get any information out of other N.O.S.T.F. members
unless they follow them around the city. Although this will
be very time-consuming, it will eventually lead them 1o the

afe house where the witness is being held.

-
Dnalogue
There is not much dialoguc in this scene. When Carter
discovers the characrers, he opens fire at once. If characters
are caprured, Carter will question them about other vampires
in the ciry and the locations of any vampire havens they may

know of — including their own.

Characters
Detective Carrer is described in the Characrers chapter.

His two assistants have the following Traits.
Nature: Martyr
Demeanor: Caregiver
Born: 1960
Apparent Age: 30s
Physical: Strength 2, Dexterity 3, Stamina 3
Social: Charisma 2, Manipulation 3, Appearance 2
Mental: Perception 3, Intelligence 2, Wits 3
Talents: Alertness 3, Arhletics 2, Brawl 3, Dodge 2,
Streerwise Z, Subterfuge 2
Skills: Drive 2, Firearms 3, Melee 2, Police Procedure 2,
Security 2, Stealth 2
Knowledges: Investigation 3, Kindred Lore 1, Law 2, New
Orleans Knowledge 1

Backgrounds: Allics 5, Conrtacts 3, Resources 2

Virtues: Conscience 3, Sclf-Control 3, Courage 4
Humanity: 8

Willpower: 7

Equipment: Stake, Heavy Pistol w/Silencer, Tonfa, Hand-
cuffs, Class Two Body Armor

Scene Five

Plot

The players discover that contacting the witness re-
quires them to make a perilous journey into Lupine territory.
There, they encounter members of the Uktena tribe. Though
the Lupines have a treaty with the Kindred, they are not
restricted from dealing harshly with trespassers.

Setting
This scene takes the characters into Lupine territory —
the neighborhood of Arabi, past the Inner Harbor Naviga-
tion Canal.
knowledgeable characrers; the Inner Harbor Navigation
Canal is one of the landmarks used to mark the border
between Kindred and Lupine lands.

This should inspire foreboding among

Drama

It is no coincidence thar N.O.S. T .F, has its safe house in
Lupine territory. Carter knew that so doing would reduce
possible Kindred interference. This scene may proceed in one
of several directions. The characters may encounter no Lupines
at all {extremely

know beforchand that th ey are venturing into Lupine territory,

lucky and equally unlikely). If the characters

they may seek allies from among the Gungrel clan. Almost any
Gangrel (even one of the characters)
learning what the Lupines may accept in exchange for safe

can act as a mediator,

passage in and out of the territory. If the characters recruit an
outside mediator, that individual will grudgingly oblige, but the
characters will now owe her a prestation debt

The most important aspect in dealing with any confron-
ration between the characters and the Lupines is how many
times the vampires have previously trespassed. If this is their
first time, the Lupines will rough them up bur not destroy
them. If this is the second time for all or even only some
members of the group, the werewolves will try to kill them.

Dialogue

There willnotbe much dialogue in thisscene. If the players
do run into any Lupines, and they have a mediator with them,
there will be some brief discussion concerning the L"()a‘%ibihr\,‘ of
trading for safe passage. In exchange for letring the characters
through, the Lupines insist that the characters find a werewolf
by the name of Samuel Haighr, who they believe is in New
Orleans. They describe him as a big, hard-looking, middle-aged
man with hazel eyes and brownish-gray hair. They have heard
that he is looking for a vampire to Embrace him, and thus the
characters might be able to find him.

If the characters encounter Lupines without a mediator,
the dialogue will be much bricfer. The Lupines are not likely
even to inquire what the vampires are doingin their territory.
If it is the characters’ first offense, they will be subdued and
beaten. Then the werewolves will take them back to New
Orleans and warn them not to come back.
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Characters

Unless the characters are an especially rough coterie,
one werewolf per vampire should be enough. Their statistics
are found below. The characters may
Laura or another Gangrel to help them deal with the
werewolves.

Nature: Cavalier

50 J"%C?\“K out RUX}"

Demeanor: Bravo
Born: 1960s and ‘70s
Apparent Age: Mid-20s

Physical: Strengrth 3, Dexcerity 4, Stamina 3

Social: Charisma 2, Manipulation 2, Appearance 2
Mental: Perception 3, Intelligence 2, Wits 3

Talents: Alertness 3, Athletics 3, Brawl 4, Dodge 3, Intimi-
dation 4

Skills: Animal Ken 4, Stealth 4, Survival 5

Knowledges: Kindred Lore 1, Linguistics I, New Orleans
Knowledge 1, Cccult 3

Disciplines: Animalism 1, Celerity 4

N

Backgrounds: Allies
Virtues: Conscience 2, Self-Control 2, Courage 5
Humanirty: 8
Willpower: 7

Notes: Remember that in wolf or half-wolf form, these
characters double their Physical Attributes, cause aperavared

wounds, heal one Health Level per turn and use <

without spending blood.

Scene Six

Plot
Once the characters reach the safe house, they find it
guarded by N.O.S.

the agents and question the witness, they will find out a great

T'.F members. If they manage to get past

deal more about the kidnapping.

.
Setting
The safe house is on the eastern edge of Arabi. It is set
away from any other house, locared on several acres of open
field and surrounded by a six-foot tall fence wirh harbed wire
on top. ltis asimple one-story white brick house with bars on

the windows and doors.

Drama

Though he does not expect any Kindred to ger this far

Carter is prepared for rhe possibility. He has assigned four
N.O.8.T.F. agents to guard the v\'i.mr:,ﬁs. One of the guards
prowls the grounds, another stays in the room with rhe
witness, and two sit in the living room, alternately watching
security monitors and the television.

be so

Keep in mind that members of N.O.S.T.F will not
I. Tt

casy to L".“_\’}"":}S."- as TD'\‘ average guard. pLaY RCC? in constant
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radio communication, know how to recognize vampires and
know better than to look in their eyes. These guards have
light amplification goggles and silenced submachine guns in
addition to the equipment listed in Scene Four.

Getting past the guards, the players must now question
the witness. The cooperation they receive from the witness

depends a great deal upon how the players present them-

selves. If they threaten or f

shten the witness, it will take
them that much longer to ger the information. Also, a
character with artistic ability will be able to reproduce a fairly
accurate d

rawing of the ghouls from rthe wirness’s description.

.
Dialogue

The questions the characters ask are very important. If

they do not ask the right questions, they are not going to get
the right answers.

v =1 1 :
srisham, will descri

attacked one night on the street. Someone grabbec

hehing
is neck, and then suddenly f

ham savs he heard voices and

>pening while he made his «

aim Lo Nave secn ver

one of the characrer:
will remember seeing rwo
1

1 person (g

the witness’s attacker)

[P R |
forcing a ¢

into the back of a black, four-do He also remembers

that the carl

Characters

N.C.S.T.F. members have

Grisham is purely average.

114 ' New Orleans by Nigl




Scene Seven

Plot

Leaving the safe house {(and probably returning to their
havens for the day), the characters are ambushed as they
enter the city. The group of attackers outnumbers them and
soon overpowers the characters. The atrackers then drag the
characters to a warehouse in the dock area near the end of the
Inner Harbor Navigation Canal.

Setting
The characters must traverse the docks no matter how
they come back to New Qrleans. While there, the Phoenix
Society attacks them and drags them to a rundown, aban-
doned warehouse located near the end of the Inner Harbor
Navigation Canal. The warehouse is surrounded by several
others and is nor visible from the canal.

Drama
En route to this scene, the players must recross the
Lupines’ terricory. What trouble they may encounter as they
return to New Orleans is up to the Storyteller. No matter
where they cross the Inner Harbor Navigation Canal, how-
cver, they will find themselves in the dimly lit dock areas of
the city.

As saon as they cross, the characters are ambushed by a
group ournumbering them two to one. The arrackers will
fight to subdue the characters and will not inflict serious
injury unless the players give them no other choice.

Once they are under conrtrol, the characrers will he
taken to the warehouse. They will be taken inside and
brought before a tall, dark-haired man who will introduce
himself to them as General, the leader of the Phoenix
Society.

-
Dialogue
There will be very lirrle dialogue in this scene. The
members of the Phoenix Society who attacked the players
will not answer any questions put to them. They will simply
capture the players and rake them ro see General.

Characters
There will be two arrackers for every characrer.

Nature: Rebel
Demeanor: Fanaric
Born: 1940s
Apparent Age: 20s
Physical: Strength 3, Dexterity 5, Stamina 4
Social: Charisma 4, Manipulation 4, Appearance 4
Mental: Perception 4, Intelligence 3, Wits 4
Talents: Acting 1, Athletics 2, Brawl 4, Dodge 1, Intimida-
tion 2, Srreetwise 3, Subrerfuge 2




Skills: Drive 3, Firearms 3, Melee 3, Security 3, Stealth 3
Knowledges: Computer 1, Investigation 2, Law 1, New
Orleans Knowledge 1, Occult 2

Disciplines: Auspex 1, Celerity 2, Fortitude 2, Obfuscate 1,
Potence 3, Presence 2

Backgrounds: Allics 5, Contacts 3, Resources 1, Status 1
Virtues: Conscience 1, Self-Control 2, Courage 5
Humanity: 5

Willpower: 7

Equipment:(‘it;skeﬂ Clubs, Chains, Knivcs,i:ircarn‘;s(r.houg;h
they won’t use guns unless they must)

Scene Engh‘t

Plot

The players will learn a grear deal from General if they
have the presence of mind just to sit and listen. General will
tell the characters that Prince Marcel has lied to them.
Marcel has, in fact, informed them about only asmall fraction
of the actual number of missing Kindred. Most of the ab-
ducted vampires were members of the Underground Society;

indeed, no one in “proper” Kindred society even knows of

those disappearances except for Marcel and his spies.
General suggests that if the players want to uncover

more informartion about the kidnappings, they should ques-

tion New Orleans’ Nosferatu or the wererats south of the city.

Drama

There will not be much drama in this scene unless the

players force it. If they try to escape or fight their way out of

the situation, they will be immediately restrained and likely
roughed up a bit to derer any further attempts.

Dialogue

General has a great deal to say to the characters. Hope-
tully they sit still and listen to him, He starts by introducing
himself, saying only that his name is General and that he is
the leader of the Phoenix Society. Though he already knows
much of whar the characters seek to accomplish (thanks to
Christopher), he feigns ignorance and asks them about what
they are doing.

Why were they in Lupine territory? What were they
trying to find? If the characters refuse to answer, General will
accommodate them at first, answering the questions for them
(he already knows the answers anyway). If the characters
remain close-mouthed, General eventually allows others in
the room to “persuade” them to answer. If [“ms doesn’t work,
he Dominates the answers out of them.

Once General gets the characters’ side of the story, he
tells them that Prince Marcel has lied to them. The number
of missing Kindred is actually much higher than the “few”
Marcelhas led them to believe, Most of those taken had only

come to the city to visit. Additionally, vampires from around
the country have been disappearing, and General has reason
to believe they are being held in New Orleans.

At this point, one of the other members of the Phoenix
Society, a short, heavyset vampire named Carl, interjects
that the kidnappers are raking mortals as well. He announces
that last night he watched from a side street as a large black
car pulled up to aman walking alone. Two people jumped out
of the car, grabbed the man and dragged him into the car. Carl
insists that the man he saw kidnapped was not a vampire, but
a mortal — a vagrant who has not been seen since.

When Carl concludes his story, General asks the char-
acters what they think of the situation now. It should be
evident to them, he says, that those responsible for the
kidnapping are not very discriminarting. They take Kindred
from every stratum of society and now seem to be kidnapping
mortals as well. [t would seem, General continues, that those
responsible require a great many victims. What is left to
discover, he tells them, is the reason.

General tells the characters that his own investigations
have not turned up much more than he has told them. He
suggests that further information might be obtained by ques-
tioning the city’s Nosferatu or the wererats who live to the
south.

Characters
The members of the Phoenix Society are described

above, but General is described here.
Clan: Brujsh
Sire: Robin Leeland
Generation: 7th
WNature: Architect
Demeanor: Rebel
Embrace: 1794
Apparent Age: 40s
Physical:
Social: Charisma 6, Manipulation 4, Appearance 4

Strength 5, Dexterity 4, Stamina 6

Mental: Perceprion 4, Intelligence 4, Wits 3

Talents: Acting 3, Alertness 3, Brawl 2, Dodge 4, Intimida-
tion 5 ,Jtuct\uxe 1, Subterfuge 4

Skills: Animal Ken 2, E
Riding 3

Knowledges: Lore 4, History 3, Investigarion 4,
Kindred Lore 3, Linguistics 4, Military Science 4, New Orleans
Knowledge 1, Occult 4, Sabbar Lore 2

Etiquette 3, Firearms 2, Melee 6,

Camarilla

Disciplines: Animalism 1, Auspex 3, Celeriry 4, Dominate 3,
Fortitude 5, Obfuscate 3, Potence 4, Presence 5, Quietus 3
Backgrounds: Allies 5, Contacts 4, Influence 3, Mentor 9,
Resources 4, Srarus 2

Virtues: Conscience 3, Self-Control 5, Courage 4
Humanity: 6

Willpower: 9
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Notes: Though General introduces himself as the Phoenix
Society’s leader, he isn’t. He also lied to the characters when
he told them he knew nothing more abour the kid nappings.
He, like Prince Marcel, believes a group of elders are respon-
sible, and hopes to use this information against them. He
plans to use the characrers to get this information.

Image: General has used his Obfuscate o change his appear-
ance. He currently looks like a short man of Medirerranean
origin, with dark hair and eyes.

Roleplaying Hints: You always try to rake vour opponents off
guard, and hope ro surprise the characrers with the amount of
information you know. Try to make the characrers like you,
but do not be afraid to hurt them o get what you want.

Equipment: Wooden Sword, Shotgun

Scene Nine

Plot

The characters, should they follow General's advice,
seek out and question either the Nxmch\m or the ‘xucrcm
Either group can rell the characrers that Kindred elder
representatives from other cities have been 1.=Lis g monthly
pilgrimages to New Orleans, staying for a few n.ghr« and
then Ec;wanh.

Setting

This scene’s setting depends on the char
sferatu will be harder to find, bur if the characters ask

crers. i }}L‘

E\.‘
around the Twilight Club, someone should be able to arrange
a meeting. If the characters try to locate the wererats, they

will have a slightly easier time of it. The wererats dwell on

land south of the city, down past Westwego — something

General can rell the characrers.

Drama

Seeking out the !

osferatu will not necessarily entail a

great deal of drama. A meeting can best be arranged through

[
Roxy or one of the other Kindred. Rea* mber, whoever sets
up the meeting will gain a small prestarion debt from the

h

characters. The ease, or lack thereof, of the characters’ searc
is left to the Storyteller’s discretion.
If the characrers decide to seek informartion from the

wererats, the situation will be quite different. C ;dz_{_ing_ to the

wererats' territory is problematic

for the direct route passes
)
i

ct
through land claimed by both Kindred and Lupiﬂes. This
territory is even more dangerous than regular Lupine terri-
tory; anyone, vampire ot werewolf, caughr there is fair game.

F'o avoid the war zones, the characters may choose to go

by the long route, which means gc ing cor npletely around the
disputed area to get to the wererars’ territory. Though this
takes considerably longer, it may save the charucters a preat

deal of trouble.
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Scene Ten

Plot

Returning to the city, the characrers must decide what
to do now. Very soon after they return to New Orleans, the
Gangrel Roxy approaches them, expressing an interest in
their investigation. She suggests that if they still seek infor-

he old mamr“u:f

marion, there is no better source than t
werewolf, Uriah Travers. The only problem lies in finding

him.

-
Setting
The meeting can take place anywhere in the city. It most
likely occurs in an isolated area, possibly in a city park or one

of the cemeteries.

Drama

As the characters rerurn from their information-gather-
ing expedition, Roxy or her Retainer, a strikingly handsome
game warden, approaches them. Fighting occurs only if the
characters instigate something. Otherwise Roxy inquires
about the search for the missing vampires.

If the players are rude to Roxy in any way, she will
immediately leave. The characters will have lost the chance
to gain some valuable information. If the characters try to
pick a fight, Roxy will quickly retaliate.

Dialogue

Rouxy either approaches the characters herself or sends her
Retainer to arrange a meeting with them. Once they meet,
Raoxy asks the players how their investigation is going. The
heras much as oras little as they please. She will
not try to extract information from them, for that is not the real
reason she wanred to meet with them. She wishes to *wég\ them
about Marcel in the process.

players may tell

and to plant suspicion

Roxy suggests th;‘sr the characrers seek out Uriah Travers,
who lives to the west of New Orleans on the north side of the
Teche. Veryfew beings in the area, Roxy claims, know as much
as the old vampire/werewolf, whose knowledge eusily rivals that

of Marcel's spy network. Uriah is no friend ro Marcel, so he does

not share his information with Marcel. He may be willing to

share what he knows of the kidnapping — if they can locate
him.

Roxy gives the characters directions to Uriah’s home as
best she can. To get there, she says, one must leave the ciry and
travel east roward Lafayette. Travers’ home is located in the

northern area of the Teche, approximately 10 miles northeast

of Lafayette on the bayou.

Characters

The characters should have already met Roxy; her descrip-
ion is given in Chapter Four. Her Retainer has the same Traits
as a SWAT officer, but he has a Survival Skill
Appearance Attribute of 4. Because he is a ghoul, he also has
Potence 1.

of 3 and an
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Plot
Following Roxy's directions, the characters set out to
find Uriah Travers. Asthey wade through the swamplands of

the Teche, however, they are ambushed by werealligators
who live in the area.
Setting

The area where Roxy has sent the characters is little
more than swampland. Very little light of any kind passes
through the canopy of trees. Even a vampire or Garou finds
the area dark. Characters without a light source will be
severely handicapped.

Drama

By now the players should have learned the benefit of
staying within Kindred territory. If the characters travel to
Uriah Travers’ home by any route other than the one Roxy
gave them, they will find themselves either in Lupine
territory or in a disputed area. If they adhere to Roxy's
directions, however, they should encounrer no serious ob-
stacles in getring to the Teche.

The characrers’ initial foray into the swamp should also
he fairly uneventful, for the werealligators want to give them
as little chance to escape as they can. Once the characters
have proceeded deep enough into the swamplands (any-
thing grearer than one mile in), the werealligators launch
their atrack.

If the characters do not escape the atrack, the Story-
teller can decide their final fate. If the Storyteller does not
want to kill them, she can have Uriah Travers show up at the
last moment ro rescue them.

Dialogue

There is very little dialogue in this scene.

Characters

Raymond has made a deal with two werealligators.
They are to capture any vampires they can. In exchange,
Raymond has promised to help recover some eggs the
Uktena have stolen. If the werealligators capture the char-
acters, they will rake them to Raymond, who will auction
them off. The werealligators will not artack Uriah because
they respect his madness. Of course, it he really were a
Garou, they would slay him out of hand.

The werealligators, who call themselves Mokolé, are
similar to the werewolves in Scene Five. In their wereform,
they triple their Strength and Stamina, but halve their
Dexterity (round up). They also have Fortitude 2 and
Protean 2 to represent their tough hides and long teeth and

Scene Twelve

Plot

If they manage to escape the werealligator attack, the
characters make it to Uriah Travers” home. There, if they play
their cards right, the Malkavian will prove to be a most valuable
source of information. Travers is already well aware of the
regular visits by the elder representatives. Moreover, he is also
partially aware of the reason why. From his own sources around
the country, Travers has learned that a growing number of
elders are engaging in diablerie. He has also been told that the
elders’ vampiric vitze supply originates in New Orleans.

Setting

Travers' home is a conservative but well-planned struc-
ture. Seemingly little more than a one-room shack, it rises
approximately 16 feet out of the water and rests on eight
solidly placed, foot-wide, heavy wooden pillars. Visitors must
enter the cabin by way of a rope ladder hanging down from
underneath the center of the cabin. The ladder can be pulled
up in case of attack. A six-foot-high fence of sharpened spikes
hangs at aslightly tilred angle around the cabin and the roof.
This make entrance from the sides nearly impossible.

Drama

There is very little drama in this scene unless the players
instigate it,

Dialogue

Upon first encountering the characters, Travers asks them
what they are doing in his territory. He is suspicious by nature and
does not trust the characters or their motives for coming to see him.
At the mention of the disappearances in the city, however, he
quickly drops his suspicious nature and talks much more freely.

Travers lets the characters tell him everything they know
before admitting that he is already aware of the elder represen-
tatives who come to the city each month. Travers tells the
characters that many of these elders have begun regularly
engaging in diablerie. Travers has also learned that the supply
of victims originates in New Orleans. The question is: Who is
providing the supply for the elders?

If the characters think to ask about Haight, Travers sayshe
has just become aware that the Skin Stealer recently arrived in
town. Travers does not know whar ro do about it, but believes
the Garou/mage/ghoul isstaying at the Jackson Inn, a rundown

§

flea-trap of a motel near the docks.

When the players are ready to return to New Orleans,
Travers suggests a safer route out of the swamp, one that will
allow them to avoid the werealligators. He says he has never
heard of them attacking Kindred before. As far as he knows,
they reserve their bitterness for werewolves.

Cli{‘v‘-"jA
Characters
The only new character in this scene is Uriah Travers,
whose Traits can be found in Chaprer Four.
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>w the characters must find Haight. He is indeed
staying at the
Because it is Carnival time, eve

Jackson Inn, but under an assumed name.

ry room at the Inn is taken,
and the characters have their wor L cut out for them trying to
find him. Once they do, they discm‘cr that he has arrived to
attend the auction, which isscheduled ro rake place on Mardi
Gras. Hehopes to buy a vampire to E'hdkci"i imimmortal. Afre

the characters talk him out of this plan, he
running the aucti

will reveal whn is

‘o
I

exchange for the characters’ blood.

Setting

Mostof thisscene takes place atche J: f“i{ionEnm‘leﬂzr?hf

docks. Charactrers will immediately get the impression that it
The furniture is ()hé and

UQLE'ZEE E‘; rents outl rooms 1'7‘,' EE‘I(* E}()E,ii’.

moldm and no one has cleaned any r of it in months.

Haight has a small room with a bed, a table and

Drama

Mast of the action in th

scene involves trying to find
Haight. He isregistered under an assumed name, rarely leaves

h\.k‘. room and only goes uuL to get food. If fiu_ erh.grcr\

red i’]'.w

before admitring rh at too many p?ﬁ:p?e have reg

him to remember any one. He does, however, let the charac
rers hang out in the hotel. ] Lhec‘;mrcu_‘tcrw”omu\ it ‘him, hc

claims that the description fits several guests. If

Afrer the characters find i—ifi‘;gnz\ hew

attack him, however, they are in for some

After the characters h
to a nearby restaurant Lo

isrer
stence.

| = k|
questions, mainly regar

Themorehele
If the chara

rers have been h
ans to buy a vampire at the auction. He had
o obrain the vampiric Embrace, but no longer wants

s at ?h:-}f price.

immortalit

Indeed, F L;wjhr has i- een having
ng in the city
Raymond.

naracter wi

L'~¥‘uu

”! S

Ha‘ offers to fi:\a_cii who runs t
il |

give him enougl

€
describes Rayme “LJ

bags apiece. After they do so,

mni says that they were to meet that nighr in a parking g

near the French Quarter. There, Raymond was supposed to

rell him where to meet for tomorrow’s auction.

Characters

&}L}‘“f LEul""l {%!

desk clerk, the only character of note in
this scene is Samuel Haighrt.
Nature: Deviant

Demeanor: Architect




Physical: Strength 5, Dexterity 3, Stamina 5
Social: Charisma 5, Manipulation 3, Appearance 2
Mental: Perception 4, Intelligence 4, Wits 4
Talents: Alertness 4, Athletics 4, Brawl 3, Dodge 4, Intimi-
dation 5, Leadership 5, Primal-Urge 3, Streetwise 3, Subterfuge
4
Skills: Animal Ken 3, Drive 2, Firearms 5, Melee 4, Stealth
4, Survival 5
Knowledges: Computer 2, Enigmas 4, Investigation 4, Lin-
guistics 3, Occult 5, Politics 4, Rituals 5
Disciplines: Thaumarurgy 3 (Movement of Mind 3, Lure of
Flames 2, Weather Control 2, Spirit Thaumaturgy 1)
Rituals: Ritual of Sacred Rebirth, Donning the Mask of
Shadows, Puissant Shield, Ward versus Lupines
Backgrounds: Allies 5, Resources 5
Virtues: Conscience 0, Self-Control 4, Courage 5
Humanity: 2
Willpower: 9
Equipment: Shotgun, Staff of the World Tree, Shedding the
Spirit Skin Necklace
Notes: If you have Werewolf: The Apocalypse, Haight has
the following Traits:

Gifts: Bane Protector, Wyrm Hide, Unseelie Faerie Kin,
Blood Omen, Heightened Senses, Curse of Aeolus, Visceral Agony,
Razor Claws, Thieving Talons of the Magpie, Inspiration

Rage: 8

Gnosis: 8
If you have Mage: The Ascension, Haight has the following
Traits:

Essence: Dynamic

Arete: 4

Quintessence: 8

Paradox: 2

Spheres: Correspondence 3, Entropy 3, Forces 3,
Life 2, Matter 3, Prime 2, Spirit 4
If you do not have these games, give Haight Auspex 1,
Celerity 3, Dominate 3, Fortitude 2, Presence 2, Porence 2
and any other powers you desire.
The Staff of the World Tree does Strength + 3 Health Levels
of aggravated damage and makes Haight invisible to super-
natural forms of detection. It also allows him to draw on
almost limitless amounts of Willpower during a scene. His
necklace lets him travel at will into another dimension called
the Umbra. He can use both of these in his man-wolf form.
Image: Samuel Haight is a middle-aged man with hazel eyes
and brown, slightly graying hair. Haight is in excellent
physical condition. In all of his forms, Haight will maintain
a brown coat shot with gray.
Roleplaying Notes: As you have become more powerful, you
have become aware that your time on Earth is limited. You
have begun to seek immorrality, and ro thar end you have
sought out the vampires. You have discovered that their
immorrality comes with a price — a price you are unwilling

to pay. You found out about Raymond through a mage friend
but tock an immediate dislike to him. If the characters prove
intelligent, you will tell them almost anything they want to
know. Afrer all — like vou, all L.eeches are enemies of the
Garou. Anyway, they can provide you with blood.

Scene Fourteen

Plot

Now the characters head to the parking garage and find
Raymond. They can either confront him there or follow him.

Setting

A parking garage just south of the French Quarter.

Drama

Again, what kind of drama occurs in this scene depends
on the players. If they arrive at the parking lot at the time
Raymond has scheduled to meet Haight (4 a.m. )}, they sce the
vampire waiting ina black Corverte with the engine running.
He will wait half an hour for Haight before driving off. If the
characters confront him here, he will drive off immediately,
probably hitting one or more of the characters on his way out.
If the characters opt to follow him, go to the next scene.

Despite the fact that this is Mardi Gras morning, follow-
ing him will not be difficult. However, if he has reason ro
suspect he is being followed, he will use the Corvetre's speed
to best effect. See the Stunt Driving rules in the Vampire
rulebook, pgs. 215-216.

-
Dialogue
There is not much dialogue in this scene except among
the players as they decide what they want to do. Raymond
will not ralk ro them.

Characters

Raymond is the only new character in this scene. He is
described in the Characters Chaprer.

Scene Fiiteen

Plot

Raymond will leave the parking garage and drive toward
the river to the docks. There, he will park his car on a side
street and enter one of the warehouses. Inside, Raymond
meets with a ghoul to discuss the problems with the Mardi
Gras aucrion. Stock is getting harder and harder to obrain
without attracting attention.

-
Setting
A large, abandoned warehouse. All its windows have
been broken and the doors are no longer locked.

122 New Orleans by Night



Drama

Raymond reaches the warehouse at 5 a.m. Sunrise is
usually between 6 and 7 a.m. He parks on a side street in front
of a black Lincoln Town Car. If the characters have any way of
comparing, they discover that this isnot Marcel’s car. Inside the
warehouse, Raymond meets with a ghoul. If they managed a
sketch from the witness in Scene Eightor got a good look during
Scene One, they will recognize the ghoul as the atracker.

The characters can try to interfere with Raymond, but he
and his ghoul know where the back door is and will probably
escape, though they must abandon their cars. Raymond’s is
registered in New Orleans, but the Town Car is registered in
New York Ciry.

Itfollowed, Raymond goes to his haven and the ghoul goes
to a boarding house. Both will relax until dark. If the characters
try to find out the precise pump house referred to by Raymond,
they discover that New Orleans has a number of pump houses.
Investigating all of them is out of the question.

Dialogue

In their brief conversation, the ghoul rells Raymond that
everyrhing is ready for tomorrow night’s auction, but that he is
growing concerned aver the difficulties in gerting stock. It was
hard enough to obtain victims for the last three auctions

without be

ng noticed, but things are getting very dangerous
now. The police have a witness who can identify them, and at
least one atrack (rhat on the characters) failed. The ghoul will
strongly suggest that perhaps they should srop the auction until
things cool down.

Raymond will dismiss the ghoul’s suggestion, stating that
nothing will go wrong so long as they continue to carry on with the
auction as Martin has rold them rodo. He will suggest that the ghoul
take advantage of the height of Mardi Gras to scize some more

victims, The ghoul will being to get very nervous over Raymond’s
refusal to listen to him and will begin to suggest that he wants
norhing more to do with the auction after tonight.

Raymond tells the ghoul that he is too deep in the matter to
walk away from it now. The ghoul responds that he is not under
Raymond'’s control and will do as he pleases, to which Raymond
suggests with a smile that perhaps he should discuss his plans with
Martin. After this the ghoul falls silent and becomes much more
compliant and agreeable with Raymond for the rest of the conversa-
rion. Raymond instruces him to retum to the pump house and make
sure thateverythingisreadyfor the auction thatnightat9 p.m. That
is his responsibility, and Martin will not be pleased if things do not
g0 as smoothly as before.

Characters

The charactershave already encountered both Raymond
and the ghoul.

Scene Sixteen

Piot
This scene accurs only if the characters seek to enlist
other Kindred’s help in stopping the auction. At this point
they have only themselves to rely on and are facing unknown
adversaries. Hopefully the characters have befriended one or
more of the clan leaders.

Drama

Any drama in this scene occurs as the characrers try ro
recruit others to help stop the auction. They don't have much
time to recruit help. After Raymond leaves the warehouse,
they have only one hour until morning. The sun sets at 7
p.m., so they have only two hours until the auction, though
it will run until midnight. Hopefully at least one of the
characters is following Raymond or the ghoul. If not, then
they will have to spend all this time trying to find the pump
house, und will fail if they do nor have a good plan.

Dialogue

Perhaps to the characrers’ surprise, Marcel will nor meet
with them before the auction. His spy network has already
gamered the same information the characrers have uncov-
ered, and he will not act against powerful elders without more
information — the kind he can use for blackmail. His
associates all feel the same way.

Both Roxy and Dutch would help break up the auction,
but finding them poses a problem. The Twilight Club might
be a goad place for this; in any case, neither offers immediate
help. They make no promises, but go to round up their own
forces (the Underground Society in the case of Dutch, the
Lupines for Roxy). If they show up ar all, the Storyteller
might want to use them as the cavalry, coming at the last
minute to rescue the characters — if the characrers deserve

Scene Seventeen

Plot
The characters, with whatever allies they have managed
to gather, approach the pump house where the auction is
being held. They must bypass several guards to get into the
pump house, and once inside, they find the room crowded
with 15 elder representatives bidding on neonates paraded
before the group.

Setting

New Orleans maintains a number of pump houses to
pump away the excess rain water and thus avoid flooding.
These unstaffed pump houses are old, rundown buildings,
each approximately the size of a small fire station. The sound

*.
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of the pumps alone, however, makes them fairly unlikely
places ro hold the aucrion.

Raymond, however, has managed to find an abandoned
pump house that suits his needs perfectly. It is located a short

3

distance to the west of the city limits in an unused field,

hidden from view by a thin grove of trees and high bushes.
The pump house is a large, whitewashed cement-block build-
ing. It has two doors, one'in the frontand one in the back. A
number of windows, each approximately 30" wall, are high in
its ‘,.,Ll]f.

The building is essentially empty except for a htge

mechanics li PUIP, © C\} E} SIS In 1’}"‘ C,QI‘E(.‘I'NIC E}lg TOQOI. 1’1(.‘
oh

pump, however, has long been x[w;muini most of its parts and
now, like the i

shell

i]\}!ﬂj’_—l in '\.‘\-’thE‘; it sirs, is 15{?;8 maore d!'ﬂﬂ a

The auction takes place at the back of the pump house.

ories tall.
all the way around the room;

ne-and-one-ha

The buildine i e} vm o o b
F'he buiiding is approximately
A small

this is

catwalk win

Tl 1 1 1 . ( .
?«"il“l."i\:,’ i‘-‘:\' a Hid\.;’(ff near ‘.J."gi:f tront LEU()L

Drama

The characters can locate the correct pump house in a
number of ways. They can go to New Orleans’ Sewerage and
Warter Department and find out where all the pump houses
are located. If their search is thorough enough, they will

-_]Li‘SL‘l.)\ Cr i..?i\_E papers <:LEU‘1\ 7T ‘ﬁII}Q ’Lhﬁ_’ stri ‘J’_‘{IIU Uf E}l(: L‘lu pump

and the closing of the pump house. If they locate the pump

houses in use and decide ro search each one, the auction will

be over by the rime rhey finish.

Anotheroption is the perusal of real estate sales. Records
indicate thart the land on which rthe old pump house sits was
sold to Raymond five monrhs ago. It is one of two pieces of
{‘-I(_“p’k‘?i‘f ilC WIS, T—EA\, L‘Ti‘ii)i 15 dIt &‘ i E'l\)Li‘!C "\alth iri thb Cl E\
limits near the French ¢

> the characrers arrive at the pump house, they must

- Ravmond’s security. This includes a number of

ghouls who are armed with automatic rifles, wear light

intensification goggles and flak “e\'L‘i and s;mu odd body

1
ire 4:'3-:'}10](‘<3T g

mutilarions. These
ured by the Vici
Ifthe cha

pump hot

ss the guards around the

se, they must still ;f‘*t :'NJ It would not be wise
to go in either Jmaz A more discreet merhod of entry can be
1

by way of the windows, pr..:\'i-icd the characters can

Lers manage

found
reach them.

Once inside, the characters have only a matter of min-
ures to assess the siruarion before being forced into action.

here is no way to predict the outcome of this final scene; it

daep ‘71L§“ on the Pl ‘3'1‘1’\3‘ "\LEH ;-E‘JL{ iAW POWLT.

. . , o .
However, several ints might tip the scales in the

: y age o find any
lies? Did they ‘*1*111: any weapons! A\rc rhu nood fighters?
o not forget that Detective Carter and N.Q.S. T.F. are also

investigating the cases. How close

are they? Have they also
located the aucrion? If they arrive on the scene they will find
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a building full of vampires and lacking in escape routes, Will

Carter put an end to the auction or destroy as many renegades
as he can?!

If things were not bad enough for the players, keep in
mind the real power behind Raymond’s auction. Martin
D'Richet is not a mage to be trifled with. He may see the
situation in the same light as N.O.S.T.F. There is also the
possibility of a fairly bloodless ending should the players be
discovered and caught before they do anything. In this case,
they may find themselves being auctioned off to the highest
bidder.

Dialogue

The nature of the scene leaves little rime for dialogue.

Characters

There are 15 representatives here. Though most of them
are ghouls, there should be one vampire for each characrer.
The vampires have Traits identical to those of the Phoenix
Society members; the ghouls’ Traits are identical to those of
the ghouls in Scene One. Six ghouls guard the grounds, while
the two who tock part in the kidnapping are inside with
Raymond. There are also six staked neonates being auc-
tioned off. While the characters might free them, they are
underclose watch and are likely to enterfrenzy when unsraked.

.. =
pilogue
Intheend, little evidence of whathappened will remain.

Ifno one else attempts ro torch the old pump house, Raymond

sets off explosives he has hidden there for just such an

eventuality.

The characters have made a number of powerful en-
emies here, including the mage Martin D'Richet and some
powerful vampires. While most of these engaged in diablerie
did so for fun, a number are so old and powerful that they must
drink vampiric vitae. They will not be pleased to have lost this
source.

Because the characrers fulfilled Prince Marcel’s request,
he will owe them a prestation debt, albeir grudgingly. He had
hoped to use the information to blackmail more powerful
Kindred. If the characters do find out about D’Richet, Marcel
will gladly be in their debr.

Also, the Sabbat is now aware of the characters, though
not necessarily antagonistic. Indeed, if the characrers en-
joyed exceptional success, the sect might try to recruit them.

Finally, if the characrers found out about the auction and
do nothing, warn them with a Humanity roll. If that does not
mortivate them, Raymond summons a Sabbat pack to kidnap
them. He then sells them ar the next auction.
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Fabled New Orleans, with its breathtaking buildings and romantic history, is
the picture of elegance and sophistication. It is both vibrant and dignified; the
elegant jazz music born in the city’s streets reflects its soul. No other city so

mixes its grace and its passion.

But there are vampires here. Any place so alive cannot help bur attract

rhe immortal parasites who seek to steal this life energy for

J‘
: \\ They built it...and they may tear it down.

A detailed description of New Orleans, including
the bloody history of its founding and the bloody
intrigues that threaten to destroy it;

Mighty Kindred from around the world who make

i ? their way to the Big Easy;
) 1 X ' "D’Jabbic," a complete Vampire story immersing
313N » characters in New Orleans' evil.
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