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The revolutiom.
aganst the exploiters.
—Fidel Castro

We've broken the format. Neither the Guide to
the Camarilla nor the Guide to the Sabbat fcatured an
introduction to the sects that they respectively discuss.
Monetheless, the anarchs themselves are such a unique
phenomenon and engender such misinformation that
we'te going to cheat a little hit and make a few things
plain befare the book really begins. Hey, it’s how the
anarchs would do i

Verirably making up a sect-within-a-sect, most of
the anarchs are still under the auspices of the Camarilla.
Omnly the most radical anarchs espouse complete and
roral secession from the Ivory Tower, and most anarchs
realize the wsefulness of the structure that already
exists. O caurse, o the anarch mind, that existing
structure has rotted from within, and the rime is right
to bring about the changes that the Camarilla needs in
order to make it succeed as the grand protector of
Kindred that it purports to be.

But whart are those changes, specifically? Ask a
dozen anarchs, and vou’ll likely receive a score of

is a dictatorship of the explosted

answers. As a social phenomenon, anarchs are
committed more to change than to any particular
way of making it happen. Whar anarchs wanr is a
redistribution of power from the top of Kindred
hierarchies down to the bottom, They want Kin-
dred society to be based on merir rather than age,
Embrace and inherited privilege. Whether that
change comes about by guerrilla activity or it's
ushered in from salons and Elysiums is up to the
individual anarch. Whether the cause is couched
in terms of anarchistic rhetonie, communist propa
ganda, fascist decree or for-its-own-sake revolution,
the cause of the anarchs is egalicarian,

Of course, this is what makes the anarchs such a
thorn in the side of the established society of the
1--:'.:“11111_"_'. Fl,_‘1.-'|.' 1,:1._]('1"-. l\l;' I‘hﬁ'}' of '(.-t.'ln'::'lTiHi\. :‘;;hlé"]'le.
independent or less identifiable sympathies, really
want to relinguish the comforts that they've fought
s0 long and hard for. Ancillae strive for the elders’
comfores chemselves. They don't want some sneering
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Lick just a few weeks under the night to have the
same benefits that they can claim. Even neonates
have little sympathy for the anarchs. Childer of
esteemed sires often enjoy the same comforts thar
their sires do, and the less privileged fledelings see
the anarchs as a liability chat leads their elders ra
dismiss all young childer as radicals, The Sahbat
dismisses the anarchs as ineffectual or recruirs them
into grudging allegiance. The Camarilla variously
tolerates the anarchs or cracks down on their move.-
ment as a destabilizing peril.

It is not surprising, then, thar rhe unlives of
anarchs are rypically frustraced and spent with a
siege mentality, Their challenges are manifold, not
only to bring others around to their ways of think-
ing, but then to implement those ideas, The Anarch
Revole, pur in motion centuries agoe, hasn't died —
it's simply gone underground. In the Fingl Nights,
many anarchs believe thar it's time to make their
voices heard again. Despite a few sethacks, it's the
dawn of a new era for those who would challenge the
stasts thar characterizes Kindred sociery

THE ANARCH
ERpERIENCE

The purpose of this book is to expand the con-
cept of the anarchs, Opening new oprions wirh
which players can create their characrers and Story-
tellers can implement the revolutionaries into their
chronicles. This is casier said than done, though.
For a long rime, Vampire players’ stereatype of the
anarchs has been nor unlike that of the ¢lders within
the setting itself. Our intent here is to change thar.
The anarchs are a viable sect, suffering only from
the lack of inertia that maintains the rwo larper
sects. The disorganization of the Anarch Mave.
ment is what prevenred it from rising to the starus of
the Camarilla or Sabbat in the first place, and many
factors contribure to its latent inability ro rise from
the ashes. Indeed, many modern anarchs have lirtle
reverence (and some even have ourright hostility)
tor those of their ilk who admitted defear at the
Convention of Thorns centuries ago. The anarchs
observe few formative heroes, They have no
Hardestadr or Rafael de Corazon to enshrine as the
embodiment of their ideals. Fven those champions
of the cause whom they do revere are remembered
mare for their actions than their philosaphies, The
anarch Smiling Jack, whose name is on the lips of
every young member of the cause, is landed for his
actvities far more often than the chaotic snarchism
that he seems 1o espouse as the vehicle for power

redistribution. The icon Jeremy MacNeil was abour
as reactionary as one could get and still be an
anarch, but he still stands as a hero because of his
treatment at the hands of a cruel prince and rthe
efforts he made for the Anarch Free Starc.

Thisissimply another one of the conflicrs that an
anarch must face, and another reason why anarchs
make such compelling characrers. The fact thar
Camarilla (and, to a lesser extent, Sabbat) sociery
still exists makes the anarchs’ struggle an ideological
one — they have yet to be proven empirically right.
Even the most committed of anarchs doesn't know
that his idea is going to work, he believes in ir. This is
why so many hate the sects. As institut ivns, they're
stagnant, replacing the rights of individual Kindred
with outdated customs that remain only because,
unlike mortals, the people who put them in place
don’t eventually die when they grow older. From the
most adolescent, shock-tactic-loving anarch lacking
4 true conviction to the soft-spoken, cloquent ideal-
ist for whom her principles are everything, the anarchs
make up a subsect of fierce individuals. Sure, some
young Kindred associate themselves with the Anarch
Movement out of rebellion, but dismissing the whole
group as fist-shaking, leather-clad hooligans is not
only incorrect, it's danperous.

The anarchs have a weapon thar few elders of
eithersecrdo: passion. All but the most cynical OpPpor-
tunist anarch believes in the cause. In some cases. this
belief can be chalked up to youth or a lack of worldli-
ness, true, but for those who've spent more than a few
vears with the anarchs, the strugole hones their sense
of social responsibility. Anarchs are almost never dealt
a fair hand in Kindred society, Knowing that. w] Wy
wonild anyone be an anarch? Because they believe in
the ideal. Because they have wo.

le is this very commirment to principles that
keeps members of other sects at odds with the anarchs.
Especially for the Kindred, conservarism often comes
with age. Change i3 unappesling if nor downrighr
abhaorrent or frightening ro the static Damned. The
Jyhad, the War of Ages, is an inherent facet of unlife
for a devored anarch.

Detractors of the Anarch Movement often tail
to sec it for the cosmopolitan faction that it is.
unwisely dismissing it as a collection of spoiled
childer and truculent iconoclasts. While this assess-
ment s accurate in some cases — rebellion is as
much a part of a Kindred's adolescence as it is a
mortal's — the true anarchs who support the move-
ment out of commitment to irs ideals are far more
than trenchant rebels-wirhout-a-cause. The puriry
of Kindred politics aside, the Anarch Movement is
probably the most similar of the Kindred structures
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to mortal affairs. While the institutions of the
Camarilla and Sabbar are fundamentally social or-
ders, the anarchs tend wo effect governmenral models
for their new orders. The Camarilla and Sabbac are
based upon prestation, favors, status and the esteem
of one's peers. Even when it espouses anarchy, the
Anarch Movement seeks to ser a more definable
system in place.

If this seems odd when considering the scem-
ingly deconstructionist tacrics of the anarchs,
consider it from their point of view. To the anarchs,
the social order doesn’t work — the Kindred simply
can't be rrusted to do whart's righe for the race of
Caine as a whole. Thev're too selfish. This is the
whole reason for the revolt and the movement.
Thaose selfish Kindred have hoarded for themselves
what should be shared equally — or art least the
opportunity — among all of the Damned.

In gome cases, this ethical code falls away
rather quickly in each individual anarch’s personal
vision of an ideal society. Indeed, the preatcst
strength of the anarchs is often their most crip-
pling weakness. Ananarch issimplya Kindred wha
wants to redistribute power among all of his kind
Whether his ultimate goal involves creating an
enlightened anarchy that observes no starus ather
than “Cainite” or a totalitarian society that re-
quires all Kindred to answer toasingle peer, anarchs
want change. And they want it in the form of
removing privilege from those who have clutched
it to themselves for so long. Diversity is what keeps
the anarchs strong and impassioned, but it also
makes them uncommunicative and disoraanized,

Apain, undestanding of the anarchs often be-
gins to unravel at this point. Many outside the
anarchs' spheres of thought think that the anarchs
merely want to take for themselves the resources
that they've accumulared. Nothing could be further
from the truth. Certainly, some liberal or even
communistic anarchs want o redistribure those
A550CLS uqm:uhh- among the Kindred, but others'
visions include neo-teudal arrangements, by which
a prince would be a Literal aristocrat, or regional
socialists states, not unlike Nazism but with differ-
ent distinctions as to whart threatens the “stare.” As
noted before, much of the anarch cause is couched
in terms of mortal governmental scructures. The
reason for this parallel is ewotold: It's easy to wrap
one's mind around a social model with a govern:
ment at its center, and government s a very
convenienr vehicle far the ethic of rebellion. Few
anarchs want to destroy the Camarilla — they are
part of that organization in name, at the very least,
No, what the anarchs want is change, and they want

change from the inside out. The structure exists, the
sensible anarch reasons, so why reinvent the wheel
when a little fine-tuning is all that's needed! OF
course, the depgree of thar fine-tuning is what sets an
iI.[I.'ril'l_'I:I ii]"ill'1 Irom — ||.l!LI 1'Iilil.|h I'Ik:l (X4
ﬂ'\.l].h.‘l'i_'lll [ {8] [h{' Callse,

Howto
UsF THIS BOOK

While we've made some effort to keep the
format of this book similar to those of the previous
puides, the fact that the anarchs are ac least nomi-
nally considered to be a subsect of the Camarilla
called for a few adjustments to the formula. Addi-
tionally, remember that much of what appears
herein is biased to or for the anarch point of view,

every other

AN “L-,_ []'H‘,': other ;_'Llln.iL:F. F.x;'lrg‘.ul”'l.' 'u.'lwu‘ miar-
ters of setting are concerncd, beware of that
inherent Kindred prejudice.

Chapter One relares the history of the Anarch
Movement, from its inceprion prior to the formation
of sects to the anarchs' faltering but hopeful legacy in
the modern nighus,

Chapter Two highlighes what it means w be an
anarch. It discusses philosophy, tactics, the affairs of
[1jL{1I[ll,.' unlife and the relations of the anarchs with
their fellow Kindred. In also examines the clans them-
selves from the anarch perspective.

Chapter Three explores a player’s options while
creating a characeer for an anarch chronicle. It offers
a somewhat different take on the character-creation
process that what was presented in the core Vampire
rulebook, 1o berver reflect the conditions from which
anarchs are Embraced.

Chapter Four deals wirh rhe geography of the
anarchs’ domains. It explores anarch influence
worldwide (for better or for worse. .. ) and high-
lichts where the strugele is strong and where it had
best watch its foorsteps.

Chapter Five is a Storyteller's resource, highlighe-
ingkey conflicts and some advanced "Qavors” of anarch
chronicles. I offers advice on beginning stories “our-
side the box™ of the usual leather-and-hikes stereotvpe
and suggests a few owists and turns for Storyeellers w
use to keep plavers on their toes.

Chapter Six is a chaper of Disciplines, but one
arrayed ditferently than the standard spread of powers.
This chapter examines individual powers thar have
hilped anarchs in the past rather than showeasing a
linear progression of power levels. Consider it a chap-
ter of dirty tricks that the anarchs have used to save
their hides or make rheir cases.

[NRODUCTION: WiNDS oF CHancE
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Appendix I: Allies, Antagonists and Others Piper: Also, pied piper. An anarch who uses

provides Storyrellers with template characrers that  mortals or ghouls excessively to fight battles for the

can be dropped into any chronicle or adapred 1o fit  anarch cause:

certain required roles. War of Ages: The clash of Kindred over issues
Appendix 11: Anomalies of the Anarch Move- such as age, sect policy (which favors elders in anarch

ment takes a look at uncommon anarchs. The opinion) and generation. Also, the Jyhad.

elders and idealists of the cause are investigated

here, looking at their motives, desires and reasons ¥ ULGAR ARGOT

for staying with the subsect when one is ostensihly Much of the anarchs’ specialized language comes

the enemy. from modern slang, or at least an irreverent frame of
Appendix TTT: Unlife On the Open Road is 2 mind that approximares slang.

handy guide for the nomadic anarch, deseribing hints Bling: Cash,

and tips for keepine one's unlife intace while never Cape: An obvious vampire, Also, an elder.

staying in one place. Lupines, :ﬁ;_jhhur and savvy Donor: A vessel.

mortals all threaten the existence of the Kindred wha Five: A member of another sect who carries one of

calls the road her haven. those sect’s ritles, Presumably ariginates from 5.-0,"

mortal slang for a police officer.

L EHRICON Highway Haven: A portable haven, such as a
With their specialized tactics and convolured webs traler or even a secure sleeping bag.

of polirics, the anarchs ].'!:_-1'.';_' come up I.x.'uh a slangy OrpForm

manner of speech all their own. Combining the revo- s ;

lutionary zeal of the Sabbat with the pracrical Despite the anarchs' short unlife spans or defec-

tunctionality of their Camarilla roots, the anarchs’ tion of members to more stable seces, the group does

lingo is a vibrant and cver-changing thing. have a distinguished history as old as either the
Baron: Ananarch “prince”™ a Kindred whoclaims  ‘Camarilla or Sabbat. Although the usage is fairly

adomain but is a member of the Anarch Movement.  modern, a few terms have been around as long as the
Barony: The domain of an anarch “prince.” Also, anarchs have formally understood themsel ves as such.

AN autonomons communicy of anarchs. Antitribu: While the Sabbat’s use of this word is
Gang: A coterie of anarchs modeled after mortal  more vernacular, a few aged anarchs still use this term

inner-city crime groups. to refer toany Kindred who turns his back on the main
Gear: Supplies or armaments hidden in o cache. body of his Cl<1l].Th£ﬁ anarchs Wt'l":|hunri;iln;:llrmrr'rﬁ'.lm,
Idealist: An anarch whose struggle is rooted more these elder revolurionaries claim, and the h.:JH-nrmerr:ly

in intellectualism or theory rather than real-world ~ tvle the name as they struck out on their own.

experience, Sometimes used with derision, o imply F}ﬂlﬂ'ﬂ. the: The apology of the anarchs at

that one has his head in the clouds and thar his  the Convention of Thorns, where they disgrace-

personal utopia could never work. fully returned ro their elders’ sides and agreed o
Pack: A coteric of anarchs, Origin is uncerrain,  support the Camarilla.

and the term may have come into use during the Sabbat: In certamn contexts, particularly among

nights of the Anarch Revolr or shortly afterward ro very old anarchs, a sabbat is a pack or corerie, rather

spite the Sabhbart, than the sect that adapted the name for its own use.
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Freedom suppressed and agam regamed bites with
keener fangs than freedom never endangered

Cicero, De Officiis

['he 14th century was a bad time to be undead
in Europe.

In AD 1231, Pope Grepory IX established a perma-
nent tribunal of ecclesiastical judees and charped them
wicth rooting our and eradicating heresy. None of the
procedures they employed — the secret meetings, the
sanctions, the imprisonment, the endless varieties of
rorture — were new. T he Church had emploved these
methods for more than 200 years.

Two things, though, were different. Nor only
did the network of judges grow rapidly, but these
priests traveled; wherever they were, so was the
Inquisition. Gregory took the suppression of her-
esy away from the Episcopal courts complerely and
made it strictly a marrer for the special judges wha
answered only to him, therehy shifting the balance
of power within the Church. Although members of
the newly formed Dominican and Franciscan Or-
ders were charged with inguisitorial responsihilities,
it was the fanatical Dominicans who took to the
task with an sstonishing vigor.

Deep within the ranks of the cager Dominicans
was a secret organization called "The Sociery of
Leopold,” which had been given an addinional task by
the pope: to find and destroy any and all supernarural
threats to the Church.

The Society of Leopold went abour its business
with terrifying efficiency, and, by 1300, the Cainites
of Europe (the term “Kindred” was unknown at the
titne ) knew that they had a serious enemy. Cainites
who had assumed that no mortal would ever dare
rais¢ a hand against them were suddenly running for
their unlives with the Inquisitors hot on their heels.
In the ensuing vears, hundreds of Cainites were
destroyed, several of whom were powerful elders.
Cainites throughout Western Europe felr the ac-
tions of the Society of Leopold, but, nor surprisingly,
it fell most heavily on Spain, where the Inguisition
had been founded. The vast majority of these Final
Deaths occurred among the Spanish Brujah,
Lasombra and Ventrue, particularly among the neo-
nates of those clans,

Crerer Ong: T Histony 0F THE Anaircd MiovesenT
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The reaction of the elders was predictable. Some
of them went into hiding, leaving their childer to
fend for themselves. Others acrually sacrificed their
childer to the torches of the society in hopes that
the Dominicans would deseroy a few unimportant
neonates and retire from the hunt believing that
they had solved the “vampire problem.” The elders
had, however, underestimared the strength and re-
sourcetulness of their progeny, many of whom
escaped from the clurches of the sociery. The resuls
was that many of the young Brujah and Lasombra of
Spain suddenly had no elders ro whom they were
beholden., In their hubris, they declared war against
the Inquisition and ser abour killing priests and
burning churches. They even sent emissaries to
ather lands, looking for help in rheir vendetta against
the Church and its Inquisitors. To their surprise,
their emissarics were grected with furious TEjeCrion
and curses for porentially bringing the attention of
the Inquisition to their lands.

Relations berween rhe neonares and the re-
maming elders of Spain grew more and more tense,
and many Cainites braced themselves for some
kind of explosion. It came, but from a racally
unexpected direction

In AD 1381, a mortal named Wat Tyler led a
group of English peasants in a revolt against the local
nobility. The revolutionaries killed the Archbishop
of Canterbury and rook over and held London for a
short time, forcing the king to accede to some of their
demands. War Tyler had a lover, Patricia of
Ballingbroke, who was caprured by the king's men
and condemned o death. The famous Brujah Robin
Leeland Embraced her in her cell, receiving her
pledge to fight for justice for all eternity. Renaming
herself Tyler after her now-dead lover and inspira-
tion, she escaped and led a band of followers in
attacks on the English nobility until it became clear
that thar they had no hope of overthrowing the
feudal system in England. She then escaped o Spain,
where she came into contact with a Ventrue elder
named Hardestade, who was earnestly proposing the
creation of a new organization of the undead to be
called the “Camarilla”

Tyler didn't see any real difference berween rhis
new organization and the bands of nobles who had
destroyed her tamily and everyone she loved. This
Camarilla was going to be another tool with which
the powerful would enforce their will on the power-
less, and she had had enough of that in England. She
gathered a large coterie (easy enoush to do with all of
the disattected Brujah and Lasombra neonares around)
and artacked Hardestadt's castle. Alchough most of
her band was destroved, Tyler herself was able to

L

reach the incredulous Hardestadt and commit the
Amaranth on him.

Word of Tyler's successful attack on a Ventrue
elder spread throughout Europe, setting off the pow-
der keg in Spain. The young Spanish Brujah had had
enough. They had been not only abandoned by their
own sires, but also spurned by the clders of the other
clans. They had been left to meet rthe Final Death at
the hands of the Inquisition in order to save the
unlives of a group of creaking old parasites who
obviously didn't care at all ahout their progeny. All of
the solemn pontification about “loyalty to the Blood”
and “caring for thine own” was clearly intended only
to protect the elders at the expense of the neonares.
The young Brujah, many of whom continually hov-
ered on the brink of frenzy inany case, went completely
mad. They held no great conclaves, made no declara-
tions of “eternal struggle agamst oppression” and,
interestingly enough, produced very few leaders to
stirup feelings of resentment against the elders. Tt was
almost as it all che yvounger generations of the clan
spontancously frenzied as a group. With little or no
warning, they turned on their elders with stake and
Fang and claw, not for the bliss of the Amaranth, bur
for the heady joy of freedom: They called themselves
anarchs to trumpet their defiance of the tradition laid
down |‘I‘:.-' Caine that gave the elders absolute domin-
icn over theit progeny. The elders toughr back, of
course, and the blood of many generations ran in the
streets and alleys of Spanish cities.

Much of the blood, of course, belonged o the
ancillae, who were trapped between the two genera-
tions, A few of the braver {or more power-hungry)
ancillae joined what was now being called the Anarch
Revole, but most of them chose to remain with their
masters. Those who did so bore the brunt of the anarch
tury, which suited the elders just fine.

[tisdifficulr for modem students of Cainite history
ta understand what an enormous shift the Anarch
Revolt represented in the accepted order of Cainite
unlife. While childer had been committing the Ama-
ranth on their elders almost as long as Cainites have
existed, the revolt was probahly the first imstance since
the Deluge of a group of Kindred assembling for the
express purpose af liberating an énrite faction from the
domination of its leaders, rather than diahlerizing a
specific elder, One of the reasons that the anarchs were
so successful at first was thar most of the elders could
not believe thar such a thing was possible. Many elders
suffered the Final Dieach before the rest were able o
understand thar this was no just a small group of thugs
thirsting for elder vitae, but several generations of
Cainites working together to change the way Kindred
society funcrioned.

Coulce 0 THE ANagEHs
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Because that was the goal. Don't let the Camarilla
spin-meisters fool you. Although the initial impetus
for the artacks on the elders was pure revenge, the
mnarchs were bound together by their strong beliet
that nothing would keep the elders who dominared
Cainite society from using the vounger Cainites again
in any way they pleased. The only way for the young
tor ensure their safety was o gain some control over
their own destiny and to force the elders to he
TESPONELYE T their concerns, In other words, ta claim
some power. If this meant slaying every elder who
stood in the way, so be i

[he conspiracy theorists among Caimire histori-
ins (whoare legion} point to the simul aneous frenzy
of several senerations of Brujah as evidence that the
“Anarch Bevalt™ was actually another move in the
Ivhad. They do not consider it possible that rthe same
powertul emotion could well up in the breasts of so
many Lainires spontancousty without some kind of
ourside cavsarive agent. Those who profier that arsou-
ment tend to think rhar history is made in back rooms
rather than in the streets, bur while that may be true
somerimes, it is likelv not the case here. The revolt of
the voung Brujah was an honest reacrion to the abuse
and neglect that they had suffered for hundreds (and
prohably thousands) of vears. It required no long-
range manipulation by some hidden Methuselah.

Coanrmen One: The Histoy
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The tact thar this destrucrive force was larer seized on
by other, more pragmatic Cainites and used for thei
own ends does not invalidate the pure, righteous rape
that was the original source of the revalr.

In spire of rheir numbers and their fury, though,
the anarchs faced a daunring ¢h illenge

with a foe that was

| I'!l WOWE T
ar war % |:~I.~. more cunning,
experienced and resourceful. Finding the lairs of the
clders was almost impossible, and those lairs wer

always very well guarded by traps, gl

w4, sentries,
loval childer and an elder vampire who was literal |y

fichting for an existence that might have lasted

CENTURLeS OF more.

Poor commutications and a lack of arFanication
ilso |‘;:11'.1|'\I.'I'0~1 the anarc .:|-, since nvalnes and ancient
hatreds still thrived AILONZ thi VTR IR BT o Brujah
While a few .|u:~|'1'1':||u neonates from other elans
joined the Brupah, most of the Cainites of Europe saw
this initially as a "Brujah problem” rather than the
social uprising thar it acrually was, The resulr was tha
the revolt was confined to the Brugah of Spain for mas
of the 13th century. Alth -'~|'::|'. the anarchs had some

I

initial success against some of the less prepared elders,
the revolt soon wore down to skirmishes between the
st I.j||
sort of war of atcrition thar the elders knew that thes
could eventually win
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[t spite of the anarch reversals, word of the
revolt spread like wildfire across Europe, In back
streets and palaces, in castles and monasteries,
Cainires of all clans began to discuss what would
have been unthinkable a mere decade before: the
idea thar vounger Cainites do have the right o
conduct themselves and decide their own destiny.
Ditterent Cainites reacted o this concept in differ-
ent ways, of course, especially the vounger ones.
Many of the more timid Cainites (particularly
those who were under o blood bond) felt that all
Cainites needed ro srand rogether or be picked off
one at o time by the Church's zealous witch-hune-
€rs, whose vast nerwark stretched across Enrnrur_
Orther young Cainires felr thar the Inguisition’s
pressure on the elders, which demanded their at-
tention and resources, created the perfect time for
the younger Cainites to demand a greater parrici-
pation in running their own affairs. What this
“orearcr participarion™ should consist of differed
from Lamite to Cainire, ranging from che right ro
choose ome's own victims (denied by some parricu-
larly restrictive elders) to observing :1hsc_ﬁlutu|y 110
tilial ohligation whatsoever.

The elders of the other Eul'u]'luﬂl‘j clans, on the
other hand, rarely suffered such disagreements in
their ranks. Although they differed on pracrically
every other point of philosophy, they were almost
totally united in their opposition to the demands of
the anarchs. The Jus Noctis (the “law of the night”
which grants elders undue authority over their
L'|"|1|-.{n..'r':l had :xhlnd snoe 1}“_‘ time of the 1L;"'-'_|‘-"¢1_"|1.[.;'I_'|"5'
First City, and it was not going to change simply
because some poor lirtle autarkis had become dis-
contented with his starion. The elders were amazed
(and not a lictle frightened) at how successful the
anarchs had been in Spain, and they were derer-
mined to see to it that the same thing could not
happen in their domains. Their solution was to
tighten their grip over the Cainites under their
influence, continually examining them for any sign
of disloyalty — nor unlike the Inguisition. ...

Al of this fed rhe fervor of those whoe called for
the creation of the Camarilla. They pointed out
that the anarchs had bheen successful in Spain
hecause the elders had not coordinared their ef.
fores, “We must stick togerher, lest we be sraked
Nu'j'l.ll'-llil'h " Most elders did nor take these cons
cerns very seriously. They found ir difficule o
ACCCM the idea thar any group of neonates, no
matter how fierce, was worth giving up one iota of
pg-|'<11|‘|.l] power As the revalt prew, however, l‘|‘u."g.=
began to give more credence w the call for una-
nimity in the face of the enemy.

GRATIANODE VERONESE

The Lasombra elders were particularly harsh in
their reaction to the anarchs, often refusing to allow
childer to meer with orher Cainites, and, in some
cases, even to leave their havens. One Lasombra
elder, however, saw the situation very differently.
Giratiano de Veronese was a potent Lasombra from
[taly, reputedly the last childe of the Lasombra An-
tediluvian, He saw in the Anarch Revolr an
opportunity to accomplish everything he had dreamed
of since he was Embraced in a prison cell two cenru-
ries earlier. In abour AD 1400, Gratiano secretly
gave his support to the Anarch Movement, helping
OToANize its dihﬁlrklh.' elements into more cohesive
groups, identifying leaders and communicating the
message of the revolr ro disaffecred neonates across
Europe, particularly the young Lasombra in Traly,
Perhaps the most imporrane thing he did was rravel
to the Balkans and even o the Holy Land, where he
made contact with the Assamires.

The Assamites had been moving across Europe for
some time, committing diablerie in their quest for
spiritual fulfillment, Of eourse, many were far maore
interested in diablerizing elder vampires when they
could find them, but the battles between the elders and
the anarchs in Spain had made it extremely difficulr to
reach the elders there, who had almost all gone into
hiding. The Assamites needed muscle, somerhing thar
the Brujah had in quantity, and the anarchs needed
the Assamites skills as assassins, diplomats and sorcer-
ers, Shortly after Gratiano proposed that the Assamires
combinge forces with the anarchs, elders began seeing
Assamire liaisons with the anarch packs. With their
supernatural skills in stealth and evasion, they enabled
the anarchs to enter havens whose owners had consid-
ered themselves complerely secure from intrusion.
Ihe Assamites got their Amaranth, and the anarchs
gor their rargers. The tide of the revolt slowly began to
turn against the Spanish elders.

Tre Heeprrs

As elder after elder fell before the efforts of the
marauding anatch and Assamite onslaught, in-
creasing numbers of Cainires from other clans
considered joining the revolt and ending their
subservience to their elders once and for all. Nor
surprisingly, the next place in which the revolt
sprang up was ltaly, where Grartiano and his coterie
had spent nearly 50 vears quietly preparing the
proundwork. Arv a secret meeting held in AD 1446
in Verona (at which Gratigno was not present), a
large group of Lasombra nconates and ancillae
vowed ro join with the Brujah of Spain in order to
“overthrow the reign of terror, cast off the yokes
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laid on [them] by [their] elders and uphold the
cause of the anarchs.”

This revolt was even more successful than the
ariginal Brujah-led revolt in Spain. Thanks
Gratiano's efforts to sow confusion and distrust
among the Lasombra elders, the initial response o
the first artacks was hesitant and uncoordinated.
Emholdened by their successes, the voung anarchs
increased their atcacks, and the revole raged across
Italy for the next 35 years.

[r or around AD 1483, Gratiano himself led =
large group of Brujah, Lasombra and Assamite anarchs
in an attack on the Lasombra Ancediluvian’s haven in
Sicily. The batrle was a fierce one, with many Final
Dieaths on both sides, bur evenrually the five surviving
anarchs fell upon the dormant Lasombra and drained
the Ancient dry,

With the loss of their Antediluvian, the morale
of many surviving Lasombra elders collapsed. Many
gathered their broeds around them and disappeared;
come joined the anarchs in attacking theit former
allies. Within two vears after the Antediluvian’s
Final Death, the last Lasombra elder had been *con-
verted” or chased out of Iraly. To the absolute
amazement of the Lasombra anarchs, Gratiano made
nomove to take over as afigpurehead for the clan, but
insteid proclaimed that the Lasombra would ne lomger
ke appressed by their elders and would henceforth
choose their leaders based on worth, rather than
Embrace. No one ever answered the question of how
one proved one's worthiness to rule, however, and
the Lasombra anarchs' cooperation dissolved into
the darkness of intra-clan warfare out of which later
oozed the Sabbat. Gratiano retired from active in-
volvement in the clan's affairs and larer became an
archbishop for the nascent Sabbat.

THrBoND BREAKERS

At the same time, things were faring very poorly
tor Clan Tzimisce in Eastern Europe. The Fiends'
ancestral lands faced arack from the west by the
Germans, from the east by the Mongols, from the
south by the Turks and from the north by the Teu-
tonic Knights, Far worse than this, however, were the
etforts of the Tremere, whose new and powerful
magic was overwhelming the magic of the elder
Fiends. To their everlasting discredit, the elders fol-
lowed the path of the elders of Spain and did almost
nothing m theirown defense, sacrificing theirchilder
to die in their stead.

In the midst of all this destruction, a group of
neonates led by two Cainites named Velya and
Lugoj (later known as Blood-breaker} discovered an
important koldunic ritual thar could break the blood

bond by which many Tzimisce nconares were held
in thrall by their abusive elders. This ritual soon
became the Vaulderie, the first ancroritas ritus ever
klt':‘-l;.lul."t.d By mixing the vitae of a number of
Caimites rogether and then drinking it as part of a
ritual, an individual's blood bond was replaced by a
surrogate lovalty o the group of Cainires w]mw
vitae had been consumed.

The secrerof the Vaulderie spread from neonare to
neonate and had an electrifying eftect on the childer of
the Fiends. Until that point, the elders of the clan had
relied greatly on the blood bond to maintain the
lowalty of their progeny, reasoning thar the hlood
bound neonates had no choice but to honor their sives
despite whateverabuse thevreceived. When the blood
bonds began to dissolve, a number of the neonares
discovered to their shock that they hated their cruel
sires, These yvoung Fiends reasoned that if the Brujah
of Spain could overthrow their sires, why couldn'r
they! The Fiends have a long wradition of service to
their masters, so muany of the vounger peneration
remained loval o their sires even once they were no
longer hound by the bloed bond, bur they did so by
choice rather than by involuntary obligation.

Most of the younger generati
Lugaj Blood-breaker in his ¢ s destruction of
the elders. In AD 1459, the young I'"ll. nds turned their
fury against their sires and hurled themselves at the
craggy castles of the elders. Being intimarely scquaineed
with the defenses of the castles (having dwelled in
many of them themselves at some point), they were
often successtul where flights of Tremere gareovles had
rt been, and many fierce conflicts erupred through-
out the dark passages beneath the great manors of the
Fiends. Castle after castle fell to the depredations of
the coteries of yvoung Tzimisce.

Unlike the xenophobic elder Fiends, who would
often refuse ro come to each other's aid and even
rejoice when the demesne of a rival elder was de-
stroyed, the younger Fiends had little choice but to
learn to work together. Otherwise, their elders would

have hunted them down and destroved them. Ini
tially, coming together was extremely ditficult, since
they had been taught all of their unlives not to trust
each other. However; the effect of the Vaulderie
overcame these differences artibicially, and rhe
anarchs became more and more of a cohesive force
as they hunted down more and more elders and
either destroved them or gave them an
nity” to join the rebel cause.

“opportu-

The Tzimisce revolt had gone on for 25 vears
with many Final Deaths on borh sides by the rime
Lugoj Blood-breaker and the rest of his corerie stood

"'t'i.'{.''-ll:.ll"ll-“'L CRVEST rl'l'i.' ‘-IL'R.""LHg COrpsy ol |.|!|1.‘ T:::Ill'll:\i'L'
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Antediluvian. Around them lay the remains of scores
if ghouls, dozens of Cainites from both sides, and
some of the far less savory crearures created by the

elders to defend the haven. Lug 1 aimed the 1'igi'|[ (L
be the sole Cainire to commit the diablerie, thereby
r.||'-||'|'_'- (RN |I| [ | 1!'“. [“"I.ln'l'f |.||- [|!:|l.' ."!Il.l.llil'ljlllll\.'ll.'l['l. 1',]
recognition for the freedom that he had brought to
Cainites everywhere, the rest of the anarchs stepped
back and allowed him to drain the monster com-
pletely, This he did, then sank immediately into a
torpor fromm which he has nor ver awakened.

Ihe Final Death of the crearure that they had all
l"-'_'-!-'-l"-[\.wE a5 n_wzu;*.h '.-.'l'_r indestructible took the heam
out of the remaming vowodes, who either surrendered
to the anarchs or fled trom their demesnes.

|I1 spice of ll'll.'l: ".’it.'ltli'g.' OVer rhml' OPProssors,
though, things weren't much better for the anarch
Fiends. The clan's moreal and Cainire enemies con-
tinued to press them, and much of the clan's milivary
might had vanished with rhe elders. The cowardly
Tremere were particularly assiduous in following up
ol the anarch defears of the elder Fiends, occupying
many ol 1|u.' \.:'.'“|.|.L'3"- t|'|.'|l had |."\.'L'II WO 30 L:_‘n,_l._-],]r_]\,' =1
great cost by the anarchs. Quite a few of the victori-
ous anarch Tzimisce found that the lands for which
they had tought so hard were still full of implacable

enemies, and they chose to head west into Central
and Western Europe.

THe Revort

Whar the Tzimisce anarchs discovered when they
artived was an unholy mess. The revalt in Spain had
been underway for over a century, and although the
anarchs were making signiticant progress, losses on
both sides were staggeringly high. In Traly, the revalr
neared its climax, butagain at the cost ofhuge numbers
ot casualties. All over the rest of Europe, elders and
neonates were keeping one cyc on the contlict and one
eve on each other, maintaining an uncasy balance
while they considered their options.

The arrival of the Fiends completely upser the
balance, because they brought the secret of the
Vaulderie, which promised liberation for all of che
blood bound progeny of Europe. The price of freedom
was a pledge of loyalty w the anarch cause, which
hundreds of Cainires from all of the clans were more
than happy to pive, and that was the end of all peace
in Europe.

Meonates and ancillae of all of the clans flocked
to theanarch cavse. They joined the Brujah, Assamirte
and Lasombra anarchs, many of whom had already
been battling the elders for decades. In the frenzy,
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there was very little organization or coordination of
effort. Young Cainites of different clans would find
themselves in the same geoeraphical region, and they
banded rogether to oppose the local clders by a
myriad of means — some peaceful, some not. As the
anger on both sides intensified, there came to be
much less of the latter and much more of the former.
No central anarch authority conducted negotiarions
or enforced agreements, so it was not unknown for a
group of elders that had just completed a power-
sharing arrangement with one anarch group ta he
attacked by another group that did not recognize the
agreement with the original negotiators.

The fighting grew more intense cach night.
Old commitments to sire and ¢lan broke down.
Evenrually all that matered was wherher you
were with the anarchs or the elders; neutrality
was impossible. In many cases, distrustful elders
turned out into the streers even those neonates
who wished to remain loyal, merely because of
their generation.

TrHe CHURCHSTRIHKES BACK

Although the anarchs were aware of the danger
posed by the Inguisition and {more specifically) by
the Society of Leopold, most of them felt that their
first priority had to be limiting the power of the
elders, or at least forcing the elders 1o relinguish a
portion of their domains. Omee they had established
their own power base, they would be able to deal with
the moreal Inquisition. The elders also discounted
the threat from the Inguisition, reasoning thata band
of Cainites with sharpened stakes and claws, no
matter how voung, was a greater danger than a group
of ill-informed mortals, regardless of their sanctiry,
righteousness and tenacity.

This unforrunate philosophy caused the Cainites
on both sides of the revolt to become extremely
sloppy ahout hiding their activities from mortal eyes.
Cainites who would once have confined their dis-
apreements to 1 whispered conversation ona moonlit
rerrace were now brawling in the streets. Clans such
as the Toreador and Lasombra that had established
part of their power base within the Church irself were
particularly hard-pressed to hide their internecine
Fattles. When aged skeletons in cardinal's robes are
found staked o the ground outside of churches, even
the most dim-wirted ]nqniﬁilur can be umwcmd L
take nore,

And rake note they did, especially those in the
Sociery of Leopold. As evidence of the presence of
supernatural entities conrinued to mount, two
members of the Inquisition, Heinrich Kramer and
James Sprenger, petitioned Pope Innocent VIII to

put the full force of the Inguisitien behind the
destruction of the demons and witches thar were
clearly growing in strengrh and numbers. In 1484,
the pope released the Summis Desiderantes Affectibu,
which officially made witches a concern of the
Inguisition. He also added greatly to the resources
available to the Inquisition and appointed Matteo
Severus of the Socicty of Jesus as the society's first
Inquisitor-General.

The newly invigorated Society of Leopold
struck hard against rthe Cainites of Europe. With
the power of the entire Inquisition behind it and a
vast amount of evidence in front of it, the sociery
had very little trouble unearthing and destroying
scores of vampires all across Europe. While the
society was unaware specifically of the Anarch
Revolt, it applauded with fervor any acrion among
the hell-spawned crearures thar resulted n them
destroying cach other. The Inquisitors hunred all
VARINPITes ['..-}g;'.rdlu_-w;; of age or starion, but the anarchs
suffered unfairly from rhe artentions.of the Sociery
because the elders were far betrer ar hiding their
whereabouts. This became increasingly true as the
Toreador and the Venrrue exrended their talons
into the Inguisition itself and even enjoyed some
minor success directing it.

THe FORMATION
OFTHE CAMARILL A

All this time, a group of Cainites lead by a Venrre
who called himself Hardestadr (alrhough he could nor
he, since Hardestadr had been slain by Tyler almaost a
century prior} had continued the crusade for a larger
atganization of “Kindred” who would work together to
crush the anarchs. As the carnage spread, more and
more elders began to see things the same way. When
the Lasombra neonates revolred against thelr sires in
A 1446, the elders of most of the clans in Europe
agreed 1o cooperare with each other ar least to a
limited extent. They agreed to share resources and
information and o volunteer their loyal childer for
cross-clan cateries that would attack anarch and even
Assamire strmgholds.

It wasn't until AD 1486, however, that
“Hardestadt” was able to convince the leaders of
each of the major European clans tosend o represen-
tative 1o a formal meeting in Vienna. There they
agreed to form a group that they would call the
“Camarilla,” which would unire all rhe Cainite
clans in their opposition to the revolt, crushing the
anarch movement forever. Toaccomplish this goal,
each of the clans pledged to place a representarive
on an Inner Circle, which would set policy for the
sOCIEEY-CLM-SeCT-
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TnebEnporTHE REVOLT

The founding of the Camarilla was the begin-
ning of the end for the anarchs. Every day, their
numbers were reduced by the Inquisition, which
seemed to have berter and berter information abour
their strongholds. Every nighr, their numbers were
reduced by the Camarilla, which suddenly seemed
to have agents everywhere

Finally, in AD 1493, only seven vears after the
founding of the Camarilla, Hardestadr offered to meet

L

with the leaders of the anarchs to discuss a peace
settlement. Although Europe rang with eries of “Final
Death rather than surrender!™ and “Eternal struggle!”,
the wisest of the anarch leaders knew that it was better
to negotiate terms while they still had some power,
rather than hold out for another century and have
terms dictated to them — or worse.

The Camarilla and anarch leaders met in The
Abbey of the Sacred Crown near the small English
village of Thoms. There the founders of the Camarilla

THe CONVENTION OF THORNS
Many years have passed since the start of our current conflict, now called the Anarch Rebellion. Be it
known that on this night of 23 October 1493, the Jvhad has ended. The time of conflict is over.
This concordat, bound in the Covenant of Caine by sacred vow, répresents an unyielding, vigilant truce
Ferween the Kindred known unto themselves as the Anarchs, the Clan Assamite, and the freestanding
Kindred bound under the ritle of Camarilla, Henceforth, the parties shall be recognized by faction as the

Anarchs, the Assamites, and the Camarilla.

Each of these parties agrees to the responsibility of maintaining peace. Each shall lay its censures onany
wha breach or oppose this sacred Agreement, Accounting will be made of all parties for violations by them
to either the letrer or spirit of this Agreement. This document is binding under the social code of all Children
of Caine by the accepred Lextalionis of all Cainites as ithas passed through the ages. All Kindred are entreated

tovaccept and gain solace from this peaceful accord,

Be it known that the Anarchs will enjoin with the Camarilla as an accepted part, making it whole. All
'L_,-.n'-I:I!H 5 ane C:'C].'Il._'w._'h_‘n.] DO IJ'I:\' peac l.:i.l]]!"j.' [ (8] 'r'ICI.'Ii.:!\-'C r.]'luir OW I:I'Ii'l'ﬁ-.. Ea']l:h TSt l'\ECGlTlC I.ltfcﬁkjﬂﬂi l'.'.ll'.ﬂ E].-, 53.]'11.1 CaC h.
shall receive full entitlement to all rights and privileges belonging to all Camarilla Kindred. All Anarchs shall
be accepred back unto their elders and their formerly denounced clans without any fear of reprisal. Only the most
vicious of atrocities shall not be forgiven. These shall stand written for the justicars ta hear within one year, after
which all allegations are no longer valid. All Anarchs shall reclaim all remaining and rightful property
confiscated from them. In retum they must turn over any war gains taken during the conflict by giving them to

their sires or any recognized clan elder.

Know also thar if the Anarchs are further warred on, this open Jyhad invalidates their responsibility to
maintain peace with their attacker. They may act treely without fear of reprisal from inactive members of the
Camarilla, Anarchs are guaranteed the freedom o act as they please, shore of breaching the Masguerade
imposed for the protection of all Kindred from the kine.

It is also noted that any member of any other self-proclaimed sect nust openly declare this before his clders
and renounce this relation. Failure to do soowill resulr in the destrucdon of any deemed ouiley, Mo Kindred may

b sent knowingly to his death by an elder or sire.

From this night forward, rthe Assamites shall henceforth no longer commir diablerie on members of other
clans. The Assamites must commit themselves to this acceprance by a mark of assurance placed on them in
the form of a Thaumaturgical limitation. All member of the Assamites shall become unable to drink freely
of the vitae of other Kindred from now unto forever. In addition, the Assamites shall pay the Brujah elders
of Spain twa thousand pounds of pold, in ransom of the five Assamite elders captured committing diablerie.
Also, the Assamites may no longer participate in blood hunes.

Be it also known thar the Assamires are guaranteed complete independence trom Camarillademands. The
Assamire fortress, Alamut, shall be frec from furthersssaules, Assamites are also granted, out of respeet for their
heliefs, the freedom to commit digblerie within their own clan without testraint and the right to commit
diablerie on all Kindred not recognized a¢ holding membership within the Camarilla.

It is rendered thar all parties involved and all showing allegiance to any of these parties shall be held
responsible for all aspects of this Convention brought forth here, in the neutral Kingdom of England, outside
the hamlet of Thoms, near the town of Silchester. May Caine hold truth and peace for us all.
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proposed what is now known as the Convention of
Thorns. The Convention proposed thar the anarchs
enter the Camarilla, putting themselves back under
the *domain” of the clders of their specific clans and
princes of the cities, It offered them protection from
reprisals for all but the most heinous crimes commit-
ted against the elders during the revolt. It also forbade
the Assamites from practicing ritual diableric on
mermbers of the Camarilla, a provision that would be
enforced magically.

The convenrion was less of a peace offering and
more like terms of surrender. It gave the anarchs the
opportunity to return safely to the same situation thar
they had been in before the revol thegan over acenrury
before. The anarchs reacred to this offer somewhat
along clan lines, although a number of members from
each clan followed theirown hearts, On the whole, the
Brujah were the strongest supporters of the conven-
tion among the anarchs. As a clan, they had suffered
the most during the revolt, and they felt that they had
the most to gain by ending the fracas as soon as
possible. They accepred the convention in its first
draft, requiring only thart the agreement cap the amount
of time the elders had to bring charpes agains their
[ormer foes.

The Assamites, who had also suffered fiercely
.._]111'i[]g the revolt, declined the offer to join the
Camarilla, citing previous spiritual commitments.
To pressure them into being more cooperative, the
Founders revealed that they held six captive Assamite
elders who had been taken during the revolr. The
Founders assured the anarchs thar their elders would
die the Final Death in the most horrible manner
imaginable if the Assamites did nor agree to the
Convention. To prove their sincerity, they had one
of the elders tortured o death on the spot, The
Assamite representative shrugged and said chat while
the deaths of the elders would certainly be regrer-
table, it would not change the facts at hand. He
offered to pay a reasonable ransom for his caprured
elders, but he would not sign away the sovereigney of
his clan. The Founders, knowing when they'd been
heaten, agreed that the Assamites would not become
members of the Camarilla and accepred the ransom
for the remaining elders. The prohibition apainsc
diablerie would remain, however, and, to make sure,
the Tremere cursed the Assamites so that the blood
of other Cainires was poisonous to them. The
Assamires left Thoms defeated, but with their sover-
cignty intact. .

While most of the anarchs ended up coming to
the canclusion that they had no choice bur to agree
tothe Convention, many, particularly the Lasombra
and Tzimisce anarchs, did nor. Afrer reading rhe

L

first draft of the Convenrion, the leader of the
Lasombra delegation stood up and said, *l came to
negotiate, not to surrender. Our Somnus died the
Final Death so that we could be free, and we did not
fight for the past 50 years to give up everything to
the decrepir elders of your pompous convocation,
We now declare eternal war on the Camarilla and
the eldets for whom it was creared. The Final Death
to vou all.” She and the rest of the Lasombra then
left the Convenrion, and Cainites from all of the
other clans ended up leaving with her.

In the end, representatives of the Brujah, Assamites
and the rest of the clans of the Camarilla signed the
Convention of Thoms, Actually the Brujah signed it
twice, sitce representatives from the clan ended up on
both sides of the table. However, those Cainires from
various clans who spurned the convenrion showed
their conte mpt for the whole procedure by burning the
nearby village of Silchester to the ground and slaugh-
tering all of the inhabitants. Chwver the following
half-century, they gathered topether in the darkness
and spawned their own mockery of the Camarilla, the
dread Sabbat

Whatever else can be said about the Convention
of Thorns, it did bring a badly needed tespive toall of
the Kindred of Europe. The slaughter of the Kindred
had been the worst since time out of mind. It has been
estimared thar a significant majority of those Euro
pean Kindred who were active at the beginning of the
revolt in AD 1381 had died the Final Death by the
time it ended in AT 1493 The Camarilla ook
advantage of that fact and made sure that, as much as
possible, only elders who were fully rrusted were
allowed to sire neonares, Former anarchs, while ac-
cepted back into the fold, were rarely given permission.
Owver the next few centuries, the beaten remains of
the Anarch Movement remained quiet in Europe,
and the Camarillabecame convinced that the anarch
threat had finally subsided forever,

WHATIT MEeaNT

At first glance, the Anarch Revolt was an urter
disaster. After over a century of some of the birterest
fighting in Kindred history and the deaths of untold
numbers of Cainives, the anarchs recurmed to the stans
quo without having gained a single one of their de-
mands. The Jus Noctisstill prevailed, and the neonates
{and cven many ancillae) had no more say inclan and
Camarilla affairs than they ever did. It appeared to
many of the anarchs who wearily returned to their
havens that the horrible waste of unlife might just as
well never have happened.

Such was hardly the case, however. The Anarch
Revolr had a huge impact on the relationships
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between all Kindred, an impacr that is still felt every
night, The first, most obvious impact was the cre-
ation of the Camarilla, and its even hleaker shadow,
rthe Sabhbar, Until the revalt, the elders of the Damned
had not had any motivation to give up their indepen-
dence, but the revolt so terrified them that rhey were
torced to band together for mutual protection. Simi-
larly, the Sabbar was formed by what many of the
anarchs (particularly the Lasombra and Tzimisce)
felt was the berrayal of the anarch cause ar the
Convention of Thorns.

While the founding of the Camarillaand Sabbat
were both critical (if nor desirable) outcomes of the
Anarch Revolr, they were tar from the most impor-
cant. The most important outcomes were the leszons
that rhe elders and neonates learned. The elders
tL'i]FI'H. Li TI'I.I:‘ 1Tl |'||"-1.'i|,‘|1]:~' ane: f|_=_~;'-]1'_ ,v"l'lli-[ur ;|”__ r@lu.-
tively young Cainires had destroyed the Tzimisce
and Lasombra Antediluvians! No elder who man-
aged rosurvive the revolt, orwho ever learned about
the revolr, would ever again be able to rest com-
pletely easily in her dearhless sleep. Before the
revolt, most elders acted on the assumption that
their dominance over their progeny was absolure,
and thar their childer were little more than toys for
their enjovment. Atter the revaolr, no elder, no
marter how powerful, could ever again assume that
their childer would ohey their demands without
question. Every demand would be tempered, how-
ever slightly, by the fear thar this could be the one
that sparks the next revolr. For all the Camarilla’s
bluster abour the Lextalionis and the Jus Noctis,
that fear haunts them to this very night and affects
the unlives of all Kindred everywhere,

The unfortunate thing is thar this fear is highly
unnecessary, | he Camarilla made what may end up
being the worst blunder in its long history of blunders
at the Convention of Thoms, Had the negotiators for
the Camarilla been a little less puffed up with cheir
own importance and made it clear to the anarchs that
ri'll..“b' wereg T]-l'L" -:ll,,"l'.L";H \_'l_l I'l'qlrt‘;| [hﬂ'}" CI_'F“'{] hﬂ\.'l;‘ Hﬁ\-.ELI
themselves an eternity of grief. The British have a
saying: “To disarm an enemy, put him on a commit-
tee." If the Camarilla had ]‘4.,'..._:11 u.'|“,|;n!_: to Jn Ih:u -
toshare even a bit of its power with the anarchs — the
Anarch Movement might not only have been brought
to a close, and the Sabbar might never have come
into existence. Most of the anarchs would have felt
that they had achieved some of their goals and could
now work inside the Camarilla to achieve the rest.
Instead, by dictating rerms instead of negotiating
them, the Camarlla hardened the resolve of the
anarchs and made it only a matter of time before the
revolr broke out apain.

w

The anarchs learmmed several lessons from the
revolt. The first was that no matter how powerful or
well guarded am elder might be, he could evenrually
be destroyed if enough Kindred were willing to give
their hearts and minds and unlives in the process.
This was an astounding discovery for a group of
Kindred who had been rigorously raught by their
elders until that time thar the penalty tor disobedi-
ence toevery whim of their sire waz severe, and often
carried out at the hands of an effectively invincible
being. If an elder could be destroved, rhen erernal
servitude was not necessarily inevitable. Mo matter
how much the anarchs who managed to survive the
revolt were subsequently oppressed by their victori-
ous elders, they nurtured a spark of hope deep in their
bosoms, and they passed that spark down to their
childer and their childer's childer.

The more important lesson that the anarchs
leatned from the revelt was nor thar elders weren't
truly untouchable, however. The most important
lesson they learned is that the myth of the relation-
ship berween elder and neonare was just that — a
myth. Whether Caine himself laid down rthe
Lextalionis or whether it was a creation of the
elders, it 15 only binding on those who choose to
accept it. Anarch philosophers subscribed to the
belief that each Kindred, regardless of her genera-
tion, i5 an independent entity endowed with her
own free will, which they referred to as libertas.
Orther entities might attempt to suppress her libertas

or even take it from her through abusive Disci-
plines or the blood hond — bur it was her right and
responsibility o struggle for it eternally in pursuic of
a Kindred society in which every Cainite has the
right to express his own lthertas in his own way. This
vision of a society of equal Kindred is the true legacy
of the Anarch Revolt,

THe FrencH REVOLUTION

For almost 300 years, the Camarilla laid its claim
of domain to Europe in relative peace. Many anarchs
escaped to the American colonies, but that was too
far away to be of any importance to the Camarilla.
The elders were content knowing that their hege-
mony over Europe was complete. Even if their
confidence in their own infallibility had been badly
ﬁlwkun. at least tht,“_r' didn't have o WOITY abour
anarchs breaking down their doors and murdering
them in their havens.

At least until 1789, Although many elders were
unconcerned about the colonies, the anarchs (and
Sabbat...) of Europe had been much affecred by the
American Revolution. In the polivical statements of
the mortal political philosophers Paine, Adams,
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Jefferson and Franklin, they had found a great deal
that resonared with their own political philosophy.
When the mortals of France, stirred by evenrts across
the Atlantic, bean to grumble about thelr treatment
ar the hands of King Louis XV1 and his nobles, they
were secretly urged on by a number of prominent
anarchs, When the lower classes of Paris stormed the
Bastille in July 1789, they were joined (afrer night-
fall} by a number of Kindred who had had enough of
the Torcador's tradicienal claim of domain in France
and who saw this political activism as an opportuniry
to strike back. They knew that they didn't have the
bility to win a direct
with their mortal brothers inarms, they were able to

COnmontacion, Duk, 'k‘-'m"iLl'L_'

*l.lll.'-:.'..' ded isively against |.|.":L.' .J..'\I;i.'.lkk-. W poWer base in
France. This event was more than the usual Kindred
manipulation of mortals for their own ends, however.
J”]lk.' ;II.'II-. !. ;-1|..'_L'1_-|1_- '.=.'|:u "'1.||_""|11_"||L:..E I|':4.: I'n._".':>|.ll]ul'¢
did so out of a real feeling of kinship with the
revolutionaries, as well as a sense of identification
'\."."_L:,] l;'ll. | il.l.:l"'u

with the success of
revolution, and they guickly made plans to
gxport the revolution to other countries. However,
their mortal allies betrayed them. The Mational
Convention, which had been founded o rule France
afrer Louis was executed, dissolved inro wrangling
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intertered with its efforts to gain a foothold in the  initial peasant revolt in 1381 and had fought on the
few world. anarch side in Spain and Italy. He had taught Jeremy
In spite of this power vacuum, the anarchs failed  to love freedom and fighr oppression, and Jeremy had
to create any large-scale domains for themselves.  struggled againse the British oppressars in Scorland,
Most of the anarchs who arrived in Americawere on Ireland and America. The pritices of every city in the
the run from the archons of the Camarilla, they had United Srates considered him persona o grard, and so
no idea of who they could wrust, and they certainly he ended up drifting into Los Angeles in 1943,
had no central organization to turn to. On the whole,
they were only interested in finding a quier hunring
ground and lying low. THESTATUS PDERFECTUS
Eventually, of course, the Camarilla did come _ Being a Declaration of Principles for the Self-
to America, and, in typical Camarilla fashion, it Uovernance of the Kindred of the Free Srare.
went ahout systematically claiming domains in the We, the Kindred of the Free State, do hereby
major cities on the East Coast. The confrontations declare that we and our progeny, and all Kindred whao
that resulted between the resident anarchs and the choose freedom over oppression and liberty over
better-organized and supported Kindred of the tyranny, ot all clans and generations, have as an
Camarilla or Sabbat were rarely violent. They inherent part of their being the spiritual substance
didn’t need to be. As a city became more important called libertas, or Free Will. We further declare that,
and berrer populared, the anarchs who dwelled in as we have freed ourselves from the bonds of mortal-
tt would suddenly find their former hunting grounds ity, so must we free ourselves from the forces that
occupied by a prince and his corerie, The usurpers would rob us of our bertas. Not only must we con-
would politely point our thar this was now a tinue to struggle on our own behalf, but on behalf of
Camarilla city and perhaps the anarch would find our brothers and sisters who continue o be robbed of
betrer hunting to the west. While this process was their libertas by oppression, ignorance and fear,
slow, it was also inexorable. By 1900, a number of The Anarch Free State is the political expres-
anarchs had washed up on the West Coast, particu- sion of thar struggle. In choosing to free ourselves
larly in San Francisco and a small port town with from political tyranny, we have also chosen to
the peculiar name of El Pueblo de Nuestra Sefiora embrace our own libertas and that of our brotherand
la Reina de Los Angeles de Porciuncula, better sister Kindred everywhere.
known as Los Angeles. For these reasons we, the Kindred of the Anarch
By 1900, Los Angeles was already beginning to Free State, meeting this night insolemn convoeation,
experience the almast miraculous growth that would dohereby pledge ourselves ta the following principles:
tum it from a tiny town of abour 10,000 into one of the 1. We declare purselves to be free and inde-
largest cities in the world over a period of less than 100 pendent, owing allegiance to no creature and
years, The Camarilla recognized that it needed 1o no organization.
establish a presence ih.!hi‘i potentially iy.p;mrmm cley, 1. We declare our ability to rule ourselves, with
and, in J‘\J_}"i.xnku wineil m:%d!." o former f',~p;1r|iu.}.1 alcalde no prince, no primogen and no other ruler other
named D”:!II ehastin Juan | }}m”‘”“”: the prince, on than that we choose for ourselves.
the condirion r|1;.!t he would *do somerhing about the 3. We declare our kinship with oppressed Kin-
agiarch problem. . . dred everywhere and offer a home ro all Kindred of
Uy '|:|1I.|!‘|'.I[;T"]1_.' I‘i.:cr the Ca !'!'H_’II'EHII. Th!.“_r‘ had l‘l;ldh" all generations and clans who will agree to dwell in
misjudged rhe bpnnl:ard_. Hnu._ heb:ml‘inn wias a vain, harmony with us,
I:\::E:lll'“l:'::;"l'[:J}t::},;_"f::‘jfl::rltl‘: l;‘;;’f]:::l"; ‘::L;r;‘jzgf 4. We further accept our responsibility to our
much lét everyone else do as they pleased. This saired oppressed bl.'{?l[hcrﬁ and sisters m-'f:r?'u:here and
o vy Coater el T e plcdgu.m assist them at all times and in all places
where the prince didn’t seem to care what they did, as s ikt sy o} ruggle f‘_'.:r the ﬁ“"iiom that we
lomg as they stayed out of his way. Anarchs made the declare o be the h'ﬂl.-mghl' of all Kindred, from
= : ) G now until the end of time.
exadus to Los Angeles and the other small cities that : it ). Lo
A v 5. We recopnize our responsibiliny ro maintain rhe
: ; Masquerade, and we pledge to protect and defend ir.
One of those who moved into the Los Angeles area P . o L ;
was a Brujah anarch named Jeremy MacNeil. MacNe | . 8. We establish EI!‘LI.‘- Status Perfectus and recoo-
had been Embraced in 1657, long after the Anarch nize its duty ro all Kindred,
Revolr, but his sire, James, had been part of Tyler's
Giue 1o The AnaacHs
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Here, MacNeil found a powder keg ready 1o go
off. More and more anarchs were moving into the
area, which now boasted such anarch luminaries as
Salvador Garcia, Marguerite Foccart and the norori-
ous Smiling Jack. The rest of the Los Angeles Kindred
were increasingly disgusted by Dion Sebastian’s capri-
cious princedom, which had a habir of swaying
unpredicrably from completely laissez faire to utter
repression. This was all too familiar to the anarchs.
Very few of them had witnessed the Anarch Revolt,
but most knew that the anarchs of old had revolted
against their elders and almost managed to establish
a society where a Kindred was valued not for his
peneration or inherited assecs bur for his worth as an
individual. They knew thar the anarch leaders had
herrayed the dream and that the Camarilla Kindred
had kept the power tor themselves since then. Here
in California, the new anarchs reasoned, they finally
had the opportunity to establish a utopia that would
show all Kindred thar Cainires could live together in
harmony withour a prince or a primogen. Thissociety
of equals would also act as a symbol to anarchs
everywhere that the time had come for a glorious

revolution against all of those who would rab them of

their liberry and free will,
By 1944, the rumblings of disconrent among
local Kindred had reached even Don
Sebastian’s ears, and he knew just what re do to
deal with that problem. He ordered Jeremy
MacNeil derained and savagely beaten, figuring
that that act would kill any desire to revolr on the
part of these foolish revolutionaries. Salvador
and many of the other anarchs wanted to use the
beating as the rallying point for a new revolr, but
MacNeil counseled patience and preparation, So
the anarchs studied the prince and the primogen
for six weeks, locaring their havens and learning
about their defenses,
Finally, on December 21, 1944, the Second

the

Anarch Revolr bepan. Just before dawn, parties of

heavily armed anarchs attacked many of the city's
elders in their havens. While nor all the attacks
were successful by any means, an appreciable ma-
jority were, and those Kindred who managed o
escape mostly fled the city as quickly as they could.
Don Sebastian himself was slain by Salvador Garcia
in a vicious combar that ended wich Don Sebastian's
ranchi being razed to the ground.

After their initial successes in Los Angeles, the
anarchs moved sourh and “liberated” San Diego, and
then moved north in the hopes of doing the same in
San Francisco. There, however, they were unsuccess-
ful, as then-prince Vannevar Thomas mounted a
strong defense and turned them away. Nonetheless,

the anarchs had achieved quite a bit in three months.
The Anarch Free Stare, as the coalition called itself,
srretched from the Mexican border to San Jose, and
there were no princes, no primogen. .. no “govern-
ing” body (in the Camarilla’s sense) atall within that
region. The Revolutionary Council, which had been
formed to coordinate the milivary efforts of the
anarchs, decided ro adopt a set of principles of self-
governance for the free stare before dissolving irself.
It created what it called “The Srarus Perfectus,” or
“The Perfect State.”

Although clearly based on earlier anarch phi-
lessophies, the Srarus Pertectus was a revolutionary
document, the first to state the anarch dream clearly
and unequivocally in modern times. It called on
anarchs everywhere to care for one another regard-
less of clan affiliation and to help each other break
free from the shackles of the Lexralionis. It prom-
ised a nation free of political oppression and elder
prejudice and swore to extend that freedom to all
Kindred everywhere.

The immediate aftermath of the Second Anarch
Revolt surprised all the Kindred, especially the
anarchs. Rather than join topether in a plorious
fellowship, the Kindred almost immediately formed
themselves into small cross-clan coteries and cangs
that staked out a geographical area (which rhey
referred to as a barony) and forbade anyone else from
hunting there. It was almast as if, in the absence of a
Camarilla to create and uphold princes and fiets, the
anarchs had to re-creare it themselves.

Thiswas a philosophical Blow tothe anarch schol-
ars who came to study the Anarch Free State in the
hopes that it would be the modern re-creation of thei
beloved ideal. What they found instead were packs of
Kindred who were frequently — and literally — ar
each other's throars. Scholars aroued among them-
selves over whether this inability to create a grander
society was a result of the Beast thar lies snarling
within the breast of every Kindred or whether it was
merely a transitienal stage through which the Sratus
Perfectus had to go on its way toward a more umified
egalitarian suciery.

Unforrunately, the anarchs never had the chance
to find out. The free state did prove remarkably resil-
ient, surviving a direcrateack by the Sabbar in 1965, an
enormous civil war beoween a Kindred and mortal
pang in 1992, bur ulrimarely proved roo precarious
during a Cathayan invasion in 1998. The anarchs had
even managed o occupy San Francisco briefly, al-
thowgh they were chased aur larer by Cathayan Kindred
in mid-1998. They also lost San Driego when the
“haron” of that city, Tara, realigned herself with the
Camarilla in exchange for being named prince.
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What evenrually brought an end ro the Second
Anarch Revolt was plotting from without and inrer-
nal dissension within. The Quincunx of the
Carhavans, forced ro conclude that it was nor eco-
nomically feasible to take the Anarch Free Stare by
force, bepan a divide-and-conguer stratepy. The in-

vaders offered Salvador Garcia, who led the
Hermandad gang, assistance in his ongoing bartle
with the Crypt’s Sons, run by Mohammed al-Murhlim.
Although no one understands why a canny old guer-
rilla fighter like Salvador would accept help from a
group that only recently had atracked his beloved
Anarch Free Srare, he did, and that was the begin-
ning of the end for the free state. Within a few
months, high-profile anarchs from across the damain
were accepring positions with the Cathayvan forces.
The Quincunx cleverly sold themselves to the weary
anarchs as peace-bringers and enforcers of the egali-
tattan dream. Under the *New Promise Mandarinare”
those who were qualified would rise to positions of
power, and the strongest would not prosper at the
expense of the weak. To a faction of anarchs who
were exhausted from decades of inrernecine strife,
this prospect was ultimately too appealing to resist.
By the begimning of 2000, Los Angeles was virrually
the demain of the New Promise Mandarinate.

THeEnp P

Kindred chroniclers who lack an understanding of
the anarchs have referred to the dissolurion of the free
state as “the end of the anarchs as an organized politi-
cal movement.” This starement is fundamencally and

demonstrably untrue. Although the Anarch Free State
is no more, anarchs have fanned our across the Uniced
States and even back into Europe, spreading the mes-
sage of freedom and equality to oppressed Kindred
everywhere. In some ways the new Anarch Movement
is even more dangerous than the free state, since there
is nowhere for the discontented Kindred to go now
when they've had enough of unlife under the Camarilla.
They must either knuckle under or fight, and the
anarchs know that a number of these unhappy Kindred
will choose the latrer.

In spite of these new rumblings of discontent,
which are being heard throughour most Camarilla
(and some Sabhar) cities, most elders have stopped
wotrying about the anarchs. This thinking exhibirs
the fundamental error thar most elders make in dealing
with the anarchs. They regard the anarchs as a group
of Kindred united by their discontent and desire to
destroy their elders. While this notion is accurare, the
anarch cause is much more, It is a refusal to accept the
status quo and a belief thart the Kindred are capable of
overcoming the hatred fostered by their elders to
create a better, more justsociery. That beliefcan never
he eradicared completely, and, as a result, the anarchs
can never be completely destroyed. They may be
deteared in battle or at the bargaining table. They may
even defeat themselves. No marter what, though, the
ideal of liberation from oppression thar unites all
treedom-loving Kindred will exist forever, and rhe
Anarch Revolt will never die as long a5 a single
Kindred stands in the dead of night, preserving the
flame in the rorch of liherras.
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Rewolurion is a trivial shift in the emphasts of suffeving.

Tom Sroppard

To a large degree, understanding the anarchs re-
quires an understanding of the individual groups of
Kindred that comprise their ranks. Not surprisingly,
most of the members of the anarchs come from the two
gteat sects, as those organizations are the ones that not
only contain the most Kindred in the ficst place, but
they are also the structures that need the most repair.

That said, a few independent Kindred {and
even odd members of bloodlines) occasionally

become part of the anarch landscape. As absurd
as it is to think of a Tzimisce or Giovanni
anarch, it may well have happened at some
point in history. Granted, the clans not listed
amoeng the anarchs are more likely to have
anarch contaces or anarch sympathies rather rthan
making a formal and public statement of alle.
giance to the anarchs proper, but over the course
of Kindred history, who's to say?
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A SSAMITES

Precions tew Assamires have joined the anarchs, though critics of the clan
merely shrug their shoulders, knowing that the modern nights hold any
number of bizarre occurrences. Long in the past, prior even to the original
Anarch Revolt, the Assamites helped the turious antitribu strike down their
elders. As a clan steeped in legacy and readition, this history has struck a
chord with certain Assamires, and they remain dedicated anarchs o this
night, Dubious members of I‘|'|L' MOVEMENT (uest ion their motives, bur rare
is the Assamite anarch who has berrayed the cause. The Assassing’
reasons for supporting the secr are borne significantly of revenge
tor the atrermath of the Anarch Revaolt, in which the Tremere
levied the blood curse upon rhe Assamire clan, Younger Assamites
have also joined rhe anarchs for the reasons that many other
Kindred have. They resent the heavy-handed and selfish whims
of their elders, and they wanr to lead unlives us they see fit.

Assamites among the anarchs are almost always of the Warrior
caste, though a tew sorcerers and viziers have joined the subseet,
finding it preferable to their own clan’s hierarchy bur also the §
scrutiny of the Camarilla proper. As most Assamite anarchs
reason, these guys can use whatever help they can find, and if it
comes from an Assamite, rrust will follow, Indeed, reforming Kindred
soclery as a meritocracy is keenly in the hearts and minds of many
A ssamire SUPPOTCers of the cause.

Cerhaps as an extension of their for<hire clan history, Assamites
otten fall in with nomadic packs of anarchs. Doing so somerimes arouses
suspicion, bur when the Assamite proves his mettle against a gang of
slavering Sabbar or hides the pack from a diligent law officer, these fears
L:""\-”.ll]'\. -||'-|[I_'.

Like the schismaric facrion of their ¢lan, many Assamite anarchs
are Muslim. For some, this faith was part of whar made their
decision to ||J-I‘.'-_‘ 1]‘11_' clan Propet, |:'\||l 1-ur &l ]1q_'r~.. Il'l(.‘ un;irch calse
is the |!'-..'||'.|-..'L|. method by which to propose a Muslim society of
Kindred. Those who don't follow the tenets of lilam are often
religiously neutral or liberal — an unpopular stance among the
hard-liners of the clan, and again probably a significant cantribut-
ing factor to rheir presence among the anarchs.

f.\l
L

Most Assamite anarchs are young, and they are often the || '
result of the clan’s archaic L I1l,l["|.l.."~ *:-'L!npl‘g.' Llilillg to funcrion i - I 'irl::l
well in the Final Nights. For anarchs, these Assamites tend toward "-I": '.'” :.1.'-"-III e
the apalitical, having seen enough of politics amid the clan’s own  BHA RS T
schism and the return of the ancient members of their clan who . L
have harshly criticized the direcrion of the clan since their torpor T
thousands of years apo. It is unwise, however, ro accuse the Assamites
of hiding among the anarchs in an act of cowardice. The Assassins
are fierce and righteous Kindred, and they readily point to the
movements of their venerable progenitors as hard evidence that
the Jyhad is nor merely rhe ramblings of paranoid Kindred minds.
It their behavior is any evidence, the Assamites are among the
strongest supporters of the anarchs, since they truly wanr a
change to affect Kindred society. Unlike many of their
modern brothers in arms, they have seen the alternative.

(IDE T THE ANARCHS
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Nickname: Assassing

Appearance: As noted before, Assamite anarchs
tend toward the younger end of their clan’s specorum
and are the most affected by modern globalization.
Strikingly few hail from the Arabic origins of the clan,
but those who do enjoy the great respect of their non-
Arabic clanmates and, by extension, their fellow
anarchs. Assamite skin darkens with age, and a few
have begun to show this dusky bue, but no one has ever
seen an Assamire anarch with the ebon skin of a true
elder. Clothing is simple and functional, so as not to
getin the way when fighting, nunning or whatever else
becomes the order of the night.

Haven: Perhaps the Assamites have ver to fully
acclimate to the modern anarch experience, but most
still prefer their solitude. Assamites are also loath o
allow their enernies to determine their routines, so most
keep a variety of havens in therr home cities, moving
randomly between them and never allowing a nightly
pattern to develop, Favored havens include plainapart-
ments, suburban bolr-holes far from other Kindred and
even sunproofed cars and trucks, left unassumingly on
the side of the road or in neglected parking lots.

Background: Even if they're nor Arabic in origin,
many Assamite anarchs are Muslim, adding a sipnifi-
cant number of African-Americans to their ranks, at
least in the Unirted Srares. Particularly younp Assamites
may hail from almost any origin, though the glan's
rendency toward nomadic unlife suggests that most of
their Embraces would probably have similar inclina-
rions and abilities. In Burope and in the Middle Easr,
Assamite anarchs are almost unheard of,

Character Creation: Assamiresamong rthe anarchs
continue to favor Physical Attributes first, with Men-
tal Auributes runming a close second. Talents and
Skills are equally desirable, with many younp Assamites
favoring the more technical nature of Skills. Natures
and Demeanors are often similar; anarch Assamites
have little room for duplicity, especially among those
whom they often cee as fellow downtradden. Common
Backgrounds include Contacrs, old Allies, Resources
and often some amount of Generarion thar reflects
their penchant for diablerie. Particularly old Assamites
might even follow the Parh of Blood or a variantof the
Sabbar's Parh of Caine

STERFOTYDFES

Camarilla: [ts inflated sense of itself blinds it to
the prowire terror that will consume i if we don't
help it change.

Sabbat: Failure incarnare, This is the result of
desire overtaking morality.

Anparchs: It is the best tool we have been
riven. Ler us hope it suits its purpose.

Clan Disciplines: Celerity, Obfuscare, Quictus

Weaknesses: Like orher Assamires, anarch
Assamites are easily addicted ro the raste of vitae
Among the anarchs, though, this tste has sharp-
cned, as many of the Assamires in this environment
lack the discipline that the ripors of subservience to
the hierarchy imposes. Any time an Assamite anarch
partakes of Kindred vitae, the player must make a
Selt-Control roll (difficulty equal to the number of
blood points ingested + 4). If the player fails this
roll, the character becomes addicred, and rhe player
must make another Self-Contral roll any rime the
character comes in contact with a guantity of virae.
Failing this roll sends the character into the depths
of frenzy, during which he will do anvthing within
his power to gorge himself of the blood of vampires.
“[‘Illt‘pl'd}" this all-encompassing need for vitae, The
characrer is among the anarchs, and she needs make
no excuses for her nature,

Organization: Assamite anarchs are too few and
far between to have any real organization of their own,
though they do respect each other and afford grem
status 1o education and erudition. Any mutual ritual
that takes place between Assamites is more likely a
result of common Muslim faith than any cmerging
code of behavior among the anarchs. Sull, of the few
Assamire anarchs who exist, it 15 a frequent habir to
correspond, and discussing and interpreting the Qur'an
remains a popular activity.

Quotes Don't test me. | have seen what this strugele
must ultimately come agamst, and | won't have vou
dowbting my sinceriry,

Crurrea Twen Wans oF 1 AwnarcH Chusape
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BRuUJAH

The Kindred often think of the Brujah and the anarchs poing _
hand-in-hand, bur in teuth, such is tarely the case. While the &

that it serves its purpose, The Brujuh are a part of the
i |.~|".|'|'.|;|'| i."'u".‘illl*".' It FIVES 1]“”..,”1 Tl L'll".'t'll.:l'"\_' 4] I'Il"‘-i'l M IL] &
boundaries ro rest. While the ranks of the anarchs have no it
few Brujah, most Brujah consider the anarchs redundane. If
rebellion itself becomes an institurion, what point does that
rebellion serve!

For this reason, Brujah among the anarchs often rend to
fit in one of two distinet camps. For some Brujah, the anarchs
ire an extension of their own revolutionary sensibilities

the anarchs, following strong, rebellious leaders and lend-
ing their strengrh o packs and gangs that hold dear similar
ideals. This sort of anarch is probably the crigin of the
leather-clad biker archerype, the anarch who's a part of
it just becavse it gives him a channel o vent his rage
and kick a lictle ass while he's ar it

Orther Brujah are at the forefront of the struggle, g T
orfers as |l.||.:.'l!|"'|'\-|"|' 1..,'|".;|'|'||i""|'l'|'|\lfl| ‘1]:'.," s, J_I:]_'L'[l_' A I ‘M

legacy of being rhe loyal opposition fosters in - . ! —

'
this sense, the Brujah are some of the greatest

contributors to the anarch cause, if nor in numbers,
then in its personality and direction

; L\
them a genuite desire to make a uh.m;‘_u for what ,I:'l\\
they see as the berter. These are the gang leaders,

the intellectuals, the firehrands — in short, those

whao shape the struggle with ideas and actions. In

Brujah among the anarchs tend to either be quite old or
very voung. Most Brujah ancillae who were once apart of the -";;
anarch cause either grew frustraved with its continual under-  JP
-_!I g sUatus i||.'|'| ‘-."'t'\."'lll'.l;ﬁl.‘:u |"'L'r|:El. |.| YR LLE }]‘lL{ 1_|"IL: 1n._.li\,lli'lli:”|l]i:l OF
died in some contlagration tighting the injustices of the
system. | hose wise enough to avoid Final Death and
||'I'I|"-l.h\|i.ll'l.'§.'aj enouch o stave off the "] can't beat them so
'l joan them" meneality often rise o great heighes in
anarch esteem. It is a testament to the Brujah legacy of
progress, a tribute to their origins as philosopher-kings,
that the Brujah make up in fervor and achievement what
they lack in numbers among the Anarch Movement,

Nickname: Rahble

Appearance: Little distinguishes the Brujah anarch
from his Camanlla counterpart. Common exceptions,
however, include especially affecred mannerisms or
modes of dress. "Signature (lait” counes for much
among Brujah anarchs, who mayv tavor articles of
clothing from historical influences (such as a black hat
like Karl Marx's or insignia from the German army) or
cven adopt theirown unique accouterments, Especially

(1D 0 THE ANARCHS
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among the “support” division, modern trends still hold
a great deal of appeal to the Brujah, and up-to-the-
minute street fashions are a symbol of success in the
ongoing rebellion, Still others, as a starement of dedi-
carion to therevolution, wear nothing with brand-name
labels, considering them bourgeois. Among these
anarchs, secondhand and military surplus stores pro-
vide much of their look. As with Camarilla Brojah,
piercings, rattoos, wild hair and other ourward signs of
rebellion come and go from the fashion landscape,
seemningly on a whim.

Haven: Of all the anarchs, Brujah tend to be the
ones whoactually prefer communal havens and broods
as oppesed o resorting to them out of necessity or
ignoring them altogether. It's bandied about as a joke
that, just as misery loves company, the Brujah enjoy
company in the rebellion. Favored havens tend to be
out-of-the-way locales such as abandoned warchouses,
disused docks and other formerly occupied structures
that have heen ignored and forgotten. A few high-
profile Brujah anarchs still enjoy leading ostentatious
unlives, but they rarely maintain the respect of their
peers if they appear cven remotely to have gone soft.

Background: Much like Camarilla Brujah,
anarch Brujah often Embrace from environments
prone to dissatisfaction and turbulence — the better
to integrate the new Embrace into the movement's
way of unlife. Universities, innereities and political
lobbies all provide Brujah anarchs with childer.
Also like Camarilla Brujah, the clan leans toward
[ractivusness and has licele solidarity. In many cases,
clan is an afterthought for the Brujah, and many
hate each other and each other's political platform
more than they hate what most peaple would as-
sume are mutual enemies.

Character Creation: Anarch Brujah rend more
toward the productive side than Camarilla Brujah do,
though criminals, thugs and least-common-denomi-
nator conformists still populare the ranks here and
there. Narures and Demeanors are often aggressive, if
not downright violene, but they differ more than they
doamong most Brujah, at least among the more self-
aware, who are prone to more introspection than

STIEREQTYES

Camarilla: Overgrown with bureaucracy and
its own sense of importance. Sometimes | wonder if
it's best not to burn down the whole house and start
over from the foundarion.

Sabbat: Wairt, did | say somerhing about burmn-
ing things down? Never mind. That's the Sabbar's
philosophy in a nutshell, and all it's done for them
is make them psychotic.

Anarchs: A mess, A mess that's trving to move
in the right direction, but a mess nonet

'|'|"|:'\..'-‘-.‘--

their Camarilla cousins. As one would expect, Phvsi-
cal Attributes are HZ\lI:;I“"I.: primary, with a1 srrong
minority tavoring Social Atwribures. Skills rend 1o
pru_'-duu'lin;m:. I.'hmuf;lliﬁlm f'L’r'l(.‘dLE'-.‘hl.I“iL'liL:l.l.l [one way
toward establishing a Brujah as a viable thinker.
Backgrounds run the zamut, with all but Fame, Men-
tor, Resources and Status being common.

Clan Disciplines: Celerity, Potence, Presence

Weaknesses: The fire that burns in all Brujahis not
absent from the anarchs. As prone as they are to raking
up a cause, they are equally as apt to lose themselves to
the Beast's raging passion. All difficulries ro resist frenzy
are comsiderad te be two higher for Brujah.

Organization: Disorganization comes as second
nature to the Brujah, and their presence among the
anarchs only exacerbates this problem. While they do
rend to congregate in broods, anything thar has an air
ot structure tends to strike the Brujah as efforrspent for
the wrong ends. They often artend the rants and raves
of their Camarilla fellows, but usually only to recruit or
nettle the elders. It's unlikely thar one would hear a
Brujah anarch fawning over lost Carthage. Most are
to0 young to have heard of it, and even the ones who
are aware think that it's best to ler old wounds heal and
work toward changing the present rather than whire-
washitg the past,

Quote: You've got to pull your weight m this ouefit
|":|ri'_\.'. JT,J' '_\'I!HH.ITL' N part r:'j'- the solution, jmu'r._‘ a cird
carrying member of the problem.

Coaarrer Twve: Was of He Anascr Culsace
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CAITIFE

s might be expected, the Cairiff often find company in the o

-1

warchs when they've had enough of being spit at, stabbed, set on fire,
mocked, threarened, blamed for whatever the problem of the night
is, barred from Elysium, lefr for Lupine or Sabbar fodder, looked
down others” noses ar and maligned. Afeer all, you can only kick a J.5y
dog so much before it bites back. Therefore, the Caitiff are among |]I\E '
the most numerous and the most fervent supporters of the anarch

cause in the modern nights, Such wasn't always the case, but Cairiff
have a tendency of turning up much more frequently in the modern

nights than they have in epochs past. In fact, much of the troubled
situation of the Anarch Movement can be laid at the feet of the
Caitift, (It's not directly their faule, but their terrible lot scems to be
drageing the rest of the subsect down.)

Mast Cairiff accept thar, however, and make it a poiit to
PFOAE themseélves in the ‘.-I.l'Ll'_’,_'.'_l-_' Agalnst the twisted elders and
their corrupt lackeys. Because their “clan” is acrually a catchall
hiodge-podge of Kindred with indeterminate lincages, they
have no unifying characreristics outside their lack of regard.
Cantitt have provided the anarchs with some of their most
brilliant racticians, vicious soldiers, eloguent diplomats and
clever scouts. Their lack of clan characteristics makes them B i
Lifficult to pin down, as they can successfully fake almost arny
of them and acrually suffer from none. Proficient in any
Discipline they see before them, the Caitiff are anarchs bar
xeellence. They're young, adaptable and ready to deal out
1 hir of ¢ Omeuppance. 'ﬂb

Where the Caitiff fail, however, is in their ﬁ
ften incomplete undersranding of Kindred ¥ 3
society. It's I|| Iine .]Iui ;-_{-.u:-d to want to deal 1'3 ?’
a callous Toreador harpy a drubbing, but "
when you don't know the rules of Elysium,

W

it's tough to have the opportunity. One cannot -
choose one's Embrace — the Caitiff's only real crime is that they
i'l."-\_:'ll'l ]'{'-.'II <|.-_'|_|II||.|I.I._'|.l. J

Supporters of the Caitiff presence in the Anarch Movement point
toar as a strengeh. Since cheir only true drawback is ignorance, all
they have 1 do is learn. Maost of the movement’s Cairiff take heart
in this. While they are still unpedipreed underdops, even among the
anarchs — old habits dic hard among the Kindred they represent the
tuture direction of the Anarch Revolt, and of the Kindred as a whole, Or
so they propagandize.

Nickname: Trash (or, less derisively, Orphans)

Appearance: What the Cairiff did in life often sets the rone for thelr N
ppearance in undeath, arguably more so than with any other Kindred,
Having no clandeal tocling to, no mentor to give them insighe and no pect
input other than, “Cio away, you pariah,” Caitiff often cling to their moreal
sensibilities to stave off the horror of becoming Kindred. Any clothing,
national origin, subculoure or demographic ideal is fine for the Caitiff. as
lim

af selt. Especially in the modern nighrs, many Caitiff are urban and

e

i

g s they're consistent with what helps them mainrain their sense
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poor, reflecting the unpleasant conditions of cities in
the World of Darkness, so that makes a suitable
starting point if nothing else springs to mind.

Haven: As with Appearance, Caitilf often {ind
themselves leading an echo of their mortal lives with
regard to havens. Once they fall in with an established
cell of anarchs, they have few problems adapting to the
communal unlife that most anarchs lead, bur many
also prefer to keep their individualism viral. Some
Cairiff even keep their own mortal homes or renew
their leases even bevond death. As many Cairiff are
young, many of their homes often have creature com-
torts less frequently found in the havens of older, more
static Kindred, such as cutting-edee home electronics,
computers and other padgets that perplex less contem-
porary Cainires.

Background: Take vour pick — Cairiff can come
from anvwhere. Even those Cairiff who suspect that
they might have an inkling as to their rrue clan lineage
{select one of the other clans and occlude their char-
acteristics a bit) probably have something that sers
them apart from their suspected heritage. In keeping
with the urban blightand poverty so prevalentin cities
of the Final Nights, many street-level origins are
appropriate, and any “fall from grace” idea can prob-
ably mirror the shame of these illegitimate Kindred.

Character Creation: Criminal and lower-class
concepts are certainly in keeping with the fate of the
Cairiff as a whole, bur any concepr can fic with a lictle
creativity and back-story. Those Caitiff who have the
best potential tosurvive, especially among the anarchs,
often favor Mental or Physical Attribures, though
specializing in Social Traits may make it easier to talk
oneself out of trouble. A Caitiff's education and expe-
rience often ends up as a broad spectrum, making
individual Abilities more important than any single
grouping. Likewise, Backgrounds run the gamue, though
rare are the Caitiff who have any appreciable amount
of Fame, Mentor, Resources or Status.

STEREOTYPES
Cﬁl’lli:l.[il.].ii: FLIL';{ lI'I.L'l'll.-
Sabbat: Fuck them, too.
Anarchs: It's good to have hope, bur doesn't
everything wind up disappointing in the end?

Clan Diseiplines: Any (Default to Fortitude, Po-
tence and Presence)

Weaknesses: Caitiff sufter no inherent clan flaw.
While they often find themselves at odds with the
social order of established Kindred structures, their
lack of ties to the corrupt lvory Tower (or, Gaod
forbid, the Blacl Hand) isn't a particular Liability
among the anarchs.

Caititf also pay (& % the desired level of the
Discipline) when leamning the gifts of Caine. Al-
though they don’r get the “clan Discipline” cost of (5
x the desired lewel) for a certain spread of Disciplines,
neither do they have to pay the (7 x the desired level)
cost for our-of-clan Disciplines.

Organization: Despite their lack of common
origin, most Caitiff do observe some degree of struc-
ture, if not among themselves. Cairiff leaders are
rare but distinguished when they do arise. Most
Caitifl anarchis gladly join a pack, welcoming the
respite from the derision and hostility they face
elsewhere in Kindred society. Few Caitiff feel any
special bond to others of their kind, outside the
mutual unhappiness, but many take pride when
word of an especially talented clanless circulates
through the rumor-mill.

Quote: Time o repoy vinr snobbery mkmd. [ have
an idea — pretend vou're jommg my counery club, and this
i just a hrle hazing mitadon

Criarmen Two: Wars or e Asarc Cusan:
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(GANGRFL

The Kindred are ntten ~III'|‘-:'Iw:Hi ta leam of the volume of |":h1'|1't'=p:al|t'-'n
the Gangrel have with the anarchs. Parricularcly after the Gangrel's self-
tmposed exile from the Camarilla, the Damned find ichard to believe that
the normally apolitical Ganerel would so actively support a group that
makes polivics both ies main agenda and its tactics

[he Ciangrel, however, don't side with the anarchs our of a desire to
dip their claws in the political pool. No, many Gangrel have thrown in
with the anarchs out of frustration, exasperation or desire to finally
take their fairshare |L'|'|!‘|Urr.'1: within the Camarilla, the clan was

crushed |--.-r1r |r|"- ||"|l.' moves, COuntarmaoves :|1'|.{ Pty 1-|-p-,u-'|-,.-¢|.
ies of the powerful ¢lans, Among the anarchs, they take what
I||-;-', WK, USIing violence 1|-I]'|' ats "..'|i]. e L MEer ]|:=.1.'111;_: {4
worry about the repercussions of their actions among a sect

that largely ignored it anyw 1y,

[t is because of this "nothing w lose” mentality and the
sheer murderous violence that the Gangrel are capable of
that the other ai varchs are ':1.‘.p|:'"; to welcome the Outland-
Crsto !?n.'ll |.| -H. N- IERIRTN |'--.|I I|'.|; Eu'u{_u_-wl '\"g-n[:uv OF MOst
distant but potent Tremere is going to tell a Gangrel tha
-\.l'!x can't do sami Iinlnf_". I:'-u_'\.'.ﬂlh'-.' r|'.L"I'l." WOt | }'L'.|1|.1.'l|'.'in;_r_
left but Bloody eobbers when the ¢ mngrel 15 done assert-

ng that, yes, she can doin

[hat said, the Gangrel are rarely the thinkers and
:'|.|I INErs !'-']H‘.l-i rhe anarchs. Philos T ~|1'_|_'-.. coincide ._'null:,_Jh
that many Gangrel are willing to throw in with the anarchs
tor the time being, but politics remains something they're
lar 4 |'- uninrerested in [...ii“'-'_:r'.';: E'.*lﬂh \!'}'1‘!!.:15]'5.' l.l]'I.l':, run fo
the extent of the justice they're allowed o claim if someone
agitutes their domains, bur claiming those domains is some-
rimes difficulr, smd forchar thed ranarel find safery in numbers.

Nickname: Ourlanders

Appearance: Functionality is the key to Gangrel presentation,
and the Ourlanders Uk.'l'li.'l'i'li]‘_\.' eschew |‘-1I.I|.ill.'|.:_ .._I.i.:'.";-'l.\.l"r'i"‘: of wealth o
comiort. Some Gangrel choose thus because they're so poor that they
don't own anything other than the clothes on their back. Others
simply realize that the one who attraces all the attention soon attracts
nesahye artention. _|-.':!||.- ind loose ]»;J‘_-ukth, 1:1!;;_51 ] ;.n:_{ ..]L‘m._-rl ﬁE‘\:.'l.l_';*-.
denim, flannel and T-shirts are often the extent of a Ganerel’s ward-
robe. Hygiene varies, especially among the anarchs, but when it comes
down o

e difference between showeris 1 a5 ome Tises for the night and
not ha Ing o deal with SOMSOTLE u-[n]u\']ﬂin;: on the [,iuu;_;u_']ﬁ a‘-‘m"-.“.l\r'
hirsute |'-'.|*.. [ '.l.'rl-.'i.li ity moves to the forefront.

Haven: Gangrel often rake their havens where they can lind them.
When sustenance is plentiful, some Gangrel prefer to rake refuge in the
eround, while others terud to L'lll]:_': to the :;ul['l,'ul -._|_|_'.,x|,|,n;_~- 8] |:|,;|1,'i|‘,g_[ i ‘,',-n}f
overone's head and strucrural Proteciion rom leJ'l||;_{|][ and the elements

viive the AT le.‘ul"::L' af rural rust 1CIEY W i'l..l 'L’.'l]l_l_]:_

L i:ll.-;]; | :l'll:lln.'l':'\- don
rhers stereotype their clan, however, and urban parks, gardens and even
(in a pinch) planters at malls or plazas can provide convenient temporary
havens. This is perhaps one of the greatest assers that the Ganerel wield, and why

Cume ™0 v Anancus
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they make such effective guerrilla soldiers for the
movement: The Qutlanders can literally hide, escape
or take haven almost anywhere underfoot.

Background: Most Gangrel hail from unsophisti-
cated origins, or are otherwise predisposed to
disregarding public opinion when it's most pragmatic.
Any ethnicity is appropriate, as is practically any
financial backeround. Among the anarchs, Gangrel
tend toward rhe physically capable and hardy, possibly
implying a history in sports, survivalism, agriculture or
even homelessness, The clan as a whole doesn't often
ruminate at great length when selecting childer, and
many childer are made accidentally, so exceptions
abound. The Gangrel are probably the broadest anarch
clan, speaking demographically.

Character Creation: Again, blue-collar and physi-
cal concepts are best suited to Gangrel, but anomalies
exist. Physical Abilities are almost always primary;
Social Abilities are almost always rertiary. Talents,
hecause of their raw nature, are often primary Ability
sroups, with the more organic Skills following ar a
close second. Allies and animal or urban-poor Herds
are really the only common Backgrounds, rhough
Generation is popular in Europe and points eastward.
(Nothing is outright unheard of among Gangrel
anarchs.} Especially as they age, many Gangrel move
away from Humanity and adopt more hestial erhical
codes, such as the Sabbat's Path of the Feral Heart and
the almost extinct Path of Harmony.

Clan Disciplines: Animalism, Fortitude, Protean

Weaknesses: Polirical affiliation has no effectonthe
Gangrel; they remain in touch with their inner Beasts.
When 4 Gangrel frenzies, he acquires some animalistic
trait, such asa pronounced muzzle, faceted insectile eyes
or scaly flesh. Players should work with Storyrellers o

STEREOTYPES
Camarilla: So much noise and effort; so
little point.
Sabhat: At least they acknowledge what they
are. What they are isn't pleasant, but they don't
hide it behind layers of prerense.

Anarchs: So long as they realize thar I'm the
alpha, they're welcome to rest ar my haven. But
they'd betrer not bring any high-talking sheriffs to
t‘i‘lu d‘_‘l\l.

determine which animal fearure is appropriate for their
characters. Fvery five fearures so acquired reduces one of
the Gangrel's Social Arrributes (alsodecided upon by the
player and Storyreller) by one permanently.

Organization: While they are nor as fractious as
the Brujah, the Gangrel are certainly disorganized
This disorganization results rarely so much from mu-
tual enmity as it does from simple, feral rerritoriality,
however. Indeed, some Gangrel anarchs and aurarkas
in the Old World exist as no more than monstrous
forces of nanie, kestial creatures that rise o feed on
bload, and woe rake any prince who claims thar his
domain encompasses theirs. InNorth America, Gangrel
are usually younger than these horrors but no more
receptive to the intrusions of athers. Few clans other
than the Gangrel have so readily taken ro the pack
mentality that the modern nights sometimes ergender
in the usually solicary Kindred.

Quote: i you really come all this way just to have
me hand youer skin to you! This is my domain , understand?
Now get out of here before you become anather notch m
that tree's bark.

Crearmen Toine Wars oF HE Ananch Crusaps
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I ASOMBRA

By no means many, the sheer presence of the Lasombra

mmonge the anarchs isone thar surprises many Cainites, regarl-
less of sect. According o those few Lasombra who support
the anarchs, they are the tme lewacy of the clan's diablerie
centuries apo. Since the formarion of the Sabbat, the
Lasombra of thar sect have become exactly what they had
reviled in their own elders. They are abusive, manipulative
hastards who would gladly stab their own mothers in the
back for an exera draughr of virae. The Lasombra who truly
shook off their elders’ shackles, who purportedly slew
their progenitor and remained autonomous in the wake
of the rraitor Grariana's descent into the depths of the
Sahbar — these are rhe modern anarch Lasombra, o
hear them rell the rale.

OFf course, the Lasombra of the Sabbar will have
none of it, treating the Lasombra anarchs with even
less civility than their amtirriby. Thar any Lasombra
'-'\.'l'll:!.{ o L A |||1"'\-".||.' ||'H. ":_'-Il"'l'il.'lll.":. ]"]:‘lL‘l‘: l';.“.,’_;."i_“'l-i'lf t'l'l‘.'\'
clan isan mnsule. And it is an insult that the Lasombra
ANATL l'.- ATE | ||'.|'-, b ]'-r.'-'.'._| Loy P ﬂ'hll;. ] |"'|l."'5' SCe li?.’l["
difference between the Camarilla and the :“'-;1|"|":11.
They insist that only the trappings differ and that
hath sects are ordered by debased, |'u1'n-'i|;‘L'L‘|1 COW-
ards who operate from behind shadows and order
their childer to be devoured by each other's war
machines, much as they fed their childer into the
I.'|'-:'- i ||"II.' ||'|||'|||'\-i| 100 11 years ri'l"r.

Lasombra anarchs are much like Ventrue
AT |'|_|'_-. |'|'|Il'|'||,i|||L"~ (14 |.|'I'|_' ?t.-ll""\-i.'l..,"l. li‘l:l_'\.\!ﬁl mis-
trusted, ver undeniably valuable with the assets that
are so rare among the revolutionaries. OF course,
some sugeest that the Lasombraanarchssimply picked
the wrong side, having wanted to mainmin inde-
pendence after the Convention of Thorns, wanting
to sup with neither the Tzimisce of the fledgling

amarilla, Wichoura doubt, the Lasombra anarchs
display every bit of cunning and deceprion as
thev do amon (44 the Sabkar, Howewver, T|‘w‘,‘ reqa-

sor, they're using these ql.ml'.rh.'.* to the benefit
i |!II.' .'1II,|I s LI ."-l..'l'n SIment. ]1 I5'|':|.'.”; s :! i|.'|l..":.'l‘l'l_'
at th [op of =ome luxuriously comforcable

inarch hicrarchy. In this, they're telling the

rruth, and the Lasombra anarchs muster every
Bit of fervor thar they can to rediscribute the wealth
of the Kindred. But, detractors speak up again, to whom
would they distribute the rescurces? The Lasombra main-
'..||:|1]1..I I].u-'. wiany *]1.--:5|m-x'.q'.ulll":':'trix‘l'l l'l"x'll"!"l.‘il'l."l.ll'le'!.'
as all anarchs. Unril that nighr comes, however, their

i 1 )
tellow anarchs w ||| Mevet lu' ST,
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Among a few other clans, Lasombra are often
idealists in the cause, or plorters, planners and other
thinkers of anarch philosophies. When the time comes
to silence speaking tongues and jutng into the fray,
though, the Lasombra anarchs are not afraid of con-
flict, which even their critics cannot speak against.

Nickname: Keepers

Appearance: Hearkening to their origins as dark
nohility, the Lasombra anarchs prefer rasteful clothes
and subtle displays of their wealth and breeding. De-
spite being aristocrars in exile, they are aristocrars
nonetheless, and they comport themselves with re-
tinement and dignity. Still, they are modern as well.
An anarch Lasombra is more likely to be dressed in a
bespoke suit than anachronistic robes of stare. Many
have fearures and skin tones that recall their Spanish,
North African and [ more modern) Mexican ancestry,

Haven: Lasombra are rare outside Sabbar cities,
and they are the first to admit in those Sabbat cities
that part of the anarch modus operandi is the commu-
nity haven. Cynics suggest thar they merely wish toput
as many bodies between themselves and their parent
clan as possible, but the Lasombra feel that they're
exhibiting the ultimare inesprit de corps. They usually
have the money for well-appointed, private havens,
bun they don't wish to set themselves apart from their
fellow anarchs. The truth of the matter is likely some-
where in the pragmutic center of that spectrum, but
the Keepers do, indecd, share communal havens, often
being instrumental in selecting locations. After all,
just because one reguires secrecy doesn’t mean one
requires squalor,

Background: Lasombea anarchsare often connecred
to noble or prominent Old World families, it only
distantly. Despite the fact thar they're anarchs, the
Lasombra still select childer with discretion. Whether
they are of aristocratic or professional stock, most of
those Embraced into the clan have faced some degree af
adversity — and overcome it — at one point in their
lives, This proves to the Lasombra that their potential
progeny can face challenges and rise to the oceasion.

Character Creation: White-collar, luxurious and
even minor governmental occupations usually char-
acterize Lasombra anarch conceprs. Social Atrributes
are often primary, with Mental Attributes following
shortly behind. Talents and Knowledges are equally
valuable, as someone with proper Skills can usually

STEREQTYPES

Camarilla: Pomp, circumstance and licele else,

Sabbat: Proof that no matter how lofey the
ideal, Kindred nature reflecrs human nature
and will ulrimarely sell its principles unless
watched closely.

Anarchs: Although the flame may flicker,
those with passion can keep rthe fire alive.

be found to handle any job that requires ic. Likely
Backgrounds include Allies, Retainers, Resources
and Herd. Mentor is actually a point of especial pride
among anarch Lasombra, who consider their inter-
pretarion of the clan legacy to be prondly correct, as
well as Generation (as most Lasombra anarchs are
descended from rthe original anarchs of the revolr)
and Starus (which reflects their esteem among nor-
mally skeptical fellows),

Clan Disciplines: Dominate, Obrenebration, Potence

Weaknesses: In addition to the undying hatred
that the Sabhat Lasombra bear for them, the anarch
Lasomhbra have the same supernatural absence from
mirrors and reflective surfaces as all Keepers. That is,
they don't appear on mirrors, reflections on windows
or pools of water, photographs that use reflection as a
method of capturing images, et cetera.

In addition, the Lasombra's inherent connection
to darkness makes them susceptible to particularly
bright lighe. They suffer an additional health level of
damage when exposed to sunlight.

Organization: The Lasombra members of the
anarchs rake great pains so as not to exclude other
anarchs from their activities, but the Kindred are
creatures of habit. Despite there being relatively few
Keepers among the anarchs, those who have joined
the cause often know each other, keep in rouch, visit
oceasionally and confer an macters of personal raste.
They often discuss history, tactics, the state of the
Anarch Movement and anything else thar they may
Iid\'ﬁ p:}!"“ﬁ:l\ldlilll iI'L COMImeOT. E_,...l"'\-':l'll'lll\."'l.ul Al 1'|:' dare
social creatures, and they ro to grear lengths to keep
the honor and distincrion {(often mistaken for exclu-
sivity) of their clan vital, even into the modern nights,

Quote: [ orust that vowr companions know yow are
heve? No? Good.

Crnren Two: Wars oF i Anen Crisae
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MAIL KAVIAN

It is f'l.'|'-h':'|||‘:,.' T"'Il"u' to make f._"l‘l'li-'1'-:||'|-'i'||l'-|l'|5~ k."'-"fﬂ'i.‘i'ﬂi'l’l_L-] !]"IL' th'rk“'li.:i."l.:l

Kindred of Clan Malkavian, but among the anarchs, cercain things are true
ot them, More so than insane, anarch Malkavians are usually angry,
resentiul Y hitter or l.":.”l‘li.'.-:ll. and mu 5T are !:L{i-\] L1 !ugh tew an_' r:11j-c1n;';|.]1.' or
emotionally joined the anarchs, as opposed to doing so on a whim oras a

result of some inscrutable stimulus. This suits the anarchs fine. With

their sn ||}_".Z|| i Ilr'll.' nne, ||‘.|l.":, |'|'.'|"- e it i-;.' room to clean L afrer serial ff
murderers, nurse regressive basket-cases or keep flesh-eating psycho-
paths on a short leash. The madness of Malkavian anarchs is more
cerchrul than neurotic. Their derangements affect them internally
more than inspiring them to aftecr the exrernal world. d’

still, madness and zeal are not mutually exclusive. The unconven-
|I-'-1'I-l| wiHJ-Hn -»'I‘I l‘l'sl. Malkavians has ]'H:]]‘I-L'LI |-|I.\_' .|11.;|r|,_'}': Ot Eaess or
confuse their enemies enough times to make the Anarch Movemenr
consider them an asset. The Lunatics' uncanny knack of knowing §
where their Camarilla fellows are has turned the tide in favor of the
anarchs more than once (though doubters in the revolurion wonder it Y8
that knack works in reverse... ). Even in ways that one doesn’t usually \g)
consider when thinking of Malkavians, these Kindred have helped the
anarchs plead their case, hide from toes and strike chilling madness into
the minds of rivals.

[he anarchs don't see the Malkavians as ]u_'iug_; above 1;_'[_1;'-:1;14._]'.,
however. They have their liabilities. Because of the personal and
melancholy (ifnor downrighe morose ) nature of their qur.111g{t1131:11.1:~,
l]w' :"-1.--.|{.I'n"l.ll'|*- are IIILl\']I:\l‘]l'. ]I: SOINEe CARSS, 111-._".. CAannat muster "'\
the will to fight or even to plan, They somerimes charge, unpre- '
pared, into pointless bartles or abandon critical ones because
sotnething else demanded their attention. Besarded as a mixed
blessing at best, the anarchs olerare the Malkavians as a whaole,
hoping, in their rebellious fervor, thar a few shining exemplars will
make the skerchy whole worth suffering.

Malkavians often attach themselves to nomadic anarch packs,
relying on the constant change of scenery to keep them focused
enough on the ourside world and safe from sinkine into their own
diseased minds. Most nomadic packs grudgingly accept Malkavians
with the same dubious oprimism thar the anarchs as a whole maintain.
Adfter all, ir's berrer o have a Malkavian's talenrs and nor need thern than
to need them and nor have him.,

Nickname: [.|||1 1cs

Appearance: Withdrawn into their own morbid insanities, Malkavians
often present themselves as they feel at the moment. A manic-depressive
may wear vibrant colors one night and appear as a disheveled wreck on
another, while a Malkavian plagued by fugues might not even remember to
wear a shirt or put on a coat in the rain. Seill others have mrermalized dueir
madness to such a degree that it's not obvious that they suffer from any
|'||. || ':1."'|'."i"\| it |'||.. LLLL I hl:llLil'ﬁ‘l:” Lo, 1|:'||."=. arear ‘_}\IL"H_' ]_"'I_"‘_‘t .lull..l'l_"_ll_] I,'I[]'l_l.._'l_'..',‘" '\.._LL:IL}IL
know exactly what to expect from them, and they subtly encourage others to
rake them ar face value, when they are, in fact, something far worse.

Haven: Malkavians often cannot be bathered wich thinking ahour
such things as havens. Some exceptionally pragmatic Lunatics have

(RInt 70 THE ANARCHS
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some sort of plan when it comes to taking refuge for
the day, but most are more than willing to setele in
acommunal haven, in a building’s basement, in the
trunk of a car or wherever else they will be safe from
the rays of the sun. They aren't slobs, bums or
vagrants, necessarily. Their minds are simply de-
voted to other things.

Background: Malkavians can come from almaost
any environment — their methods of Embrace aren't
any more cogent than the madnesses thar torment
them. Most have suffered from or are close to suffering
aninsanity already at the pointof Embrace, and the act
of becoming a Kindred drives them over the edpe.
Quirky scholars, eccentric wealthy folk, even cxces-
sively stressed students — all have been Embraced o
help the struggle of the Malkavian anarchs.

Character Creation: Any concept may be appro-
priate, as long as it isn't invalidated by a lingering and
terminal insanity (although conceprs may well be
challenged by such insanity). Mental Acributes are
almast always primary, withanotable fewbeingexcep-
rionally sociable or adroir. Aside from' that, throw
caution to the wind. Wharmakes sense inaMalkavian’s
mind is an intensely personal thing, and he may have
cultivated Ahilities and Advantages to aid him in ways
that more linear minds would never think to consider.

Clan Disciplines: Auspex, Dementation, Obfuscare

Mote that a high proportion of anarchs failed to
“catch” Demenration when it spread inexplicably
through the clan in recent vears, and most of these
were anarchs ar the time of the Discipline’s propaga-
tion. For these Malkavians, Auspex, Dominate and
Obtuscare are considered their clan Dlisciplines.

Weaknesses: Vampires of the Malkavian line all
possess at least one incurable deranpement (see Vam-
pire: The Masquerade, p. 222). To some Malkavians,
these derangements are gifts of the Blood, while, to
others, they are ceaseless torments. When a player

SIEREOTYPES

Camarilla: Come inte my parlor, said the
spider to the fly. But the entomologist has a hig
fucking flyswatter!

Sabbat: ['ve heard of a hive mind before, but
they're trying to make a hive soul, and all they're
succeeding at is a hive problem.

Anarchs: When the world gives you lemons,
make lemonade. But don’t drink it, because yvou
don't know where those lemons have been.

creates a Malkavian character, she should selecr a
derangement for the characrer. That derangement 1sa
permanent aftliction. It can never be bought off, Like
other derangements acquired during astory. The player
may spend Willpower to allow the character to conrrol
the derangement for a time, bur thar derangement is
always going to be with the characrer.

Organization: Malkavians care little for organiza-
tionand even lessasanarchs, The tradition of pranking,
inflicting cruel or humbling jokes on fellow Kindred,
carries less status with anarch Malkavians unless the
subject of the prank 15 a member of a rival sect. Like
pther Malkavians, the anarch Lunarics have a bizarre
abilicy to come together, scemingly without direction
or recognizable leaders, doing whatever incomprehen-
sible ching it is they gathered w do and then poing their
separate ways. Indeed, this ability often trnscends
sect, and Malkavians of anarch, Camarilla and even
Sabbar symparhies sometimes congregate for their
own purposes. Malkavian organization is seemingly
something of an oxvmoron, for which many Kindreed,
anarch or ostherwise, are quietly thankful.

Quote: Oh, man. I can see inside your head, and let
me tell you, I'm glad I'm blind, because you've got some
seriously sicl shit stoved up in there, No, wait, that's me.
Sorry to bother you. Now give me back my car kews.

Criarmes Two: Wass oF 1 Arsarch Crisace

39




NOSFERATU

Assuming that the movement issuccessful, the Nosferaru have the
maost to gain from associating with the anarchs. Reviled almost
universally outside the cause and even treared distasrefully from
within, the Nosferatu's social difficulries will matrer far less than
they do tonight if the Kindred social arder is ro be replaced
by a quasi-government.

Lo thatend, many Nosferaru have joined the anarchs,
hoping with guarded optimism thar they'll be able to
make a chinge thar betrers their lor. Young Nosferacy
among the anarchs are fervent, heady with this idealism,
while more experienced Nosferatu have become bitter
about the marter and secretly despair that cheir nicht will
never come. Still the Nosferatu press onward with the
rebellion, since it's betrer than the alternative, and so
many have burned bridges in grand gestures of defiance
thar their only other recourse is 1o po autarkis.

Dlespite their ugliness, though, the Nosferatu
enjoy @ position of esteem among the anarchs, as they
make excellent soldiers, talented logisticians and unparal-
leled spies. Their great streneth allows them to lface down
the toughest of foes. Their know ledge of sewer tunnels and
city secrets enables them to move anarchs secretly through
the city. Their skills ar hiding themselves can verirahls -
put them in the prince's chambers when policy is made. §
L'his is why the Nosferatu stay with the anarchs even afrer n \\\ \
the inirial pessimism and sense of futility takes hold, They're "I' -l\ X

\ |

damn good at helping anarchs. \

Srill, being an anarch isn't all pounding on Tremere
apprentices and sneaking through the sheriffs Blockades. P
" } : T,
Knowing this, the Nosferatu have hecome the sort of de facta ! “|-. hﬁ.“

historians, loremasters and sages of the subsect. Their talents
tor acquiring informarion aid them in this endeaver, and
their earnest desire to bring about change encourages them
help however they can. Most strategic operations at least
consult with a Nosferatu advisor, and only the mosr hot-
headed of gang bosses would plan an atrack wirhout checking
e repositories of knowledge, which they share somewhat

upon the current affairs of the city. In this role, the Nosferaru
maore freely with then secrmates than those ourside the

f _ l‘& |
o S ¢ ‘ - -
I f fi
Anarch Movemenr, o : | (¢ i
| lkn'l!u'HHHI-L'I'-HHUI'E|1L'll:.l:h-l‘.i||.|.|nd"~i:d*|1:1|.wvr ts only r:u-wlythu ; ; .
Nosteratu often keep in contact with members of their clan from rthe oew - N
40

Mickname: Sewer Rats

Their best efforts aside, however, the Mosteratu aren't
complerely trusted, and this concern is more than a little warranted.
;"I'ilu.n"-.' b ||a-.~|-‘.‘*~]| I\lli'l.ll?l: II1||I1-|'. i_il{_u lhx: [} :a‘.hl._'l' SL".I.'M' R;jh_. ;|1.1;_-|ri_']1
tival sects, and those who find this our often haold the information
over the Nosferty's heads,

Appearance: As with ull Nosteratu, the Embrace rwists them
into hideous, misshapen things conjured from nightmare. Their
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faces contort into monstrous grins, their bodies warp,
and their limbs mim in on themselves or distend
painfully from their sides. As such, Nosferatu rarely
keep up with fashion, instead choosing to hide their
blighted bodics with whatever garb best keeps them
covered, Filthy cassocks, tattered robes and rotren
rags all serve to hide the finer deeails of the Nosteraru
curse from offended eyes,

Haven: Many Nosferau keep to the sewers, thus
caming their sobriguet. A surprising num ber actually
remain parts of existing Nosferatu warrens, nests and
clurches. The other Nosferatu seem not to mind; what
somenne does with his own time is his own business.
Orchers prefer solitude, and build their own laies far
from any potential visitors” paths, Such havens in-
clude lofts beneath bridges, poorly secured public
facilities like zoos and aguariums, and even the access
tunnels of sports venues or concert halls. A few join
their packs in communal havens, but this rarely lases
long unless the pack is particularly toleranc of stench
anud filth.

Background: Nosferaru anarchs are usually Em-
braced fromamong the seedier side of society: criminals,
the insane, derelicts and other undesirables. Every
once in awhile a particularly promising childe is taken
out of spite so that the cruel sire can watch the
MNosferatu curse destroy any }'-‘D[ﬂl'l['lﬂl the childe had.
Many Nosferaru alse Embrace pragmartically. For cx-
ample, a spy may choose a computer prodigy, who
could teach him the art of digital surveillance.

Character Creation: Any concept may work for
a Nosferatu anarch, but most have solitary or out-
cast sorts of concepts. Physical or Mental Attributes
are primary, thpl;'ﬂdmg on what the Nosferatu finds
himself doing most often. Most Nosferatu anarchs
value Skills first, though Knowledges serve the Sewer
Rats in their capaciry as historians and specialists.
Contacts, (animal) Berainers and perhaps a Herd of

ETFH EQTYPES

Camarilla: Yeah. .. these morherfuckers have
the nerve tocall me ugly. Just look at the black lirtle
hearts they hide beneath all that dead flesh,

Sabbat: Whoo. | guess this just goes to show
vou there's worse ideas than you could imagine
YOUrse If.

Anarchs: Hope against hope, baby. We're
going to make this thing work if it kills you
us. | meant us.

BT,

verminare all appropriate Backgrounds, while Fame,
Status, Influence, Resources and Allies are almost
unheard of. Few MNosferatu even bother allocating
freebies to their Backgrounds.

Clan Disciplines: Animalism, Obfuscare, Potence

Weaknesses: Debilitating deformities leave all
Nosferatu with an Appearance Trait of 0. They may
neverimprove this score over the course of a chronicle
without some exceptional means. Most social interac-
tions — excepting intimidation and similar efforrs —
fail automatically.

Organization: Among the anarchs, Nosteratu
confer with cach other often, as much our of a sense
of alienation as the need ro share informarion. As
mentioned before, many keep close ties to Sewer
Rats outside the sect as well. Within the context of
thie anarchs, Mosferaru esteem for therr fellows comes
[1‘0[11 [1;|_"L|I'i|tinl‘| uaiil'lcd I SCTVICE Lo [|‘n: Causc as
well as clever or brilliant suggestions made tor oth-
ers to carry out. Most anarch Nosferatu cruly wane to
rebuild Kindred society, and any evidence that they
will be successful earns the Kindred in question
ereat accolades.

Quote: | oy fsplat] emd T ooy [thod] and T o
lemck]... oops. I think 1 eried too hard that time.

Crinses Two: Wrs oF T Avarcr Crisaci
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RaAavNOsS

Maost Ravnos don't care to involve themselves with the anarchs. As an
independent clan, and one that has recently suffered a near annihilation of
its membership, the Ravnos have other concems than reforming the
Camarilla, Some Ravnos have found new purpose among the anarchs,
however, and have recently joined the cause out of a desire o make
something happen in the modern nights. They know all too well what
lurks in the Kindred's past and future. Others who are nor so altruistic
gain a sense of nihilism in the Final Nights and ride the coattails
of the Anarch Movement to seize whatever they can for theme
selves before the nighe of Gehenna finally comes,

As might be expecred, most Ravios among the anarchs
preteranomadic existence. Moving from city o city, they
relish the chance to take what they can from unlife and
teave without consequence. Sertling down would make
them ultimately responsible for their actions, and with /i
the limit they feel has been placed on their time. that's
t luxury they don't have.

The Ravnos predominantly serve as scouts, spies
and evangelists, Few actually care abour the politics o
of the sect or the nature of the movement's desired

changes, but they overcome this apathy with stirring W TN

a T % |
speeches and exhortations of a sociery unfettered Iy, Y
stagnant chains of madition. Their political phi- 'l o |
losophies, when they have them, usually fall coward : 1

the more liberal and less strucrured end of the
|‘-"L.':.|L|'. Feovernmental model, The Ravnos anarchs
count among their number few roralitarians, favor-
ing anarchism more often rhan anything clse.

The full age range of Ravnos can be found among
the anarchs. Even though very few clders of the clan
survived the recent waking of the terrible creature that
plagued their ranks with a fatal blood-rage, many of those
rare Kindred who did survive looked for safety in numbers
wherever they could find it, and the anarchs were much
lizss P ircicular abs it the pasts ot rh<: 1':._'Eu;‘|.-qﬁ u'hn 1ﬁ.'m|]:_|
join them, [t's by no means a comfortable unlife for these
clders, but most see it as a way to hedge their bets. Of the ancillae and
teonates who joined the Anarch Movement, they have done a fairjob
uf keeping their reputation as rogues and scoundrels, The individual
himself remains first and foremost in the anarch Ravnos' mind, and
everything else is merely a trapping that he must adopr to protect
himselt in rhese times of danger.

Nickname: Deceivers

Appearance: At an infurmal glance, the members of Clan Ravnos
among the anarchs have much less of an ethnic identity than they did in
the past, While the arc hetypal Gypsy Ravnos may be found here and there
along with their Indian and North African cultural f webears, those are
usually the Deceivers who have made aplace for themselves elsewhere
nd don't need the protection of the anarch hody. Maost Ravnos
anarchs are of European or American heritage, where the subsect

CUIDE 70 THE AWARDHS
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is strongest and their generation are so far removed
from the progenitors of the clan thar the wibal roous
that defined the Ravnos in their fiest nights have all
bur vanished. It is a sad state of affairs for the Ravoos
who join the anarchs. They are little more than mon-
grels and lost childer looking for anything te cling to.

Haven: Among the anarchs, especially as nomads,
tew Ravnos bother with permanent havens. They
gladly stay anywhere that ofters them shelter from the
sun, whether in hotels if they have the money, in
abandoned eas stations or farmhouses along the high-
way, or even under the open sky itself, so long as they
have something — a sleeping bag, a tarp — to protect
themselves. Other Ravnos tend o regard the Bavnos
as insane, as they often take risks chat Kindred wich any
sense of self-preservarion avoids when selecting a
haven, no matter how transient, Still, the Bavnos are
on the move. They reason that undue time spent
worrving abour where one will while away hisslumber-
ing hours is a waste of a precious commodicy here acche
end of the Final Miglics.

Background: Ravnos anarchs usually hail from
society's castoffs, though this is less true of those who
are closer to the Indian and “Gypsy” ethnic origing of
the Ravnos. They favor people whoexhibiccleverness,
resilience, a certain zest for life and even a bit of
wanderlust (although the Embrace usually instills this
even if it didn’t exist in them before). While they may
seem flighty or even arhiteary to other Kindred in
choosing childer, the Ravnos have a curious knack for
selecting remarkably capable prospects. Asthe Ravnes
often say, the Devil knows his own,

Character Creation: Nomadic, oursider, pariah
and even criminal concepts all suit the Ravnos, as do
the oceasional devout ones, such as p]'t]:iﬁ.‘l'!.-'ti:l.‘r‘.- and
even men and women of faith. Social Attributes are
usually primary, wicth Physical Areributes secondary.
Talents and Skills serve the Ravnos anarchs equally,
with little attention paid to Knowledges ourside the
Ravnos' arca of specialry. Concerning Backgrounds,
Resources are usually quite high or quite low, reflect-
ing profitable deals, accumulated hoards or hard times,
respectively. Mentor is almost out of the question, as is
Status. Significant investments in Generation are
rare, though Allies, Contacts, Retainers and evena bit

STEREOTYDES

Camarilla: A paper tiger; an empty shell. Go
ahead, you fools, and pretend vou don't know the
end 15 coming. I'm at least going to fiddle while
Eome burns.

Sabbat: [ swear, if [ didn't know how fucked up
in the head these guys were, I'd almost blame them
tor intentionally waking the monsters thar want to
pat the world.

Anarchs: The polemics are tedious, but at
least we're doing something about the situation.

of Fame are appropriate, representing people the Ravoos
I:].l:.\ TTEEED T I.'NE'Illi"'l.""- ]Il.' ]'I.I"‘\ ||1|I.I§.'t'||l1\.l'|l L rhl. iln"ut'ui.

Clan Disciplines: Animalizn, Chimerstry, Fortitude

Weaknesses: No strangers to vice, the Ravnos
anarchs have and continue ro oblige their own per-
sanal indulgences, often more so as the fin-de-siécle
social climate of their world makes them ever less
concerned with the repercussions of doing what they
want. Every Ravnos player must, at the time of
character creation, select a particular vice for the
character, such as Iving, theft, deceprion, gambling,
et cetera. The character will seck to indulge that vice
at every opportunity, and the player must succeed in
a Self-Control roll (difficudry 6) if the character
wishes to deny the urge when it presents iself,

Organization: Ironically, joining the anarchs
hasgiven the Ravnos an increased degree of organi
zation and esteem for each other. While they're stll
wary of cach other and other Kindred, knowing
what they'te capable of, the Ravnos anarchs have a
sense of camaraderie in the modemn nights, count-
ing themselves as survivors of a grear reckoning.
While little in the way of a formal hierarchy exists,
Ravnos anarchs often relish the chance o discuss
their cscapades with others of their clan, and they
generally take solace in the appearance of other
survivors like themselves.

Quote: It's tmes like this when vou have w ask
yoursell, “Is it better o vegrer something youw've done or
repret not having deme 2" 1 knoae whar my answer i
alwerys going o he.

Coramer Two: Waors oF THE AnancH CiLsae
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TORFADOR

High society and an appreciation for beauty doesn't usually find a way

into the conversation when one is discussing rhe anarchs, and, as such,
the Toreador contribution to the Anarch Movement is minor. When the
Toreador do join the anarchs, however, it represents a signiticant step tor
them. In effect, when they turn their backs on the rraditional comforts
their clan enjoys, they're cutting themselves off forever from the aspect of
society that Toreador know best. That being the case, Toreador don't jnin
the anarchs "1'!}'|1'1"-1r lly. Those who do counr themselves among the
ranks thar truly feel rhe calling.

As part of the anarchs, the Toreador most often find
themselves acting as diplomars and liaisons. The Toreador are
ible to plead the anarchs’ case in places into which most
anarchs would have difficuley being invired, much less stat-
ing their ideals in a manner that the hosts didn't find
inappropriate. Toreador anarchs can round up support from
liberal socialites, both Kindred and kine, and they can
convey the anarchs” platforms with a grace that the less
mannered supporters ot the cause can'l imagine. The To-
reador undersrand, as do wise anarchs, thar for change to
happen, it must occur ar all levels of sociery. While it's fine
ind good to rally the disenfranchised Kindred in the streets,
those who hold the frovwer .IE‘J.'.I‘I{\'- have the opion nlli_x_:nuring
them. Such 1s the narure of power, and the Toreador anarchs do
their best to represent their concerns in these arenas.

Rowdier and less savvy anarchs often gibe the Toreador mems-
bers of the movement, but only the densest fails to appreciate what
they do. The Toreador take great pleasure in this, knowing that
withour access to the halls of power, the anarchs may as well just
pick fights among themselves for all the good it would do them. For
this reason, the Toreador anarchs somerimes have an air of haureur
abour them. The rruth, of course, s somewhere in berween. If the
anarchs ever become so angry that open revolt s the only oprion, no
imount of smooth ralking is going o ler the prince keep his head.
Toreador anarchs are the Kindred who make sure thar bloodless
diplomacy is possible, that the anarchs can rake concessions without
threatening the Masquerade and that the anarch cause can progress in
--|'-..|‘ I '||| wer rl‘l 1T TSRV, "'\-1|".I'_|,]"|||"]l_|l LIme |E1|iLL¢l1 I_l;_"' L['I'I_'I_P'\

Mickname: Depencrares

Appearance: Evenar their most Jedicared, Toreadorseem a hit out
of sores among the anarchs. They're oo pretty for such a motley crowd,
too refined for such rough company. To counteracr this notice, many
Toreador consciously “slum,” dressing down so as not to embarrass their
anarch compatriors. Doing so often won't withstand close scruriny,
however, as the Toreador's tastes make themselves evident in brand
names, quality and even hygiene. While it might be acceprable for the
Brujah and Gangrel to have dirt beneath their fingernails, only a Toreador
who has completely written off her clan's legacy would entertain the
thought, Other anarchs sometimes mock the Toreador for this, calling
them pretry boys and ¢ ]th\ s gitls, but the Toreador themselves often
weather this reatment as a sort of twisted compliment.

0L 10 THE Anancs
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Haven: Torcador anarchs prefer to maintain
their own havens. Only truly grave situations will
find a Toreador staying at a communal haven for
anty length of time, They usually favor havens that
allow them to lead a quality of unlife that they
enjoyed before joining the anarchs. As they reason,
what pood does it do them o deprive themselves of
wlhat they can afford? Such havens include trendy
lofts, well-appointed condominiums and even he-
reditary holdings such as estates {where revels can
be held away from prying eyes) and summer homes.
It's all a bir poncey for some anarchs, but no one said
that the struggle had o be carried on in discomifort,

Background: Toreador anarchs don't isnore what
they find pleasant when searching for new childer.
Even those whio are already anarchs and looking for a
candidate for progeny often select those progeny from
wealthy or socially prominent groups. Ethnicity and
wealth are less important than social standing, how-
ever, and the Torcadoranarchs suggest that Embracing
esteemed childer is akin ro having celebriries speak cut
in favor of the anarch cause, There's some truth o this,
certainly, but mamy anarchs dismiss statements such as
these with a roll of the eyves. Toreador anarchs are
(usually) less guilty of the habit of Embracing people
silely because of their beauty, but it happens on
occasion — usually with the result of the childe find-
ing her way into the Camarilla

Character Creation: Concepts tend toward the
socialite, white-collar and even aristocratic ends of the
spectrum, unless some aspect of a less-fortunate indi-
vidual strikes the sire as useful or even beautiful. Social
Atrributes most frequently come tirst, though Physical
Atrributes somerimes edge them out, especially among
the anarchs, Individual Abilities are more important
than broad groupings of potential, and Toreadoranarchs
are often apt with a variety of Abilities. Ever the social

creatures, [oreador often possessappreciable lovels of

Allies, Contacts, Influenice, Resources and even a
litrle bit of Fame and Retainers.
Clan Disciplines: Auspex, Celerity, Presence
Weaknesses: Toreador are easily enraptured by
objects and situarions of heauty. Any time a Toreador
is confronted with a smell, sight, sound or any sensory
stimulus that she finds beautiful, she may become

STEREOTYPES
Camarilla: Like a diamond, it is more beauti-
ful when the flaws have been cur onr.
Sabbat: They are the punch line to an espe-
cially rasteless joke.
Anarchs: Desperate times call for desperate
messutes. [fonly the movement weren't so coarse

distracted and even lost in it. This stimulus can be o
song, a performance, an individual, a blazing fire
anything that, for whatever reason, takes the
Toreadot's fancy. When faced with something of this
nature, the Toreador’s player must roll Self-Control
(difficulty &), A failure indicates thar the characrer is
utterly entranced by the beaury, which can prove
dangemus. Tales abound of Toreador hecoming so
stricken with the beauty ofa sunrise that they gaze at
it even as it burns them to ashes or so ensorcelled by
apiece of music that a rival can lirerally lead them wo
destruction like a wicked pied piper.

Organization: The Toreador pecking order is pre-
served among the anarchs, with those Camarilla
Toreador who are not pare of the movement carrving
as much weighr as they ever did. Indeed, for the
Toreador, clan overlaps with the needs of the subscer.
Toreador anarchs still find themselves invited o par-
ties, salons and other affairs, and they are often
curiosities there, not unlike a foreien national ar a
stately dinner would be: The Toreador don't ostracize
themselves from society when martters such as anarch
membership arise. Afterall, the intent is tochange the
Camarilla from the inside, which can't be done if the
anarchs remove themselves from Kindred soctery. Non-
anarch Toreador often snub those members of thei
clan who proclaim anarch lovalties openly, but some
secretly (or not so secretly) admirve them for making
such a bold and contentious statement of their prin
ciples.

CQuoter Lawgh if you want, but when you wake one
night to find your lackevs gone, your money in someone
else’s hands and your childer standing eloser to vou than
vou've comfortable with, you won't think the joke's so
funny anymore.
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T REMERFE

Ihe pyramid of responsibility and secrecy that supports the Tremere clan leaves
lictle room for self-avowed revolurionaries. In addition, Clan Tremere's insular
narure engenders suspicion in and of itself, which hasn't earned it any allies or
encouraged people to trust it. For those desperate, wrerched few Tremere who
want o change the syscem, the struoele is many times more difficalt than ic is for
uthers. Other Kindred are allowed a litele room to rebel and rock the
hoat. For the Tremere, the pyramid’s foundations resist such turbu-
lence. The hierarchy has no room for radicals. Trusted minimally by
tellow anarchs, persecuted as liahilities by their clan, the unlife of a
lmemere anarch is challenging, indeed.

It does happen, however. Despite its pyramidal struc-
ture, Clan Tremere is made up of individual Kindred,
il sometimes rhar individuality gets in the way of
the greater structure. These Kindred go rogue, ex-
tracting themselves from the pyramid and bringing
theirrare and considerable talents to the anarchs.
[remere are a mixed blessine to the anarchs.
While they bring assets not found in any
other clan ro rhe cause, thev also
bring the resentmenr and atten-
tion of one of the most F-;““'{'I'jlllll
clans in the modern nights down on
the heads of their fellow anarchs. For
this reason, some Tremere are even driven
ot 0f the ranks of the anarchs: the
erstwhile rebel is simply too much
tor the besieged movement
toy handle. These K i['u_{'l'l.,':i
are then left with noplace
tor 20, having abandoned
their patron and been
ibandoned by the group
to which they fled. ¥

Thise Tremere who
'.||| t !‘ll\.i b | I‘l 0 AINOng T!'L;,'
marchs can do grear things
for it Their hlood magic of-
Iers i-'l ik '.:'lll"'l\.' |':'!'|.\,|"-\.';'|:|..|.t""{l."I
tactics and potential to the
AlTEArC |'|'~. ].LIIL"E. .zra._"l_l-\.l_|_ic|_|_'..' '_:i[IL:.l
'L-|1~||:|:'l "-'\.:.'Il' W .|i"']l_' [ K
search their rivals by means
both mundane and magical.
|.|:~ ¥ can even the n;]._ic on
the battlefield, rurn '.||'1'rit||_';||
secrets and forrify the anarchs'
i detenses

In short, they are often abused
15 tools. Adding to the alienarion of
being o Tremere anarch is the lingering
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teeling thar many have thar they're not regarded as
anarchs, but rather as weapons thar the anarchs can
wield. Their ideas are otten dismissed, and other
anarchs condescend to them. This treatment can
seriously disillusion a Tremere who fervently be-
lieves in the anarch cause. As such, most Tremere
anarchsare young. Theyeventually escape the move-
ment and go autarkis, die during some conflict or,
more oftern, find themselves targets of assassinarion
attempts by paranoid elders of their clan.

Nickname: Warlocks

Appearance: Most Tremere anarchs leave behind
the rrappings of their occult society, preferring instead
more casual clothes and streer gear. Many are young
and have a surprising ability to keep up with mortal
rrends. Many also prefer ostentatious displays of their
rebellion, dressing outlandishly to shock the conserva-
tivesensibilities of their parent clan. Tatroos, piercings,
scarification and the like are common ameng Tremere
anarchs, which their undead bodies return to normal
each dav so thar they may make another expression of
their rejection of rraditional Tremere values the next
night.

Haven: Anarch Tremere often have difficulty
tinding a haven situation that suits them, Many still
keep up their studies of Thaumaturgy, which requires
libraries, laboratories and ocher Very specific accoutre-
ments. At the same time, Tremere anarchs seek rthe
safety in numbers that communal havens afford, to
better protect them from clan vendetta and the ire of
Kindred who think a rogue Warlock is an asset that the
anarchs shouldn't have. Almost all anarch Tremere
have o sacrifice one for the other, and it's 2 macter of
persenal taste or parancia that wins out in the end.

Background: Tremere anarchs usually have some
aspect of their pessonality that their sire overlooked
but which virtually guaranteed that the childe would
have trouble in the hierarchy. It can be as simple asa
disregard for authority or as subtle as a fundamental
disagreement on the ethics of the clan or blood magic.
Tremere anarchs need not be young in a mortal sense,
but they have rarely been Kindred for long before
jumping ship and espousing the movement.

Character Creation: Conceépts, Natures and
Demeanors for Tremere anarchs often reflect either
selfishness or an inability to work within someone
clse’s paramerers, As usual, Mental Abilities are
almost always primary, as are Knowledges. Back-
grounds are sporry ac best, representing the facr that
not only has the Tremere been cur off from mortal
sociery by dine of his Embrace, but also cut off from

SIEREQTYPFS

Camarilla: Too rigid. We're Kindred, not
ciphers or entries in some elder’s ledzer.

Sabbat: One of the few good things |
learned as part of the pyramid was never to
deal wich the Devil.

Anarchs: What's vou guys’
problem!

Crod-damned

the benefits of the Tremere hierarchy. Freebie points
usually go roward Ahilities or Disciplines, the berre
o lwlp the anarch take care of himself in a very
hastile environment,

Clan Disciplines:
Thaumaturgy

Weaknesses: If the Tremere was Embraced into
the clan before joining the anarchs, he has the
standard Tremere weakness of having tasted the
vitae of the clan's potent Inner Council. This starts
hirm with an automatic first step toward a blood
hond o the elders, which is ofven the source of much
misery for an anarvch:

Additionally, Tremere vitae itself carries a predi-
lection for subservience to the clan's elders. The
difficulty of Dominate amempts by elder Tremere or
those of highet hicrarchical ranks — even though the
anarch has scormned them — is one lower than what
would normally be required.

It the anarch was Embraced by another anarch, he
still has this second weakness but nor the first.

While the Tremere aren't automatically predis
posed to hate and hunt and kill anarchs of their clan,
there is certainly no lave lost on the scurrilous bas
tards. Tremere dealing with their anarchs are almost
unbelievably harsh.

Organization: Tremerc are too rare among the
anarch ranks to have any real arganization, and many
of them rankled under the hicrarchy to begin with, so
their numbers are lax by default. They often take the
comfort of the persecured when they meer others of
their kind, however, and they may share secrets and
knowledge with each other more readily than other
Tremere, The main philosophy behind this practice is
that the Tremere have noneed woc ampete with cach
other outside the pyramid, so they can use all the help
1]:11.",' CHM oot agninst their numerous enemics,

Quote: Hew, dom'thlame me. 'm doing the best | can
1 left the chanery before 1 mastered this ritual, so I'm just
sort of making it up as | go along,

Dominare,

Auspex,

Civarren Two: Wass of 8 Anasck Ciuisan:
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VENTRUF

As the cornerstone of the Camarilla, the Ventrue have grear pride, and the
mere consideration that their esteemed childer might take issue wich their
traditional monopoly of wealth and power incenses them. In fact, it is just this
iron-handed grip on power that drivis many of the Ventrue anarchs into the
ranks of the movement, Clverbearing sires can stultify even their own childer.
If the Ventrue's progeny are never given a chance to claim influences of their
own, if they are held back by greedy or resentful sires, what is that childe's unlife
but a trophy for his sire and a prison for himself?

Ventrue anarchs are more common than one mighe think, largely as
a result of limited resources in the modern nights having been all
but claimed by the existing Kindred elders. Of all Kindred, the
WVentrue anarchs probably have rhe most historically consistent
motivations for supporting the Anarch Movement. Chafing
under their elders” supervision or restraint, Ventrue anarchs
want to redistribute the power among Kindred so that they
might finally have 5 taste of whar their sires hold just out
of reach before them. Arguably, the existing power
structure is most frustracing of all to the Ventrue who
join the anarchs, as the fruits of Kindred machina-
tion loom forever betore them, possessed by a sire bor
unattainable to them. They can smell the bounty
before them but T]'Ln",' can't Erasp 1L |.Iu;=.:-i§1;1]n|:d, the
Ventrue anarchs proclaim their ambition as their rea-
son. They wanr what the others have, and if the anarchs
play their cards right, they can have it, too.

Like the Toreador anarchs, Venrrue anarchs have access
to levels of suciety that most anarchs don't. In addition o being
diplomars, Ventrue anarchs often act as tacticians, statesmen
and organizers of the cause. Like warlords of classical civilizi-
tions, they step forward to lead the ranks of the anarchs when
open contlict is the order of the night. They are equally adept at
negotiation, planning and treachery, never hesitating to rurn a
rival’s flaw o their own advantage, While some are bitter and
cynical ar their treatment, others turn their F‘!LI.“_iiUl'I_ torward
brilliant tact, making deals and bertering the anarchs’ position.

While they might not find themselves barred from polite
sociery, most Yentrue anarchs have surely earned their sires’
md elders’ enmiry. After all, how could such spoiled childer
possibly take issue with the privilege thar their august clan
provides tor them!

Nickname: Aristocrars

Aflpu'.lr.'uu'i:: Anarch Venrrue still favor finery and com-
tort, as they usually have the means o afford ic They don't aften
make any attempts to hide their affluence trom ather anarchs. Rare
is the Ventrue who "tones down" his mien or affects the stercotypical
accouterments of rebellion. A few do, bur these largely are the
overindulged childer theirsires accuse them of being, consorting with
inarchs for the sake of attention alone, For the most part, the anarchs
take to their roles of loyal oppasition with zeal, dressing for success

Gioe 1o THE AiaRcHS
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at the negotiatmg table and commanding the respect
of their fellow anarchs.

Haven: When displays of solidarity are important,
a Ventrue anarch may make his haven with fellows in
some communal locarion. Usually, however, Ventrue
prefer their own havens, where they can have time to
think to themselves, study the details of their power
struggle and enjoy what comforts they have claimed
for themselves. Such havens include lavish apart-
ments, penthouse suites and other staples of privilege.

Background: Ventrue typically Embrace those of
comfortable but ambitious backgrounds. The clanasa
whole is mostly made up of white males, bur occasion-
ally, someone else “makes the cut,” and these are often
the YWentrue who defect to the ranks of the anarchs,
being disillusioned with the true natures of their sires,

Character Creation: Venrtrue anarchs often have
concepts related ro professionalism or leadership. Na-
tures and Demeanors are often divect, varying from the
regal to the motvational to the positively overbear-
ing. Mental and Social Areribures are equally importane,
and if one is not primary, it s wsually secondary.
Talents and Knowledges, likewise, are of equal value.
Backgrounds are of grear value to the Venrrue anarchs,
as they allow rhem o carry on the strugele with more
than their own wits.

Clan Disciplines: Dominate, Fortitude, Presence

Weaknesses: The Ventrue tastes are just as re-
fined among Ventrue anarchs as they are with the
main line of the clan. Archaracter ereation, che plaver
chooses a particular quality. Thercafrer, that qualiry

g'l':-]{l:{ ITYPES
Camarilla: Outdared, 1:|r:wie|d'f and given to
validating its own excesses. [t's time for a more
maodern way of doing things.
Sabbat: This is whar the Camarilla has the
potential to turn into if it doesn't put its priori-
ties in line.

Anarchs: A willing soldier is far, far better
than no soldier ar all when a war needs to be won.

must be present in any vessel from whom the Ventrue
feeds. Examplas inchide redheads, people of a particu-
lar nationality, the Ventrue's own mortal lineage or
even animals. Evenif he is starving, a Ventrue will not
feed on vessels who don’t march his tastes. Ventrue
meay consume the vitae of Kindred normally, however.

Organization: Among the anarchs, Ventrue are
exceedingly well organized, even ohserving customs
and readitions of their parent clan as long as they don't
perpetuate the abuses of the Camarilla system apainst
which theystrugele. Ventrue correspond frequently and
at length, discussing tactics, rrading secrers and ex
changing favors. The Ventrue often take it upon
themselves to orzanize other members of the Anarch
Movement, as well, which 1s sometimes mer with less
enthusiasm than the Venome expect for their sacrifices.

Quiote: [ may have been Embraced with asilver spoom
in my mouth, bt that doesn't make the shie T'm being fed
taste any hetter.

Cramer Tw: Woavs of HE Aiarch Crosane
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Not counting the anarchs themselves, only
two sorts of Kindred really exist: those who have
no clue what the anarchs are abour, and those
who think they understand the Anarch Move-
ment but don't.

Suggest to either type that the anarchs might
possess any sort of structured hierarchy, and you'll
either be scoffed at or langhed out of Elysium (or
possibly dismissed as a particularly bothersome
Malkavian). Those who see the anarchs merely as
wild and violent yourh believe that the very notion
of leadership beyond the “pack” level is a foreign
concept to them, that they wouldn't even know
how to ser up such a governing bady if they wanted
to. Orhers, with pretensions of comprehension, are
guite convinced that the movement cowld organize
itself, bur thar it never would. They mistake the
anarchs' hatred of the current system for a hatred
of all systems.

Nothing could be further from the rruth. While
the Anarch Movement boasts mote than its sha re
of mindless, Molorov-hurling hellraisers, most of
its members understand that llw'g.-'xr-: .‘;trugghng for
something more, that they're trying to remove the
status quo to make room for a herter structure, not
merely to level the field. And any organization
with a purpose, any population that hopes to ex-
pand and ward off irs enemies and rivals, requires
real |L'.'II..|l'r'h|"|‘i[‘.

Even when a sizable chunk of that popularion
doesn't want it

Because of the need for subtlety, to prarect
the anarchs both from accusations of hypocrisy
trom without and rebellious uprisings from wichin,
few of the movement's offices are titled as snch.
Ot all the vitles bestowed, most are informal, and
tew relate to offices rhart actually hold ALY sway
over the commoen Kindred.

BAaronN

This is acrually the only universal title cur-
rently used by the Anarch Movement, with regard
to the political arena. By its simplest definition, a
baron is simply the Anarch Movemenr's equivalent
ol a prince. The anarchs —orat least, those anarchs
smart cnough to have gained some experience with-
out winding up on the wrong end of a stake or a
sunrise know that any territory with even a
modest Kindred population requires someone to
muoderare it

w

— ———

Even here, perception is everything. The choice
of the term "baron” is no accident. In a feudal
society, a king is all-powerful, a prince only slightly
less so. A baron, however, is much more of a local
lord, a landowner — someone who may govern the
people below him, but can hardly be said to hold
supreme power. The title was zelected precisely
hecause it is, in connotarion, far less ubsolure than
the ritle of prince.

{(Some few among the anarchs argue thar any
hint of a feudal society is inappropriate, and that the
mimimsrr;u v l‘il‘](.‘ i'::nl]‘f.‘ L‘ll_lﬁhl_ lu]'u.: IO a lnn;:: 1']1;;
lines of governor, president or something else equally
modern. The elders of the sect put their foot down on
rhat matter, however. Their official reasoning is that
such titles “lacked digniry,” but the real reason is to
avoid confusion with mortal offices and institutions.
Many elder anarchs don't really have the highest
degree of faith in the intelligence of some of the
younger members. )

WHoTHEHiLr AR YouSupposen 1o Be

Ona functional level, the Anarch Movement
has Kindred fulfilling most official functions rec-
ognized by the Camarilla proper. That is, barons
have their advisors and enforcers, they're often
guided by a council of their peers, some of them
even have astanding coterie of bruisers and inves-
tigators for police and military duty.

None of these offices and positions appear in
the list of ritles below, however. The anarch
leaders may have such offices, and a Large portion
of the subsect may recognize the need for them,
but that doesn't mean I]wy'm Eoing to admir to
the rest of the Kindred world — or even to their
own population — that they exist.

It’s all about perceprion. A baron (or any
other anarch muckety-muck) who appears o
resemble the Camarilla establishment oo closely
is going ro loose the support of his sectmares at
best, and may find himself besieged by a gang of
his more violent associates at worst. You may be
Baron Roper's sheriff in all but name, bur you'd
damn well better introduce yourself as the
baron’s “associate.” The anarch leaders know
full well that a large portion of their support
comes fromyoung, hotheaded Licks who haven™t
ver learned that there’s more to unlife than
hurning shit down. Until they do, their elders
can't afford to alienare them by forcing them to
recognize that their leaders in the movement
are watching over them as much as any other
Camarilla elder.

UDE 70 THE AMARCHE
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An anarch baron normally isn't one for passing

a great number of policies; again, he must avoid the
appearance of dicrating the behavior of those below
him. Instead, most of his time is devoted ro mediat-
ine conflicts and disputes hetween Kindred,
orchestratine agreements with other local Kindeed
leaders (both within the movement and the other
secrs) and enforcing those traditions — the anarchs
aren't so stupid as to bring the wrath of the moreal
world down upon them — that even the anarchs
must obey.

The problem barons tace when it comes to medi-
ating disputes is that the aperieved parties rarely cormne
to them willingly. If two Kindred are bactling over a
corporation, 4 street cornet, a bit of territory or even a
favored morral, it's the baron’s job 1o keep abreast of
the situation and to step in hefare it gers out of hand.
Sure, an anarch occasionally comes to the baron with
a problem, but that's usually because she's come out on
the losing end of a conflict she's already tried to handle
o |.'I.t.;' WYY

Barons can try to prevent such conflicts before
they start, of course. By “suggesting” that 4 newcomer
set up shop in one portion of the city rather than
another, the baron may head off a conflict before the
two parties even meet. This has to be couched in very
careful terms, however, and the baron has to doa good

T

+

, |

job of selling the new arrival on the territory. An
anarch who thinks she's being ordered o stay away
from a -'.p.;-.._']{i.; area, or whi feels she's been FIVEDN the
worst domainin the city, may cause a2 ruckus purely out
ot spite.

Maost often, then, the baron becomes involved
only after chinegs ger ugly, and that means his job is
one of enforcement as often as mediation, if not
maore so. This is a dangerous position for 4 member
ol a faction devored o revalution. Moce than one
barom has been ousted because of the mere iPpHear
dance [he anarchs
don't stand for abuse of authority, no marrer who
thar authority may be.

of favarinsm or impropriery

S0 what a haron really is, when all is said and
done, is a Kindred with all the responsibilities of a
prince, but without the rools. He can't counr on the
respect that the prince’s ritle inspires, becanse he
doesn't have the strength of a prince. In addition to
having less palivical clour than most princes, a baron
isn't necessarily one of the eldest or most powertul
Kindred in a region. The anarchs believe in a system
that awards merit, and thar means the hest adminis-
trator in a city — and thus, the best baron
easily be 70 years old and a pus

[
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wver as compared to
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Soif keeping a mob of vampires who don't really
want to be governed in line is all work and no perks,
what Kindred in her right mind would want the joh?

The answer, startlingly enough, is one who acru-
ally thinks she can do some pood with 1o It's an actitude
largely foreign to the rest of the Camarilla, and preroy
unheard-of among rthe Sabbar as well. Nevertheless,
it’s true; many anarch barons hold that position be-
cause they feel a respomsibility ro the goals and well
being of the sect. Not for personal glory (of which
they'll gain precious little), nor for power over their
tellow Kindred {(of which they'll gain even lessY but our
of an acrual sense of civie dury thar most Kindred lost
along with rheir sex drive.

Thar, along with their precious few other virtues,
is why rhe Anarch Movement just might survive,
despite the ohstacles and the enemies arraved against
it Despite what mast others believe abour ir, it actually
stands toranideal, and it’s an ideal that most members
of the secr are acrually willing to waork for.

On the other hand, some anarch barons do
indeed seek the position as a means of gaining
power in the sect. It's not quite as efficient a means,
or as steady a power-base, as the princedom in a
Camarilla city, bur it's the best the Anarch Move-
ment offers, These barons don't look, on the cutside,
much different from their more devoted brethren.
Ihey still spend far more rime mediating and man-
aging than they do pushing through mandares or
enjoying the porks nl'r-:w.'ur. Many of them use their
position as a means of acquiring boons and favors
from the other loca

tavors is often the only personal authority a baron
can glean from the position. This is often as simple
as mediating any given dispute in favor of which-
ever party has the most to offer in returm. Anarchs
don't play the game of prestation as religiously as
the rest of the Camarilla, bar it's not good for the
reputation to renege on a debt,

T Banony

t“:l." ita i‘:tl".lt'l 15 TS or Iu:.m-. a ]_‘.\nnn;i._', T_lu_'n i |,'I-;|,:|'1_'-1'L1|.'
is a princedom, right!

Wwell...

Although some exceptions exist, particularly
among the oldest princes of Europe, the title of prince
has come, in the modern era, o refer ro a Kindred who
claims an entire city as hisdomain. In the vastmajority
of cases, the prince’s authoriry ends at the ciry limirs
(orat least the limits of the metropolitan areal, and is
spread roughly evenly throughout.

more or less.

Baranies are somewhat more nebulous rerritories.
When the anarchs speak of a baron, they may indeed
call her Baron Geraldine Raper of San Bernardine,

anarchs, since such a web of

but that's a simplificarion. In pracrice, a barony
extends exactly as far as the anarchs of the area
choose (or are “persuaded”) ro acknowledge the
baron's authority. Even more so than with Camarilla
princes, the farther one strays from the heart of a
baron's base of power, the less likely you are to find
that she has any real sway. Only rarely does her
influence encompass an entire city., In the vast
majority of cases, the outskires are largely no Lick’s
land, wirh the baron raking a hand only if things ger
utterly and completely out of control.

In fact, it's not uncommon for a given city to
have rwa recognized barons, each claiming a differ-
ent jurisdiction of the ciry. Somerimes the two are
rivals, struggling with one another for the territory.
More often, however, barons work cooperatively,
cach recopnizing the other as vital o the smooth
running of the barony. It's ver another arrangemeru

On, WHATATANGLED WER. ..

Several anarch emissaries take the practice
of rrading personal boons forconsideration of the
needs of their secr o extremes. Urban myth
throughout the Anarch Movement tells of vari-
ous Kindred — the Malkavian Sean Byeek is the
most frequently named, but plenty of others have
appeared in such tales — who have indebted
themselves so tightly o multiple princes and
Camarilla elders through their nets of prestation
that no one dares call any of the favors due.

Apparently (so the story poes), Bycek has
made so many deals with rival elders that each is
afraid of what the Malkavian might tell his rivals
abour the elder’s own activiries. So lone as nobody
callsonhim to repay the hoons he owes, everybody
is safe, Should even one elder call a favor due,
however, the others will panic {assuming thar
intelligenee on their activitics is part of the boon ),
and will do the same. Thus, Ryeek and the others
like him, despire owing dozens if not hundreds of
boons, are never called on to pay back any bur the
most minor of them.

Of course, any expert in prestation can poke
all sorts ofholes in stories like that, Wevertheless,
many anarchs insist they're true, Whether that's
just wishful thinking on the part of the neonates
or there's some truth to them i still unclear.
There’s some basis in fact, at leasc. Camarilla
archons were indeed tracking a well-connected
anarch named Sean Rycek until he managed to
lose them, and he was last seen in the nighes
immediately following the formation of the New
Promise Mandarinate,
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almost entirely alien to the two larger sects. Still,
true utopia is probably impossible where the Kin-
dred are concerned, and squabbles are common.

EMISSARY

This is actually an informal title; emissaries are
also called ambassadors, heralds and, by more cyni-
cal members of the sect, expendables. The Anarch
Movement is surrounded by enemies or at least
rivals. I most cities, the anarchs intermingle wich
the Camarilla Kindred around them. On the West
Coast, the remains of the Free State still struggles ro
retain its independence, or else has already been
subsumed into the Carhayans' New Promise
Mandarinare. Momadic coteries sometimes find
themselves deep in Sabbat territory, with precious
little room for error or escape.

As bizarre and oxymoronic an image as it is,
some anarchs must carry the alive branch to the
other sects, must nepotiate and hagele and play the
cames of prestation and diplomacy if the movement
is Lo survive.

The baronusually appoints these emissaries, though
some are selected by popular vore (particularly im
rowns where no baron has claimed the title, or among
nomadic packs withour a fixed leader) and others
merely fall into rhe role and discover they've a ralent
for it. Their job is to travel to the leaders of the other
sects and somehow convince them thar ics in their
hest interests ro help the anarchs or, at the very least,
to leave the movement alone.

Is it any wonder they're also called expendables!

What makes the rask of these emissaries harder
srill 1s that they have to rely almost entirely on their
own powers of persuasion, because they've precious
little else ro barter with. The envoy of a Camarilla
prince or Sabbat hishop speaks with her master's
authority, and is wsually in a position to deal, or at
least to see that the offer reaches the ears of someone
who can. Anarch emissaries, on the other hand, are
fortunate if they have a baron backing them up. Many
do not, and come to plead the case for an itinerant
hand of Kindred that most elders are inclined ro hate
simply by virtue of their sect affiliation and new-
fangled atritudes.

Even those who do speak for a baron have
precious litrle negotiating power, Barons do not
hold as much influence over their terricories as
princes do, nor can they enforce any agreement
they've made if the Kindred in their domain disap-
prove of it, Often the best an emissary can hope for
is that the elder with whom she’s dealing is willing
to make concessions in exchange for a personal
hoon from the envoy herself, and rhat those for

whom the emissary has been arpuing will assist her
in paying it off (or even take the debr upon them-
selves) ar a later date.

By far the most frequent dury required of an
emissary is negotiation with a Camarilla prince (o
orher elder). Despite holding themselves somewhat
separate, the anarchs are scill a parc of the Ivory
Tower; someone needs to look out for cheir ineer-
ests, and the clders themselves certainly have no
incentive to do so. Within a Camarilla city, the
most common dury of an emissary is to plead the
case of another anarch who facies punishment tor
some vieolation of the princes interpretation of the
Traditions. If the infracion was minor enough,
most princes are only too happy to let the misereant
powith a minimuom of castigation. [f the emissary is
persuasive enough, and if she offers sufficient in-
centive, such as a personal boon. (1t's not uncommon
for an emissary, if she's permirted, to speak to the
condemned first and wrangle a boon out of him in
exchange for her help. Then she can sometimes pass
her own debt e the prince off on the neonate
ulcimarely responsible for her incurring that debr.)

In the case of a more serious infraction, the
emissary may have to do some serious fast-talking to
have a chance of securing her comrade’s release.
Some emissaries have developed reputations not
unlike those of the mortal court system's finest de-
fense attorneys, and some have been known to travel
across the country at the request of a particularly
important anarch whao finds himself in trouble with
an especially irare prince.

Many anarch emissaries, particularly on the
West Coast in the former territories of the Anarch
Free State, are r-:quliud to deal with the
Cathayans of the New Promise Mandarinate
Those anarchs in the region who do not yer
dwell in the Mandarinate's territory are terrified
af the notion of Cathayan expansion, despire
the fact that most of the conflict has (to dare)
been limited to selecr cities.

Unfortunarely, anarch ambassadors to the
Mandarinate can accomplish little. They don't re-
ally know what the Cathayans want, so there's not
much hope of offering them a trade. The Asian
Kindred don't seem 1o play the game of prestation,
at least not in any form the anarchs recognize. The
anarchs don't even have the option of presenting
themselves as an CTIemy thar must be |'~;|ru:m‘u.n]
with, a5 the Camarilla did, becausze they lack the
numbers to present a credible threat. In essence,
emissaries to the Mandarinate serve little purpose
other than a symbaolic one — if the Cathayans teel
they're being treated with the proper respect as

Charres Two: Wars of e Ansnc Chisace

53




autonomous i their own ||t_;hl, [E:Tl'_:]p:-i I‘|‘u‘1_.-"||
leave the surrounding rerritories alone
AT LT :f1|' "."n'.!'."u'li'!'li_" SVETEIm.,

Maost intrequent are thie emissaries sent to [hE -
tiate with the Sabbar.

sutcide mission

[his is, in many cases, a
[he anarchs are, for all their raised
tists and shourted slogans, still part of the Camarilla,
.:'.u| savvy Babbar are well a woare of 1h:!|: tact, Oeca-
sionally, an anarch community may have something
to offer the Sword of Caine, or 4 rovine coterie may
provide a service more valuable ro rtheir Sahbat
“hosts” than rtheir blood, and in these instances a
skilled (and steel-nerved ) negoriator iz a musr. Still,
nobady sane is happy to be given this assipnment,
ind more than one anarch who was formerly quite
rabid about “the good of the cause” has suddenly
found pressing business elsewhere when his baron
bepan casring abour for volunteers,

SWEEDER

The barons rhemselves preter to call a vampire
who haolds this position a counter or even census
taker, bur most anarchs use the terms sweeper,
proctor, Sherlock or even, on occasion, abacus, The
el i'|'-':"-i- of MAIMe s, SO l:r. 'L'I.']]l(_i'l |"'i_'l|'.,|‘q"|' QOn Coiml
cal, cerrainly suggests thar the anarchs don't tuke

these Kindred seriously. It's true, they don't, but

- o1 that of

their mockery, while genuine, is tinged with more
than a lirtle fear for whar these vampires could
COME Lo Tepresent.

A5 will be discussed in more derail below,
barons in anarch-dominared rerritory don’t have
much luck when it comes to the Tradition of Hos
pitality. At any given time, a baron is fortunate to
know the identity of half the Kindred currently
occupying his domain. Some barons have accepted
that as the way things are, but others have devel-
aped the office of the counter
to rectify the problem,

art |"'|l.! h'l'\'L"l'] L

A sweeper’s ducy is simple. He frequents the
Rack, the outskirts of the ciry, the nightclubs and
any other place that might attract the Kindred,
particularly young newcomers. He observes, re-
cording names and faces and, where possible,
atritudes, abilities, clan ancestry and anything else
he can discover. This information is used for no
nefarious purpose; he simply reports at a regular
interval so the baron has at least some notion of
who's in her city,

Naturally, many members of the Anarch Move-
ment are not happy abour this.

All the usual objections are pised. 1t's a violation
of freedoms and privacy, an artempt to keep track of
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whe's doing what, it doesn’t represent what the move-
ment stands for, it's effort thatcould better be expended
elsewhere, and so torth,

Very few anarchs are willing to give voice to the
true nature of their dislike (sind their fear) of the
sweeper. 1o many of them, an independent Kin-
dred sneaking about the edees of the ciry and the
Back, taking careful note of who's new and who
isn't, who belongs and who doesn't, reminds them
far too much of that most loathed of Camarilla
bullies, the scourge.

True, the sweeper's duty is entirely nonvialent,
bur it makes the anarchs uncomfortable. What's to
keep a rogue sweeper — Or, worse yet, i sweeper
wurkmg for a Topne baron — from f:n]arﬂin,'! the
scope of his duties from recording those who enter
the ciry to eliminating those who might prove
troublesome? Some anarchs aren't willing to wairc
for the SWOCCPETs O turn violent hefore 1’]‘|t",,-‘ take
precautionary steps. Of all the offices in the "gov-
ernment” of the Anarch Movement, sweepers are
the only ones to meet Final Death ar the hands of
their sectmates more often than through the efforts
of outside enemies.

For the moment, the decision of whether or not to
employ a counter still rests with individual barons, but
pressure is mounting on the subsectas a whole to make
a unilateral sanction against them.

CHAMFLFON

An informal ritle, also known as a Bond {afrer
James), mole, submarine or sub. A chameleon,
quite simply, is an anarch who holds a position of
some authority in one of the orher secrs. The vast
majority of the time this means the Camarilla,
though chameleons in the New Promise
Mandarinare and even the Sabbat are not entirely
unheard of.

Obviously these chameleons have to be experts
ardeception, since their association with the Anarch
Movement must remain secret. Their job is prima-
rilg‘ one of intelligence gathering, and the
information funneled from the offices of various
chameleons has saved the unlife of many an anarch
who was mere nights or even hours away from facing
the wrath of an irate prince. Their duties occasion-
ally exrend beyond chat, however, and they will
transter funds and resources — even trading boons
for the benefit of the anarchs, if they can do so
without exposing themselves.

There's asubtle bur important distinction that
must be made here. Chameleons are not simply
Kindred of the Camarilla (or other sect) who have

anarch sympathies and are willing to help the
movement under the table. To properly qualify as
a chameleon, the vampire must have been a mem-
ber of the Anarch Movement betore atraining her
current office in the other seer. This supgests a
certain degree of commitment to the cause that
other, more casual collaborators lack.

SAFTGLARDS

The danger with infiltractors of this sorr, of
course, is thﬂ.f sometimes most of thk.' rime, really
— they get caught. The anarch leaders aren't con-
cerned so much with the safery of the chameleon
herself; while they'd cerminly prefer she get ou
with her ass intact, she knew the risks when she
took the job. Of far greater importance, and far
more potentially damaging, is the information she
might reveal o the elders if she is properly ques-
rioned after being discoverad.

How hest to protect iself againse this sort of threar
is a matter of some debare with the Anarch Move-
ment. The first and most obvious precaution is also the
easiest. Chameleons simply aren't told anything they
don't absolurely have to know, The most skilled inter-
rogator in the world can't retrieve information his
subject doesn't possess,

Bevond that, chameleons are sometimes subject
to intensive use of Dominate and other mental
conditioning (voluntarily, of course). Paranoid
anarch leaders bury memories, implant a staunch
resistance to interrogation and in zeneral make any
mental tweaks they can think of thar might protect
the chameleon — and the anarchs from the
Kindred of wharever sect she's infiltrating.

The problem with this, of course, is that the
elders of those other seces rend to be both older
and of lower generation than the anarchs, and that
means that they're often better at playing che
Dominate game. These sorts of sateguards rarely
hold cut under prolonged questioning; sufficient
on the rare occasions when the anarchs can man-
age (or even attempt) a rescue, but futile under
most clircumstances,

Other, more radical options have been consid-
ered and, at least for the nonce, dismissed. Most
anarchs are unwilling te rely on blood bonds, That
violates everyvthing they stand for, and frankly makes
them no berrer than the Camarilla. One or two
extremists even suggested some form of incendiary
suicide device, but were rather quickly driven ourof
the discussion. Devored to the anarch cause or not,
these are still Kindred, and Kindred do nor throw
undearh away so lighely.
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ANARCHATTITUDES

Some who would say that trying o define the
artitude of the “rypical” anarch is as futile an endcavor
as youmight hope to attempr. Anarchsare individuals,
afrer all; that’s the whole pninr nf]‘\q-Lnj_: an anarch. So
there can't possibly be a “standard” acticude on any-
thing, can there!

Sure there can. Anarchs are individuals — just
like everyone else. No, not every member of the
Anarch Movement thinks the same way, but most of
them joined forsimilar reasons, and many of them hold
to similar outlooks. Consider the following o be
generalizations, then. They don't apply to all anarchs
by any means, but they're universal enough that they
represent the majority of the movement, in the spirit
it not the lerter.

THECAMARILI A

The Anarch Movement exists, as an entity,
entirely because the Camarilla gives it borh a pur-
pose and a (relatively) safe haven in which to
pursuc that purpose. The smaller subsect is in Ay
ways defined by the larger, 1t is true that che anarchs
wish to birth a more equitable system of Kindred
society, even to the exten of creating a gove rming
body of undead, bur they are still shaped largely hy
their desire w rebuild the old one. Wise anarchs
recognize, however, thar this must be done from
within rather than from without, for the Camarilla
not only provides the building blocks of the anarchs®
tuture society, it insulates the movement from other,
tar more dangerous enemies. Anarchs not wise
enough to recognize that fact are probhably ipnorant
of those outside threats anyway.

Those anarchs who acrually manage o obrain
samething in the way of status in the Camarilla
itsell — nor chameleons specifically, bu sitnply
those who have succeeded ar playing the political
game in hopes of changing the sect — are subject to
their own particular Faustian temptations. [t's nor
uncotmmaon toran anarch to experience her first real
taste of power and suddenly understand, “Oh, that's
what the elders are trying to hold onto. Can't say |
blame them..." The most devored among them
manage to ward off the temprations of power and
continue working for the hetterment of younger
Kindred, but many prove fallible. Some of the most
power-hungry up-and-comers in the Camarilla are
former anarchs who have abandoned the move-
ment to line their own nest, as it were.

Anarchs hate r|‘u*~'[: furtficosts 1,1.,'i[|'| a Eﬁ;‘;_ﬁ.-‘-inn,
but they also exhibit a tendency ro blame the
Camarilla itself for cheir fall, rather than their own

lack of will. Just another reason the system has tobe
changed; it corrupts even those who go into it with
the best of intentions.

This lovefhate relacionship with the Ivory Tower
creates an interesting dichotomy in anarch agci-
tudes. Mention any given facet of the Camarilla,
and you'll receive a veritable barrage of scorn, vit-
riol and mockery. Yet when the shit hits the fan and
the Camarilla is menaced by threats from without,
such as the recent Sabbat offensive on the East
Coast, the anarchs are always among the first on the
front lines, fighting back the enemies of the sect.

RINCES

You still don't get it, do you! I didn't hate Vitel ‘cuz
he’s a prince. I hated him “cuz he was a psychotic, power-
hungry, dictatorial, slave-driving motherfucher,

Well yeah, they've all Like that. But that ain't a
problem with princes. It's a problem with elders. ..

Samuel Bowens, Brujah, anarch pack leader

For all they rail against it, the current system of
Kindred society isn't really the problem. The anarchs
would be more than }mp]}'; with it, princes, primogen,
the whole nine Vill'tlﬁ, if :mlv the Kindred lhuTu.su]ve:,x'
could be trusted to do it right. If the Kindred in power
were willing to share their privilege and prestige; if thar
power went to those mostsuited to wield it, rather thar
those strong and well connected enough 1o simply rake
it; if not every damn elder was a greedy, grasping old
sociopath — well, the system would work just fine.

The failure of the Camarilla isn't the failure of
order, bur of Kindred. Hell, some more progressive
anarchs are even willing to concede that it's not
really the elders’ own faule. They're produces of the
ages in which they were raised, Still, regardless of
who's ultimately responsible, this is who the ¢lders
are now, and since the anarchs can't change the
older generations of Kindred, they'll have to sertle
for the next best thing.

What this means is that the anarchs are more
than willing to grant their respect to a Camarilla
prince, bur he's got to earn it, not demand it. A
prince who handles his domain well, who's con-
cerned about the welfare of the Kindred who dwell
within, who refuses to pur his own advancement
and the game of prestation over the good of his city,
carns the accolades of the entire anarch commu-
nity. Orat least he would, if he existed, but sofar the
':1[1211'1:[1?- ]‘Iﬂ\"'-;.'l‘l:l i‘lﬂlll\.‘l ]'l.il!h

Most princes, of course, fall into the “selfish,
power-hungry monster” category, and the anarchs
have long since grown disillusioned. Most of them
have fallen into the trap of judging all princes by
that standard, assuming thar any given prince (ar,
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for that matrer, Primogen or any ather elder) will fic
the stanc

-II".1 Ill'.llxl. [il*- I:I'||.l.1|II:|'|:t||.'_ SINCEe 1 meins
it'll be that much harder tor thar one good prince,
the single diamond in the rough, to prove himself vo
the anarchs,

Then again, so far no one's tricd.

ARCHONS
A x'}'mhru of everything achowr the Camarilla chai
|

we're trying to change. Agents of the elders and protec

tors of the status guo. When we finally run things the

HicH TREASON
As much as the anarchs hate archons, there’s
someone they hate even more: archons who used
to be anarchs.
In recent wyears, a growing number of
:3[15'”"{}\“' |“’5‘-"‘.' renounced their al EELIANCE [0
the movement and slipped back inte the

Cumarilly proper. Some have grown weary of
constantly being on the losing end. Others
have simply decided that the system has to he
changed from within, and the anarchs, while
still part of the sect, aren’t really “within”
enough to quality,

Must anarchs have at least some experi
ence with violence, though — usually far more
than other Camarilla Kindred of comparable
age. Some of the justicars have discovered rhe
benefit of chat experience, and have begun
selecting former anarchs as archons (after de
termining to their satistaction thar the former
agitators are trustworthy, of course).

This, to the anarchs, is the worst form of
treason. It's one thing to go crawling back 1o the
elders; thar'’s understandable, even if nor particu-
larly admirahle. Bur to join their police force, o
turn your talents against those who were your
]'r-ﬂ]’u'l'x | ll.] "-ihll'r:‘-. |]| |[1'\-\. Wwrorg

To date, the fear of possible repercussions
has prevented the anarchs from making a con
cenrrared effort to make an example of any of
these “anarch archons,” bur alert Kindred have
witnessed a growing call within the movement
tor the leaders to take some sore of acrion. It may
only be a macter of time before some reckless
neonates decide tostopwaiting and arrend o the
marrer 1]1L!‘|!'I.‘|I.‘!|.'~t"=. | Il._'! eVien I,|i|._' oS! 1_‘;'{['-|._'|'1
enced anarchs can puéss what might happen
when those floodgates are opened, but it sure as
hell can't be pood for anyone

See the forthcoming Archons & Templars
tor more details.
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way they should be run, they'li certainly be the first ones
[ o,

— U larissa Steinburgen, Nosteratu, anarch historian

Fuck ‘em. Wait... You an archom? You sure?
Then f.'!l_\l-: em.

—=amuel Bowens

The anarchs tend o lump most Camarilla officials
into the same category they lump the princes. All well
and good if they can prove themselves, bur generally
worthless. For the archons, however, the anarchs hold
avery specific loathing.

[magine a radical from the '60s. Now combine
his hatred of the cops, his hatred of the military
and his hatred of corporate culture, and you have
the first inklings of the depree to which anarchs
despise the archons. Princes enforce the Tradi-
tioms, sheriffs may crack a few heads in service to
those Traditions and scourges can turn entire
neighborhoods into slaughterhouses, bur it's the
agents of the justicars and the Camarilla itself who
cause the anarchs the most severe problems. [t's
the archons who harry the anarchs deep into their
own rerritories and domains, the archons who
seem to feel no compunctions abour beating, burn-
ing and killing anarchs for the most minor
infractions, archons who represent the ultimare
effort of the sect to keep the younger generations
down while accruing yer more wealth and influ-
ence tor the upper echelons.

Since the recent East Coast war, during which
archons and anarchs often found themselves fighting
side-by-side, a few members of the movement have
begun singing a different wne. They speak of some
archons — not many, but a few — who actually seom
ta be a decent, even honorable sort. Cops who are
actunlly interested in protecring the Camarilla and irs
Kindred, rather than maintaining the power of the
elders. If these archons could just be shown the virtue
ot the anarch cause, the Anarch Movement mightwell
have allies and support the likes of which they've
never enjoyed,

Anarch leaders have so far proved reluctant to
approach any of these so-called “good cops,” fearful
that any apparent interest or sympathy might prove
nothing more than a ploy ro lure them in. Discussion
continues, however, and the anarchs have extended a
few tentative feelers, hoping to find even one fruly
interested rarcy.

TrapmmoNn ann DOGMA

It's a common mistake | assuming that anarch equals
anavchist, I'm no anarchist, and ['ve ne objection to being
part of a lawful sociery. Just not this one.

—Clarissa Sreinburgen

L

The very notion of contral by the aged is
anathema to the anarchs. Government “of the
people, by the people, for the people” mav be a
mortal invention, but it's whart they strive for in a
Kindred community. Boil it down, the anarchs
don't want to destroy the Camarilla, just rthe
“geriocracy” that runs it

[t could be argued, of course, thar mle by the
elders is whart defines the Camarilla and thar vou
can't have one without the other, bur the anarchs
aren’t buying it.

THETRADITIONS

Okstensibly still part of the Camarilla, the Anarch
Movement pays lip service, at the very least, to the Six
Traditions. That said, the anarchs tend ro hold some-
what differing views of these laws than their hidebound
clders, and they're enforced very differently in an
anarch-dominated barony than in a comparable
Camarilla domain.

The First Tradition: The Masquerade

On this point, at least, no argument exists. The
vast majority of anarchs fully recognize the importance

Hmnrenvs. Camnere

A relatively minor bur still rather heartfelt
wssue has recently splic the ranks of the anarchs (as
though they needed yet another quibble to deal
wirth). A small but growing portion of the Anarch
Movement has ceased using the term “Kindred” to
refer to the descendents of Caine and have re-
turned to common usage of the Sabbat-favored
word "Cainite”

This has, they argue, nothing to do with the
Masquerade. It’s not as though they handy the
word about in public, afrer all. Rather, it has to do
with separating the anarchs from the archaic atti-
tudes of the Camarilla elders. “Kindred" came inro
popular use primarily because the elders felt “vam-
pire" was too vulgar a terrn. But this atticude, or so
these anarchs maintain, is the product of a time
when bodily functions and fluids, such as blood,
were considered largely a dirty and often taboo
topic. If Cainites are to learn to thrive aloneside
humanity in a modemn world, they must hegin by
acknowledging (o themselves, nor to the kine)
what they are.

The fact that Camarilla elders are discom-
fited by the use of Cainite insread of Kindred is.
of course, merely a fringe benefit, and has no
real bearing on these anarchs’ efforts to bring
the word back into common usage throughout
the secr.
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of maintaining their illusion of nonexistence. While
tew of them are old enough to recall the nights of
the Inquisition, they are creatures of the modern
world, fully cognizant of cthe uﬂpablll[lra of state-
of-the-art weaponry.

Thar said, voung anarchs occasionally strecch
the definition of what constitutes a Masguerade
breach. Many of them scill maintain conctact wich
those they cared aboutr before the Embrace, and
some have zone so far as to reveal their true nature
to those they can trust... or think they can. This
practice is strongly discouraged by older and wiser
Kindred, and it’s not particularly common to begin
with. Mevertheless, it may only be a matter of time
before a young anarch opens his mouch o the wrong
person — someone who will nor only rell the story
toy others, but might persuade the wrong people
believe her,

A serious Masquerade breach is one of the few
things that can make even the most rabid anri-
esrablishment anarch worlk hand-in-hand with the
stodgiest of Camarilla elders. Only a true idiot (or
lunatic) can fail to recognize the dangers involved
in such an event.

The Second Tradition: The Domain

Anarchs dont much care for this one. They
prefer to pive a Kindred leader the respect she's
earned through her actions and her policies, not
simply because she's the eldest Kindred and toughest
all-atound bitch in the region. Most of them ac-
knowledge that this holds true inreverse. They don't
expect others to grant them respect they haven’t
carned. Thisartitude, more than anything else, causes
the most problems between anarchs and the local
prince in many Camarilla cities. It's also why the
barons hesitate to wield their full authoriy,

Smart anarchs hide their dislike behind ar leasr
a thin veneer of civility when rhey're ourside their
home rerritory. Less intelligent anarchs mouth off
in Elysium, spray-paint graffiti on the prince’s ha-
ven, nccasionally burn down buildings importane o
local elders and frequently find themselves spitted
on the scourge's claws. That sort of behavior may
gain them a certain amount of respect from their
more careful brethren, but it's worth pointing out
that the smart ones remain quiet, and thus remain
undead te continue giving props to those who “srick
it to the man.”

The Third Tradition: The Progeny

It there's any real sticking point between the
various ranks of the Anarch Movement, it’s this.
Popular opinion among the masses has it that the
Camarilla elders enforce the Tradition of Proreny
purely to keep the balance of power tilted firmly in

their direction. If the old bats can make it punishable
by death for anvone except them to creare childer
without permission, they've pretty much gora puaran-
teed way of keeping the younger gencration (rom
erowing large enough to threaten them. To many
nconates, procreation is a basic right. Some joined the
Anarch Movement for no other reason than the free-
dom 1o choose their own progeny when and where
they want.,

The problem, of course, is that the barons and
other leaders of the movement are in a position to see
the larger picture. They recognize the need for popu-
lation control, to say nothing of the needfor someone
with clearet judgment than a lust-addled neonate 1o
determine a given candidare’s suirahilicy for the Em-
brace. Without some sort of safeguard, anarch
territories would quickly grow overpopulated with
reckless, uncontrollable neonares withour the slight-
est understanding of Kindred society or the sense to
keep witch-hunters from burning all of the race of
Caine to cinders.

Unfortunately, they've not yet found any viable
way to get this point across ro the younger generation.

SEUMBERING ANCIENTS

While most anarchs scoff ar the Sabbat's no
tions of the Anrediluvians (as the Camarilla as a
whole considers their story a creation myth), a few
among the movement aren't so sure that the Sword
of Caine is crying wolf. Particularly among the
occult-minded anarchs, concern has grown, bol-
stered by the appearance of the red star, the
spreading rumors among the Gangrel anarchs, the
appearance of rruly thin-blooded Kindred and the
blood-borne madness thar nearly wiped out the
Ravnos, that even if the Antediluvians aren't
about to awaken, something’s certainly abour 1w
happen.

Some of them have since gone over to the
Sabbat, not out of any love for thar sect, but
because they fear being caught unprepared if the
worst really does occur. Others have set out 1w
invesrigate these and other phenomenon on their
own. They haven't found much ver, but the sheer
coincidence of timing — all these strange things
happened within a startlingly brief span of less
than a few vears — has them worried. Unfortu-
nately, the anarchs don't really have the resources
{either in terms of funds or occult abilicy) to follow
this up. Some of them have sugzested going o the
Camarilla or even, God help them, the Tremere
directly, but they know thar the Warlocks cer-
tainly know everything they do.
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Frankly, most people, living and undead alike, take
poorly to being told, "We don't trust your judpment.”
Any artempt by the barons to crack down and enforce
the Third Tradition would meer violent opposition
from a large portion of the sect, ver failure to do so
might have devastating repercussions in the near fu-
ture, possibly threatening the Masquerade irself. If the
Camarilla really understood how precarious the anarch
situation was, they might move to wipe the sect out
complerely, rather than viewing it as the ideological
threat they do tonight.

The Fourth Tradition: The Accounting

A vocal minority of the sect wants this one done
wway with as well, In a society based on freedom of
rhe individual and judging each on her own merits,
how can one Kindred be held responsible for the
actions of another! Would a mortal justice system
imprisona woman because her sonshot a cop? Then
why should the sire suffer for the sins of the childe?

Muosr anarchs, however, recognize the need for
some order, especially in the youngest of their
number. They don't necessarily agree thar a sire
should be punished for his childe’s crimes, but they
acknowledge ar the least that Kindred who choose
their childer poorly are responsible for making things
right, So long as a Lick is willing to rake that
responsibility, willing to make reparations for his
childe’s crimes and, if necessary, apprehend the
childe himself and turn her over for punishment,
mast barons are willing to let the sire off with no
additional consequence.

The Fifth Tradition: Hospitality

Thisisthe flip side of the domain coin. Anarchs
are more than happy to present themselves to a
baron or prince they respect, bur they feel no
compunctions ahout ignoring one they don't.
(Well, assuming they can ger away with it. A
frightening scourge is sometimes enough to hie the
anarchs to Elysium regardless of their feelings for
the prince in question,)

One might expect thar anarchs mighr present
themselves more frequently to barons — rtheir
sectmates — than they do to Camarilla princes,
but this proves not to be the case. True, most
inarchs hold more respect for a given baron than
a given prince. By the same token, however, rthey
know that this hypothetical baron is far more lax
abour the rules, and thar l|‘u.'1_.' Can Fer away with
failing to present themselves without repercus-
sions. For their own part, the barons would certainly
prefer that their comrades present themselves when
they enter a given barony, bur they know thar it's
not really a point they can press without causing
far more trouble than it"s worth. Some r|_~]1,,rnn the

L

intelligence garhered by a sweeper (see above),
but most just throw up their hands and move on to
other husiness.

The Sixth Tradition: Destruction

Anarchs are more than willing to abide by this
Tradition... most of the time. The sect tends to
frown on barons who order or sancrion executions
without very good reasons; none of this “You have
offended me! Off with his head!” bullshir the
Camarilla princes like to pull. So long as the anarchs
trust their leaders not to execute someone or call for
a blood hunt unless the subject really is guiley of
some heinous crime, they're content to follow the
barons' lead on the occasions when Final Death
really is called for.

On the other hand, some anarchs aren't willing
to wait [or their leaders. If a Kindred is obviously
guilty of crimes against the sect, his fellow anarchs
or the Masquerade, mob justice is rhe rule of the
might. “*He needed killin™ is a valid justification for
murder in the eyes of many, and they're more than
willing to take on the task themselves. The barons
aten't happy about it, but there’s no real way to
prosecute one's entire domain for violation of the
Sixth Tradition, so they usually let it go (unless the
victim was someone of importance, of course, in
which case an example has to be made of someone).

It's important to note, though, thar this s not (or
at least not wsually) an excuse for random violence.
When this sort of thing happens, it's almost always
with valid cause, or at least those participaring believe
ir's with valid cause. Even the rowdier anarchs usually
save their desrructive rendencies for Camarilla eities,
not their own cerritory.

THEMonrRN NicHTS

No fucking way. There's no chance in hell I'm going
to ler those Sabbat Insers destroy the Coamarilla now.
Nohody tears this place down excepr us!

Yeah, that sonmds stupic o vens, don't ie? Well, ahar
the fuck do you know?

Samuel Bowens

It often seems in these nights that the Camarilla is
teetering on the edge of a knife, and the anarchs are
just as precariously perched as everyone else. For a
tme, it looked as though the war on the East Coast
coutld only go in one direction; had the Sabbat victory
proven as unilateral as it first appeared, the Camarilla
would have fallen to its weakest stare (ar leastin North
America) since before the Revolutionary War. Some
particularly pessimistic doomsayers were predicting
the fall of the entire sect on the continent. And the
anarchs, like everyone else, rook note. For the first
time, it seemed possible that the Ivory Tower might
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actually topple, that the Anarch Movement's future
utopia was never to be.

The Camarilla turned the tide, of course, even
taking New York from the Sabhbat’s grasp (and the
anarchs have a great interest in the development of
thar city's nascent undead sociery). Bur the close
call got the leaders of the Anarch Movement think-
ing. Maost of them, even those who support the
“blow shit up™ merhod of socieral evolurion, have
changed their tacrics.

Few Camarilla Kindred have noticed the change.
The anarchs are still making a nuisance of themsclves,
still mouthing off at the worst times, still destroying
raluable property and, on rare oceasion, asassinating
important clders,

What the anarchs are doing differently, how-
CVET, 18 pickin:_: their rargers. Cities near Sabbat
territory have been struck less often, and when the
anarchs do turn to violence in such a city, their
targets arc im'ari;tl'-l'g.' Kindred who are relatively
uninvelved with the city's defense. In cities some
distance from the front, the anarchs are specifically
targeting those clders who prove intractable in
their hatred or disdain for the younger generation.
Elders who show even the sligheest hine of a willing-
ness to negotiate are left alone,

Mor is this change only among the more violen
members of the sect. Politically minded anarchs are
making deals and alliances like never before, some-
rimes approaching elders whom they would have
avoided like the sun itself not two years ago. The
movement as 8 whole has begun wking an acrive
interesied in [Wru:ilalLiun, not I'ﬂ":l'l"q:i'y' between its own
members, but with oursiders. Emissaries are far more
common now than they were before the East Coast
situarion, and more than one elder has been stunned
by the anarchs’ newfound willingness to compromise. .
U0 SUTLE issues.

The anarchs have realized that they can no
longer afford to weaken the Camarilla with their
acrivities, Thus, their efforts are now aimed specifi-
cally at pushing the Ivory Tower in the direcrion
they want it ta go, rather than causing random
mayhem in the hopes of arteacting attention. It's o
subtle shifr, and one that may prove ineftective. But
at least the anarchs are taking the dangers of the
modern nights seriously, somerhing of which rhe
elders appear incapable.

THESABBAT

There was a time, not really all thar long ago, in
the scheme of things, when the anarchs and rhe
Sabbat seemed rtailor-made for each other. The
anarchs espoused freedom from the oppression of the

Camarilla elders, and the Sabbar offered just such an
escape in the form of their bond-breaking Vaulderie.
Both sects were far more openly violent than the
Camarilla, and both seemed willing ro acknowledpe
their inhuman narures.

Then the anarchs gor a really pood lonk ar whar
the =abbart is.

They don't offer freedom ar all, just a new form of
etislavernent. The Vaulderie misht allow a bir more
room to roam than the blood bond, but ultimately, it's
still just another leash. Forced devotion to a fanatic
ideal isn't any better than bondage to an ancienr
monster, not when thar fanatic ideal seems to he
nothing less than the glorification of the worst parts of
Kindred nature, They don’ just “acknowledpe” their
inhumanity, they venerare it, treating mortals like
than chatrel. Sure, even the Camarilla Kindred refer ro
the mortals as kine, but at least they don't make a
practice of glorifying mass murder, How could the
anarchs justify claiming equality with Kindred more
powetful than they, if they treated their inferiors
even mortals — in ways they'd never accept from their
own elders?

255

Tosaynothing of the Sabbat's holy war against the
Antediluvians. Hello! Why not go to war againse
dinosaurs while you're at it? Oh, wait, that's right.
They're extinct! Holy shir!

Tonlght, the vast majority of the anarchs bir-
terly oppose the Sabbar and everything they stand
for. As mentioned :|]'||'~'L', I]u.":.-'t'c‘ conme to realize
thar the Camarilla, for all irs flaws, is home, and it's
a home thar requires defending, The Sabbat is no
lenger to be envied or emulated as once it was, The
Sabhat is the enemy.

Unfortunately, the minority of anarchs who
haven't yet fipured this out, or else refuse to ac-
knowledge it, is still a sizable one. To some, the call
of the Sword of Caine is too strong to be ignored. A
sect where your elders can never blood bond you,
where you don’t have to follow any damn Tradi-
rions or kawtow to the maoreals benearh some foolish
Masquerade, where every Cainite has a purpose to
unlife.... It"s all quite atrractive to many of the
amimless neonares who find their way into the ranks
of the anarchs. Some only dream gbour ir, ralk
ahout it, but never actually take that final step, A
small but sready flow of anarchs does indeed join
the Sabbat, though. In fact, the anarchs are still a
major source of new recruits for the Black Hand,
though fewer now than in nights pas

This isn't o say that the Anarch Movement
doesn't have some nonviolent contact with the Sabbat.
A small amarch population exists in quite a few Sabhat
cities. They tend to keep their heads down much of the
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time, since they'd rather nor deaw arcention. Some
actively work against the Black Hand, trying o sabo-
tage rhe Sabbart from within their own territory. Most,
however, are far less brave (or foolhardy.. ), and dwell
in Sabbat domains primarily because they have no-
where el=e to oo,

Unlite s unpleasant ar best for most of these
anarchs. The Camarilla can be aggravating with its
“You're a part of us whether you want ro be or not”
policy, but it's vastly preferable to the Sabbar's “If you
aren’t with us 100 percent, you're an enemy and we're
going to rip you to pieces and eat your soul” outlook.
Anarchs dwelling in and around Sabbart ciries learn
quickly how o remain inconspicuous and to mimic
enough of the basic Sabbar artitudes and rituals so they
can pass it questioned casually,

Some nomadic anarch coteries enjoy a maore ac-
tive relationship with the bloody-minded sect. The
Sword of Caine is always happy to receive information
or favors from vampires with access ra Camarilla
domains, and the anarchs themselves are thrilled o
receive Sabbat support when waging a covert war
against a particularly loathsome Camarilla elder.
Anarch coteries and Sabbat packs work surprisingly
well togerher in those circumstances when thev share
a mutual goal. Such instances are proving more and
more infrequent, in light of both the recent war and
the anarchs’ new interest in choosing their targets
more carefully, bur i still happens frequently enough
that anarch and Sabbat Kindred don't necessarily
attack one another on sight. 1t's also frequent enough
that the Camarilla elders remaim convinced thar the
Sabbar and the anarchs maintain far closer relation-
ships than is actually the case, a misconceprion that
only perpetuates the cyele of harred and fear between
I.'I'ilL'I’S '11].||.| ;lll;l'l'l._'.l:].".

Tre New Promise
MANDARINATE

The Camarilla and the Sabbat both prefer to
ignore the Mandarinare as muich as pu:s:_‘,iblc. S0 i’—;'u'I it
hasn't proved much of a threat. The Cathayans and
their Kindred allies seem content, at least for the time
being, o remain where they are, little more than a
pocker community along the West Coast. They'te no
real danger; the Camarilla could certainly have dealr
with them casily, rather than having ta pay them off,
had the Ivory Tower not been otherwise occupied with
more pressing matters just at that time. Should the
Carhayans show any signs of allying with either of the
major sects then both will certainly step in. Uneil that
point, though, the Camarilla and the Sabbat are both
cantent to view the Mandarinate as a local anomaly
and little more,

Mot so the anarchs. Strong, even violent opinions
of the New Promise Mandarinate run deeply through
the entire Anarch Movement, but the anarchs, frac-
tious ot that they are, cannot come to a Consensus on
how those opinions should become cohesive.

To sorme, the Mandarinate is an example of what
a few determined vampires can accomplish. It's a
Kindred body separate from bath secrs! Isn't that
exactly the sort of thing the anarchs want o sce?
ranted, it hasn't been around long enough to judze
its true viability, but it seems to be going strong. More
than a few former anarchs have attained positions of
some importance in the Mandarinate. And the
Cathayans even treat their Kindred subordinates with
respect, something of which neither the Camarilla nor
the Sabbart seem capable.

Other anarchs refuse to forget, however, that it
wits the coming of the Cathayans that pur the final nail
in the coffin of the Anarch Free State. Yes, it was on
shaky ground already, beset by problems from within
and without, calling more and more on the Camarilla
for support, but when all was said and done, ie was the
Mandurinare thar killed it

The Carhayans respect their Kindred subordi-
nares! So what! They're still subordinare. The Asian
vampires aren’t any move willing to share power than
Kindred elders, they're just more polite about their
refusal. To them, these anarchs argue, all western
Kindred are an inferior species. As well expect the
President of the Unired Seates ro share executive
power with his dogs as ro expect rhe Carhayans to
share power with the Kindred. No matter how much
affection you have for the dog, ar the end of the night
he's still a dog.

Across most of the United States, this debare s
entirely theoretical. It's something more refined anarchs
enjoy discussing at asalon, somethingover which their
more raucous brethren get into brawls. On the West
Coast, however, the argument is very real, and it's
growing violent.

It hasn't yet reached the stage of anarch (or
anarch-Cathayan) gang wars in the street, but the
conflict over the New Promise Mandarinate and
the last lingering scraps of the Anarch Free State
has reached a boiling point. The Cathavans hardly
need worry about defending themselves from anarch
ambush and guetrilla warfare. Their own Western
allies, former anarchs themselves, are more than
willing to do it for them. No friendly brawls, these;
anarchs on both sides of the debate have met Final
Death at the hands of former companions. Those
few West Coast anarchs still serving as a dwindling
voice of sanity, calling desperately for some form of
peaceful resolution, go unheeded.
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Ifovertwar does erupt here, the grear sects may have
no choice but to involve themselves. The West Coast
could well be consumed in a three-way sect war berween
the Sabhar, the Camarilla and the Mandarinare, and
the only sure comclusion is thar the anarchs, caughe
berween all three, would certainly come our the losers.

THEOTHERS

The anarchs don't have much of an acritude -
ward the other denizens of the night, primarily because
rhey know so lictle abour them.

WEREWO! VES

The anarchs know more about the Lupines than
they do any of the others. Enough anarchs prefer a
nomadic unlifesryle thar they've run atoul of the
werewolves on more than one occasion, and every
anarch has heard his share of horror stories. They fear
the Lupines as much as any ather vampire. Unfortu-
nately, many of them are particularly skilled at
alienaring the Camarilla Kindred of their home city,
leaving them no choice but w move on. Even the
bravest of the nomadic coteries tend not to spend any
maore time in the counery than they absolueely have to.

MacEes

!\-'1.”\'[' i-'l'l'lilTL'hh' 1:1-\.'|'i1".i"'|-\'|l_‘l]j,’li.' TI'Ii'Il '[]'II.'ITT':II T'I'IE'l':'I.CI.L“'
workers exist; after all, the Tremere had te come [rom

somewhere, right! Of course, they know nexr to noth-
ing about them. They've na real elue how to recopnize
a mage, and even those anarchs who have dealr wirh
these peaple (and rhere are a few) don't really under-
stand how their sorceries work, With the arrogance
typical of the Kindred, most anarchs dismiss mages as
normal mortals who happen to know a few tricks:
useful in the right circumstances but nothing to be
concerned abour.

GHOSTS

The typical anarch doesn't really believe in ghosts.
Sure, she knows that there's something our there the
Giovanni and orher necromancers talk to and conrrol,
and ghost is as pood a rerm as any, Bur the notion of 2
disembodied spirit living on after death serikes most of
them as too weird o he real. Besides, if there were
really ghosts, wouldn't they haunt vampires more than
anyone else, considering how many people some vam-
pires kill?

It only they knew. .,

HuwNrvnas

Morrals are dangerous. That's the whole reason
behind the Masquerade, and most anarchs under-
stand that. Bur ar least where the younger anarchs
are concerned, mortals are danperous only in prea
numbers. Most of them can’t really rake seriously
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the notion of a single morral posing any real threat
to them. Only a very few have heard stories of a new
breed of hunrer, one that seems to possess super-
natural powers of its own — and most of those who
have heard of these hunters have so far mistaken
them for mages,

THEANARCHMOVEMENT

It surprises no one that some of the most hirter
and deep-roored dispures among the anarchs, and
some of the most wide-ranging attitudes, have todo
with the Anarch Movement itself. Even when they
can agree on their ultimare goals, the anarchs cane
not seem to reach a consensus on how to artain
them. That's the problem with an organization
based primarily on passion: If its members were
willing to think logically and compromise their
ideas and ideals, they wouldn't be passionate abour
them. This, more than their lack of numbers or
political clout, is the chief stumhbling block between
the Anarch Movement and some iora of success.
Belore they have a hope of dealing with their rivals
outside the sect, they're going to have ro do some-
thing abour the conflicts within.

Finresvs. NEONATES

The generation gap, as it were, isn't as dramatic
among the anarchs az ir is in the Camarilla proper, but
that doesn't mean conflict between sire and childe
doesn't exist

The stercotype is that young anarchs tend to-
ward violence, elders toward political maneuvering,
and while there are a large number of exceptions,
that stereotype is correct as often as not. Among
Kindred as well as in kine, rebellion is very much a
phase of youth. Combine that with the fact that
many anarch neonates come from a generation used
to quick results, raised with MTV attention spans
and week-long wars, and the result is a Kindred
I"I 1| "'”ln: i.':.r”. ||LL1]'\r‘|lrlL"L| ri],‘_:‘_"[tlrlg ]I_T_b DWW 1,'.!'.1":|| [OW.
When these impatient, instant-gratification types
enter Kindred society and discover that all the
rights they'd taken for granted as mortals have been
stripped from them, well, it's no wonder they're
inclined to start breaking things.

The elders have learned thar you cannot rush the
Kindred. Static, stubborn crearures, slow and steady is
the only way o make them do much of anyrhing
They've had time for their tempers and their righteous
indignation o cool, and they've had a few years to
learn that undeath is not something to be thrown away
Lightly. Violent elder anarchs exist, just as diplomatic
younger anarchs do, but most elders prefer ralking to
screaming, boons to hombs.

le would be oprimal if the younger anarchs took
advantage of their elders' wisdom, and if the elders
provided a focus for the neonates’ passions. Things
might actually get done that way. Instead, the
generations spend an enormous portion of their of
time yelling at and berating one another for either
heing too soft or too mpulsive, and the Camarilla
machine grinds on, ignoring them horh.

DIPLOMATS VS. AGITATORS

Roughly paralleling the generational divide is the
split berween anarchs who want to carefully construct
a new government out of the raw materials of the old
socety, and those whowant 1o see the old thrown down
and rrampled before they even worry about building
somerhing new.

When most other Kindred think of anarchs,
they think of the agitators: Molotov coclrails, mo-
torcycles and nine-millimeters. These (normally
young) vampires are angry, pure and simple. They're
angry that they've heen condemned ta the lowest
rung of society’s ladder just because they were bomn
(and Embraced) in the wrong century. They're
angry that those who oppress them enjoy untold
amounts of prestige, wealth and status, They're
angry thar the entire system is designed to propa-
gate the eycle of supremacy of the eldest and 1o
maintain the status quo. And since they don't have
the political clout ro make the elders listen to them
any other way, they'll zet their attention the only
way they can: Elders who retuse to hear the seream-
ing of the masses sure as hell will hear the crackle of
the tlames,

So the anarch agitators have the elders’ at-
tentions, and they're starring to realize thar they
don't have a clue what to do with it. Somehow it
never occurred ro them thar the Camarilla re-
sponse might be to strike back, ro make unlife
miserable for the anarchs, rather than to try 1o
find our whart the problem is. These anarchs are
caught now in a vicious cycle. They keep atrack-
ing, not just to attract attention, bur in
retaliation for the Camarilla's own retaliatory
strikes. They can't afford ro look weak, so in-
stead they look psychotic.

While this may be the face of the anarchs orther
Kindred most frequently envision, it’s not their only
one. For every anarch ina ]C:Ll]mrj;iu_'ktl starting fires,
there's another in a three-piece suit trying to talk rhe
prince out of setting the anarch on fire in tm. These
anarchs, many of whom are just as wealthy and well
connected as their Camarilla counterparts, know thar
the Camarilla will never bow to pressure from the
outside. Instead they work to Begotiate changes from
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within, to try to persuade the elders that the anarchs
have a valid point

Ot course, convincing a creature who's been pre-
eminent among his brethren for four cenrturies that
power sharing is a viable option is nigh-impossible, bur
dammit, they're soine to wy.

Many members of each facrion acknowledge
the need for the other. Apgitators realize that vio-
lence alone won't resolve the situation, and
diplomars recognize the occasional need to make a
point or to remove a particularly stubborn obsracle
oo compromise. On the ocher hand, an equal por-
rion of each side despises the other, blaming them
for the failure of the Anarch Movement to abrain
its objectives. These political-minded anarchs blame
the bomb-throwing lunatics for destroving their
credibility and making the elders think of all anarchs
as manic cterrorists, Thar disdain s returned in
spades from many violent anarchs who believe that
any attempt at negotiation with the enemy is a sign
of weakness and pandering at best, and high treason
1T WOTST,

JoiNING THE CLUB
It wouldn't be envirely inaccurate o say thar the
anarchs will accept any Kindred who wants to join.

-

h
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than that, their very morality and emphasis on equal
(PEOETLnITy tor all Kindred demands o
cveryone an equal chance.

They're il*"l“k'rilh' enough to take anyone who mi;

it they pive

This doesn’t mean thev're stupid about it
Any vampire can clatm anarch allegiance, nof
course, but anvone who tries o involve herself
seriously in anarch affairs and politics can expect
Loy ]|.l\.|.'l-'|n.' I.li.'l |1U.|..lu!]l-l.l[h] and former affil dations
examined with a microscope. Every enemy imag
inable, from undercover archons to Sabhar saldiers
trving to get close to Camarilla targers to Assamire
advisors to Serites rrving to inflame the Camarilla
anarch conflicr, has tried to worm his way into
what passes for the upper ranks of the Anarch
Movement. It's a source of some chagrin ro thi
anarchs that a grear many of them have suc-
ceeded, and they're determined o allow no mor
of it in the future.

Still, assuming any given Kindred can make :
tairly solid case thatshes norallicd with the anarchs'
eniemies, she's usnally accepred, ar least on a provi-
sional The anarchs no formal
probationary period. She's simply considered a new

I:"-\.“‘i‘\'. ||.I,'-,'|,'

arrival and not to be fully trusted until. .. well, until

she's trusced.
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CHILDER

The anarch leaders are a lor more picky abour
new Embraces, or at least they try to be. As men-
tioned above, anarchs as a whole don't care much
for the Tradition of Progeny, Many, particularly of
the younger generations, Embrace when and whom
they feel like, regardless of their elders’ wishes.
Those who try this in a staunchly Camarilla ciry
either flee quickly or find themselves staked in a
room with an eastern exposure, but those who
choose anarch territory for their procreation usu-
ally get away with it.

When they have any say in the matter, anarch
leaders (and others particularly devored to the cause)
aren't so much interested in who anarchs Embrace
as in who they don't. They'd certainly prefer char
'n.l.r"n.ll\.i{llt‘.l‘ |_";.' 1.’1‘- SOMCe use Loy [I:'LI._' v ement, l“'l.l[
they're more concerned with making certain chat
they won't prove harmful. Particularly among the
more violent anarchs, a tendency to Embrace some-
one simply because they know how to handle
themselves in a fight has arisen, This has proven to
be a dangerous trend ar best, resulting in anarchs
who are interested in violence for the sake of vio-
lence, not out of a desire to advance the ideology.
Many of these neonates end up resembling the
sabbat packs of urban lepend and cause rather
horrendous amounes of damage and bloodshed be-
fore they're put down by the Camarilla (or, in a few
extreme cases, other anarchs),

The problem, ultimarely, is that young anarchs
ufren wish to Embrace a loved one, a t_::u-:nj friend or
just a mortal they find particularly fascinating.
They see the Embrace as a gift, and rhey want to
share; perhaps a laudable impulse, but one danger-
ous in the exrreme. This tendency to sire without
permission (and ofren withour forethoughe) has
produced a number of problematic neonares beyond
the near-psychotics. Most of these Embraces end in
catastrophe when the childe proves emorionally
and psychologically unable to hear the burden of
undeath. Dramatic suicides Lor, on occasion, mur-
der-suicides) are far more common in anarch
neonates than anywhere else. One recent case in
Louisiana, not far from New Orleans, invaolved an
anarch Embrace that resulred in the Final Deaths of
no fewer than seven Kindred. Not only did the new
childe murder her sire and twa of his corerie in a
mad frenzy before raking her own life, bur the
violence was public enough to draw the arrention of
the Sociery of Leopold, who slew three addirional
Kindred betore |.1-.'|‘r;|1'lin|_:; the resion.

Other candidates prove incapable of keeping
their condition secret, and have to be pur down,

often by their own sires. All in all, it’s convinced
the anarch elders thar there’s a definite valid
purpose behind the Third Tradition, bur the
younger anarchs still go blichely alone Embracing
as they will, unwilling or unuble ro open their eves
to the repercussions.

Enucation

Since barons and other anarch leaders have no
practical way to enforce the Third Tradition with-
out tearing the sect apart, they've settled for the
next best thing. They attempt to ensure that all
anarch neonates receive a IL'I'I']'I]'I"II_L"[L‘ education in
both the physiological and sociological aspects of
Kindred unlife. The barons can't force the young
anarchs toabide by a particular curriculum, of course.
Rather, taking a cue from mortal charirahle institu-
tions, they've bepun offering what amount o
teaching tips and even, in some ciries, educarional
programs. They proselvtize primarily through word
of mouth, bur alsu through coded messages on
Internet bulletin hoards and newsgroups. Many neo-
nates, when they finally realize the monumenral
task they've taken upon themselves in Embracing a
childe, are anly too happy o let someone else
shoulder the burden of teaching the basics. Even
somme of the newly Embraced, lefe to find their own
way in the world, hear of these programs and decide,
on their own, to seek them out.

Of course, the education offered, particularly as
regards Kindred sociery, isn't precisely unbiased. A
neonate emerging from one of these programs has a
pretry solid grasp of the Camarilla, but it's pre-
senited in such a way to all but puarantee anarch
sympathies in the student. [t's not quite brainwash-
ing — the anarchs would simply call it telling it like
it is — but it certainly poes beyond rote memoriza-
tion of faces. Srill, at least these programs hammer
home the importance of the Masquerade if nothing
else, ensuring that none of these ill-conceived neo-
nates 15 going to threaten the Kindred as a whole
with their own ignorance. To date, perhaps a half-
dozen of these programs operate, scartered across
the United States and Canada. The oldest and
largest is located in San Bernardino, and is run by
former members of the Anarch Free Srate.

Grours

Considering that the very concept of a ghoul is
diamerrically opposed to everything the anarchs stand
for, it's shocking how many anarchs seem to surround
themselves with them.

If unarchs are somewhart lax in their selecrion of
childer, they can be downright promiscuous when it
comes to ghouls. Gora girlfriend you want ro keep with
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you through the years! A good drinking buddy youmiss
hanging with? A flunky you need to run YOUT €t rands
during the day! A street-comer dealer or whore who
can dish vou all kinds of pood info, not o mention {in
the dealer's case, anyway) hook you up with a tew
hundred pills for your sideline business or slip you a few
bills of emerzency cash! How about your favorite
mechanic, the only guy who's ever managed ro make
that American car of yours run just vight! What if
something happens to him!

Better give them a few sips of your vitae now and
again, just to be on the safe side.

[t's been said thar chere are more anarch ghouls
rthan there are anarchs. While this is probably some-
thing of s exageeration (no one's raken a census to he
sure, but the logistics would be a nightmare), there's at
least a kernel of truth toit. Even the Camarilla, which
practically runs on ghouls in several respects, has
customs and traditions keeping their population down
to reasonable numbers. The anarchs have no such
constraints, and ir shows, More than one anarch has
been forced to ler some of his ghouls lapse, simply
because he couldn’t keep himself fed well enough to
maintain them all

Along those lines, it's worth noving that anarch
ghouls have a relatively high tumover rate. It'sa lot
easier to abandon a ghoul than a childe, and as soon
as thar oirlfriend, drinking buddy or whoever gets to
be more trouble than they're worth {or just no
longer interesting), all the anarch needs to do is stop
feeding them.

Acrually, it'snot even remotely thatsimple, but
most anarch neonates don't discover that until it's
too lace.

The blood bond, of course, can last for moths or
even vears after the final swallow of vitae, to say
nothing of the petentially addicrive aspecrs of aghoul's
heightened scrength and vitality, Most anarch ghouls
haven't been ghouls long enough to suffer any rapid
aging when they cease drinking from their domiror,
The result of an anarch’s fickle fancy is often a men-
tally and emotionally obsessed individual who knows
everything there is to know about the former ohject of
her affection. The notion of any mortal (other than a
professional witch-hunter, perhaps) stalking a vam-
pire, rather than the other way around, may sound
laughuble, but it happens with the ex-ghouls of anarchs
surprisingly often, and the results aren’t always as
foreordained as one mighe think.

And this doesn't even begin to account for the
Masquerade threat a lapsed ghoul represents.

Many idealist anarchs frown on the notion of
keeping ghouls and try to dissuade their brethren
from doing so (with a notable lack of success,

aobviously), This isn't simply to avoid the problems
discussed above, though rthar does enter into ir.
Rather, these idealists consider the process ot hlood
bonding anyene, even one of the kine, to be no
better than the way the elders of the Camarilla have
treated the anarchs themselves. [f we are wo fighe for
I.‘_'l_|L|i,-'I]_i,{".-' fUl' ;‘!EL tl’:u'!,-' ATEUE, thar cannot Just include
the Kindred. Mortals must have some basic rights in
the system as well.

The funny thing, in a gallows humor sore of
way, is that most anarchs agree with this notion, at
least in theory. Even the neonates mentioned
above, the sort 1o surround themselves with more
ghouls than they can comfortably maintain, would
argue that enslaving a mortal to the blood bond 1=
an evil rhing.

“Whar? Well, yes, L have ghouls, bur that's very
different! They're not slaves! We honestly care for
cach other! We're happy together, aren’t we!” This,
of course, is followed up by a throacy chorus of yeses,
confirming in the anarch's mind that while bload
bonds and ghouls might be a bad thing most of the
time, it's perfectly justified in this case. The Kin-
dred, especially those as passionate abour rheir
cause as the anarchs, have always had a sad faculty
for selt-delusion,

THEANARCH
UNLIFESTYLE

In many contexrs, the distinguishing factor be-
tween anarchs and loyal Camarilla or Sabbat vampires
is their tactics as much as their ideology, While sect-
loyal Kindred may plot and scheme against their
elders, it is usually for their own personal gain. Not so
tor the anarchs — a certain clement of, “If the elders
won't share ir, then no one can have it" exists. Such
cxalitarianism (even if it is self-denving egalitarnan-
ismn) gives many non-anarchs pause, and they see the
movement as cutting off its nose to spite its face.
They're just being jealous, these Kindred say, and
they're denying to those who have already claimed
such prizes what the anarchs cannot take for them
selves. The anarchs, on the other hand, often seen
themselves as stoics or martyrs, already suffering and
wanting others to see how good such others have itar
the expense of everyone else.

What many non-anarchs fail o consider about
the subsect is that the anarchs face more than
politics as part of their nightly existences. The
anarchs are not one-dimensional agitators, exist-
ing only for the purpose of challenging the status
gqua. It is rrue that the polirical struggle shapes

Chammee Two: Wars oF HE Asenc Causaps

61




N el

much of an anarch’s unlife, only the foolish fail to
consider thar anarchs, like all Kindred, are vam-
pires first and foremost. How could an anarch rise
each night to continue her strugele if she didn't
teed on living blood! Why would unlife be worth
living (s0 to speak) if it were all tist-shaking and
threatening diatribes? Mo, the anarchs suffer the
same moral qualms, the same weights of undeach
and the same obliviating memories of their mortal
lives as all other Kindred. It's simply the circum-
stances thar change,

Whar, rhen, do the anarchs do! In the modern
nights, being an anarch entails far more than shakine
one's fists at the prince night after night, or shaking
one’s fistar the idea of the prince when he's not around
to antagonize directly.

FeenING

The anarchs have placed themselves in a pre-
carious position. By distancing themselves from
the Camarilla, they ostensibly decline the value
the Ivory Tower does have. In social and political
circles, this can be troublesome, but that's the
anarchs' intent. Where they harm themselves is
with regard to the precious vitae that allows them
to rise each might.

[he act of feeding itself is no different for the
anarchs. Some choose to hunt as predators, others
as blood-thieves in the nighr while still others
restrict themselves to animals or ply their trade as
Casanovas, An anarch's prime concern, whether
she knows it or nor, is upon whose domain she is
poaching when she feeds.

In some cases, the hapless anarch hunts within
a domain claimed by another Kindred, Elders, espe-
cially, can become very jealous 'lE'.Tl‘Jf_"f find our rhar
i Pm.'k of self styled FOEUes and revolutionarics 15, 85
one venerable Toreador put it, “claiming the lord's
due.” In this case, obviously, the elder exhibits some
downright feudal notiens of domain, but the con-
cern 15 there nonetheless, At hest, the anarch is a
thiet. At worst, she's fodder for an elder's cruelest
whims by way of recompense. Even younger Kin-
dred are typically loath to share the benefits of what
domains they have been able to establish, and for
pood reason: If it makes it back 1o those Licks in
power that he's been soft on the anarchs feeding
from the kine — or aiding them — that Little bit of
JL'I[IL"liH ]'l{.‘lh' lﬂ:lﬂi'lj_:m.l Lo PrOCUTe may not }"I.: }us ﬁu’
long. For the Kindred claiming the domain, it's a
double-edged sword. That is, if he allows the anarchs
to feed without permission, he may be seen us
sympathetic with them. If he cracks down on them,
not only does he likely carn theirenmircy, he also has

v

to attend to the matter personally. This doesn't
mean thar he physically pacrols the streets in all
cases. He may turn a zealous sheriff or scouree on
the threat or bribe a particularly thuggish Brujah o
crack anarch skulls in the Jomain, but it's still a
petty detail that needs handling, as if maintaining a
domain alone wasn't enough trouble.

Even if the anarchs' hunting grounds don't fall
under the established domain of a local Kindred, if
they're in a city that has any sort of sect presence at
all, they're teeding in territory that is theoretically in
the domain of the local prince {(or hishop or arch-
kishop... ). Even accepred Kindred are understond o
have that authoricy figure's permission to feed: it's
part of acknowledpgement. The anarchs, however, in
refuting the supremacy of the local sect, have also
denied the prince’s permission to slake their thirsts,
I most cases, princes tum a blind eve — unless the
anarchs arealready being dealr wirh in some capaciry,
it's just not worth the bother or expense o stalk them
and wait for them to commit what amounts o«
minor infraction. After all, the Camarilla claims all
Kindred, no matter how truculent, or at least ir
pretends to, and ic can’t selectively choose which
benefits to extend and which not o, Still, some
hardline princes have maintained that since the
anarchs openly state that they believe the Ivory
Tower's Traditions don'tapply to them, so be it. They
don't. And those anarchs receive none of the protec-
tionn of consideration those Traditions offer as a
result, which means rhar they're considered non prata
in those prince's cities.

In those cities with such extreme policies against
anarchs, as one might expect, matrers grow very ugly
very quickly. As the prince spouts his diatribe, the
anarchs counter that the prince is merely making the
anarchs point — they're against his position and
what it stands for, who gives a fuck whether or not he
thitiks they'te allowed to hunt in *his” city anyway!
As often as not, anarch conflicts with existing secr
structures begin with rhis issue or it's the proverbial
straw that breaks rhe camel's hack, Becuuse it's a
tundamental need for all Kindred, the marrer of vitae
is a linchpin in ideclogy and the conflict thar goes
hand in hand with i,

Some few anarchs have acquired enough status or
inspire enough fear that they can effectively claim
thetr own domains, even in cities in which the
anarchs aren’t the most dominant sect. This isn't a
perfect solution for the anarchs asa whole, however,
because rare 15 the anarch with enough foresighe, et
and potential to claim a domain who also wants it
overrun with hungry anarchs claiming what blood
they will because "one of cur own™ is in charge. This
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sometimes becomes a stumbling block for those es-
teemed anarchs, as their fellows resent her keeping
rhe domain's precious resources ta herself.

SOCIAL AFFAIRS

Like all Kindred, anarchs crave the compan-
ionship of athers, even if anly to pretend they're
not blovd-sucking fiends of the nicht for a few
howrs or to lord their own accomplishments over
others. These are largely the same as Camarilla
institutions, with a few differences. Some commu-
nities of anarchs have begun a tradition of “anarch
Elvsium.” in which all anarchs may come to con-
gregate without fear of violent reprisal (usually as
aresult of some political ideal or a venderta). Non-
anarchs visiting anarch Elysium aren't protected
by the idea of Elysium, however, and a few have
arrived as puests of one pack or anarch, only o
leave mauled (if they leave at all) at the claws of
another. While this does place some amount of
strain on anarch factions in many cities — desig-
nating a capahle enough Kindred ro acr as Keeper
of Elysium takes that able-bodied Kindred away
form the {ront lines — it allows the anarchs o
make a show of how far they've come. Opponents
of anarch Elysium, as it stands, can be quite numer-
ous and vocal. In their opinion, the purpose of
being anarchs 1sn't to mimic Camarilla customs
but to rebuild them as working models. This is a
popular conceit among the Anarch Movement, it
should be noted, and Elysiums are few and far
between, existing only m cities where a baron (o
self-styled baron) can not only have the Elysium
recognized, but can maintain it.

Another anarch convention adapred from
Camarilla unlifc is the salon, which is the preferred
socio-political forum of more ideological anarchs.
Held ar wharever venue the organizing anarch can
put together —a hotel, a wealthy anarch’s estate, an
abandoned warehouse — the salon is a place where
Kindred meet to discuss philosophy of all stripes.
Much less emphasis lies on appearing fashionable
than at Camarilla salon occursatanarch satherings,
and much of the atmosphere of leviry is also absent,
Anarchs who favor these sorts of affairs see them-
selves more as philosphes and less as wealthy patrons,
it whose Age of Enlightenment parties the salons
have their conceptual basis. While not necessarily
dour, anarch salons are often “down to business”
from beginning to end, which is why they are often
attended by elders and idealists rather than those
anarchs with a more agitprop or rambunctious bent,
It's not even unheard of for guests w he loyal
Camarilla Kindred, attending for the purpose of

intellectual debate or diplomacy. While not as dry
as voung anarchs would have one believe, anarch
saloms are typically far more somber and cerebral
than their Camarilla counterparts. Nove that the
key word is typically — Camarilla Kindred are
perfectly capable of having salons that are more
than venues for Kindred to peacock their finery, and
more than one anarch salon has starred as a discus-
sionof neo-Marxist interpretation of the Camarilla's
Traditions and ended as a mass homicide of urban-
legend proportions.

Borrowing a page from the Brujah, the anarchs
also occasionally host what are known as rants.
Rants are similar in theory o salons, bur their
implementation is different. Thar is, a salon s usu-
ally a small gathering ot anarchs tor the purposes ot
discussing a new idea, a political philosophy or a per
theory. A rant, on the orher hand. is something like
“open-mike night” in anarch territory. Anyone
not just anarchs — can come and speak his mind on
any issue ar all. The only formalicy is thar its a
popularity contest. Speakers of unpopular ideas may
well find rhemselves shouted or beaten from the
pulpit (as it were) while voices espousing more
favored ideas may be called for numerous encores
and even demanded to extemporize on pain of, well,
more beatings. Obviously, these gatherings are a bit
more brutal than salons, and they're often the method
of choice for anarch firebrands to stir up the crowd.
Thev also serve harons by giving local anarchs an
opportunity to let off steam with a bit of sincere
debate. Like salons, things can go awry if whoever
decides to hold the rant allows them to. It's not
uncommon to have mortal gangs or physically im-
pressive ghouls on call nearby in case the assembled
anarchs let their passion get out of hand, but even
this is slim insurance. Given that only the largest
cities have anarch communiries that could qualify
as full-scale riots if incited. the environmenr is
generally safe — but let the ranter beware,

Another tradition co-opted from the Brujah,
hand in hand wich the rant, is the rave. Second only
to their open actions against the sects, raves are the
reason the anarchs are seen as violenr. Anarch raves
arc parties, much like those of the Brujah, and are
equally as likely to end up in significant personal
and property damage, but the anarchs take it one
step further. Whether they'te being ironic or genu-
ine isn't the poinr (and surely some anarchs are on
each side), but almost every anarch rave is based on
some sort of cause. That is, anarchs may hold a fund-
raiser — just as likely to line their own pockers as it
is to aid whatever cause they're putting on the
invitations — or a release party or a benefit concert
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or anything else as an excuse w kick back, relax,
maybe get in a good-natured brawl or two and
otherwise party like the world ends tomarrow night,
These affairs are usually open o all Kindred, but
most importantly, they're opportunities for anarchs
trom all over to congregate and socialize. Anarch
raves usually feature loud music, hoozes or drug-
spiked vessels, a handful of “virgin® blood dolls, and
any other debauchery any anarch anyvwhere has ever
had a kink for. These affairs aren’t subtle, and
they re not for putting on airs; that’s for salons. No,
a rave is a no-holds-barred parry thar most of its
attendees are likely to rake scars home from. They
occur in places no one really has any business wan-
dering through: docks, warchouses, abandoned
subway tunnels, even on commandeered city buses.
Those suitably insulared from sunlight have been
known to rage for several nights, with the assembled
Kindred dropping to slumber during the daylighe
hours and rising again when the sun sets ro keep the
party going. As might be suspecred, the “cause” is
really little more rthan an excuse to throw a party,
and they're made up ar least half che time, with the
donation jar at the door (or wharever passes for ir)
absconded with before much time passes, whether
to line the anarchs' coffers or thieved by some
miscreant. In the end, though, no one really cares,
as it's all about a pood time oo lift the weighr of the
burdensome political strugele that colors so much of
the anarchs' unlives.

THESTRUGGLE

When the anarchs do artend to their core
conflict with the Camarilla (and, less often, the
Sabbat), they do it in a variety of ways. While
discussion of tactics is moot, as it varies with as
many anarchs as have undertaken the cause, cer-
tain trends in anarch sryles have arisen over the
course of the movement's existence,

SMASHANTY GFrRAR

Often misunderstood as the de riguerr anarch
style of rebellion, the smash-and-grab technique is
most popular among young anarchs. Unsophisticated
and, at least in the long term, bound to make more
enemies than allies, this method is effective in the
here-and-now

In short, the smash-and-grab is the practice of
open, violent attacks on the spheres of influence of

the dominant sect. Anarch proponents of this method
burn havens, hurt or kill conracrs, smash windows in
Kindred-owned stores, and generally try to wreck
whatever it is a rival Kindred claims as his domain or
counts among his assets. It's painfully and frighttully
effective, initially if not permanently.

v

In theory, smash-and-grab tactics are designed
to wrest assets from another Kindred's hands in
hopes of acquiring them for oneself. In practice,
however, it is rarely so completely successful, as
many anarchs tend to focus on the smash and pay
less attention to rhe grah. Either that, or the
anarchs are eminently unsuited to the degree of
finesse that handling the asset or domain re-
quires. It's not so easy to kick in the door of a
county clerk's office and scream, “You work for me
now," expecting positive results to come of it.
Likewise, a Kindred wha's covered her tracks well
as a shareholder in a company won’t be 50 casily
uprooted. Assuming physical action by the anarchs
causes a level of calamity thar the company can't
deal with outright, it's not likely to flush a Kin-
dred our of hiding. In these cases, the best the
anarchs can do is inconvenience the subject of
their ire. This isn’t without its own value, and
many more savvy anarchs understand thar —
frighteninga Kindred' s contact into staying home
tor a day can cripple that Kindred if she was
cxpecring the toady to do something for her. If a
Kindred's invested company's shatres take a dive
and there's a moratorium placed on rrading, she
won't be able to liquidate any of those assets.

And, if nothing else, it makes a big noise for
everyone to see. After all, il everyone can't see what
you're up to, they'll never know that you're a threar.

So goes the reasoning, among young anarchs
especially. Such blatant displays are rhe reason
most other Kindred see the anarchs as a chaotic
and terroristic subsect, The more subtle plots never
become visible — smush-and-grab iz all anvone
sees in acrion.

In some cases, this is the intent. A clever anarch
will encourage a rowdy pack to ride their bikes into
some elder's salon and hoor in the fangs of anyone
who stands in their way., Then, while everyone's
arrention isdiverted by such heinous behavior, they'll
execute their own skullduggery in the shadows.
Oftentimes, young anarchs tricked into performing
diversions don't even care that they've heen used.
Among the more violent anarch gangs, they're just
glad to have the chance to kick some ass and make
names for themselves doing it.

Heanto Hoan

Certain anarchs maintain that there's no differ-
ence berween the way an anarch handles his affairs
and the way any other Kindred does, More moderate
anarchs often take this stance, and compete for do-
mains and influences in the same arenas as other
Kindred, r-!r-:';inq at the Jyhad as though sect had no
bearing on a Lick's disposition.
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SToRyTELLER s OPTION: STATUS AS REPUTATION

In many anarch circles, being established isn't as important as having people who have heard of you.
[t may seem less substantial, buc it’s true — in the modern nughts, many anarchs recognize their fellows who
have commirted daring exploits over those anarchs who have earned less spectacular respect. The heroes
of the anarch cause are often exaggerated to become the stuff of legend, and the radical who blew his own
arm off when rigging a hated primogen’s haven to explode at midnight on Mew Year's Day will find himself
the hearer of a twisted celebrity once he rouses himself from torpor.

Tothis end, some Sroryrellers may wish to interpret the Status Background a bit differently with regard
to certain anarchs (or, actally, any character whose fame applies only to Kindred instead of the mortal
world ). This is a variation of the Status Background because it affects the Kindred world, and works largely
in the same way as Status, as opposed 1o Fame, which specifically represents how well the character isknown
among the living and the undead.

Characrers whose Status is based upon their reputation enjoy that Status outside their normal area
of recognition, That is, Smiling Jack is known all across the United States for his antiauthoritarian
pranks, bur he holds no formal title among anarchs or the Camarilla ar large. Still, his repurarion
precedes him; Smiling Jack is a common name among anarchs and even loyal Camarilla Kindred.
Storytellers may wish ro reflect this by allowing his notoriety to substitute for Starus, representing the
Kindred's having heard of him.

Reputation is no substitute for Status, however, as it doesn’t confer any respect or acknowledgement.
Sure the prince may have heard of you, but if he's heard of you because you pulled the wool over the eyes
of some rival elder, that's no guarantee that he respects you for it. Note the reputation isn't always infamy
or negative, it's just not validated by the institutions of any secr.

MNate that reputation is also possible to falsify. In the modem nights, Kindred work harder than
ever to keep their faces from the media and other avenues of communicarion. It won't do to be seen
at a gala dinner for the mayor tonight and to bee seen there 50 years from now, looking like you haven't
aged a day. Such being the case, unless everyone knows what a Kindred looks like, it's a relatively
trivial affair ro present yourself as someone else {either more or less famous. .. ). Obviously, Kindred
who have met a Lick with a reputation would be inclined to remember who she was, but someone
bandying about the name on its own before people who have never met the reputed Kindred won't
necessarily have any reason to suspect she's not who she says she is. The world of the Damned is a
paranoid one, however, and those who would claim a legacy not their own or occlude their own
netariousness had best tread carefully.

. Figure of minor repute; local Kindred celebriry

e Figure of moderate repute; hero of the cause

ses Figure of major repute; champion or renowned leader
sase An icom; the crowd chants VORIL Name

A legend, such as Smiling Jack or Jeremy MacNeil

As so many moderates favor this position, itisone
of the most dangerous ways of unlife one could under-
take. On the one side, Kindred loyal to their local sect
often see the anarch as just that: an anarch outside the
systetn who has no righre to claim the protection of the
Camarilla's Traditions as described above, To these
Kindred, who cares if the anarch has claimed an area
as her domain? She's an anarch, so she doesn't gain the
benefit of the Camarilla's Traditions, On the other,
anarchs who see their fellows ]ﬂ;l‘,'inu ]'!‘5' the same rules
as the enemy often mistrust them. If the moderates are
S0 'l.t'iilu_'[t_{ Bl ’[i_riluu' lhl:. L::_'l:]u'lt‘lt]ﬂlﬂ |r.:',:|'.l. rlmy reason,
well, then they're not anarchs ac all.

Pinned between these two hostile factions,
moderates often just ignore them both and worry
lll'fll_'lLlL t]_ll._'l['l_'l“'l‘ CONMCeTrns. I._.I"|“.|.|.I",". lll'll"- 1= rllH satest
route, as the two other sides care more for having
someone to revile than they care abour doing
something about them, but occasionally things
turn ugly. As soon as one side makes a move agninse
the Kindred, the other side just as quickly makes an
example her. In these cases, if the Camarilla moves
the Lick, the anarchs declare her o martyr. If the
anarchs tum their back on her, the Camarilla uses
it as an example of the inherent instability of rhe
anarch model.
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The whole point of the Anarch Movement, to
the Kindred who practice this method, is to rebuild
it so rhat it works berter, not reinvent the wheel,
The Traditions are fine: they're just interpreted
incorrectly or with too much authority in any single
Kindred's hands. Since power corrupts. any Lick
with the ability to judge the fates of his fellows is
inevitably going to misuse ir. That's why they've
joined the movement — to remove the potenrial for
abuse from the system.

Prosonen Wornson Hoxneven Lips

The preferred method of more experienced (that
is, less reckless) anarchs, as well as elders of the
faction, inrellecruals and idealists is simply the smash-
and-grabmerhod with a far less visible modus operandi.
EH'ni"]I-;I-ui?l is less on the smash and more on the gml'u
with every asset they seize, the elders of the Camarilla
have one less weapon to turn against their childer and
the revolution moves ever forward.

I'his method also bears similarity to the head-ra-
head method described above, except the game is
played well enough that the smoke and mirrors hide
just what it is thar the anarchs are up ro. Practitioners
of this method trumper their own successes inrernally
to keep the other anarchs apprised of the movement's
progress, but they don't draw any undue attention
from the Camarilla itself, in hopes of avoiding is ire.
While nor as blatant as smash-and-grab, this school
of thought nonetheless has its casualties, as recalci-
trant Kindred who stand in the way somerimes need
to be removed.

The problem here is the quier with which this is
handled. Since deception is the intent, howcan one be
sure that an anarch who wrests an asset from an elder's
grasp plans to use it for the anarchs' benefit? Indeed,
many defectors who retum 1o the Camarilla fold were
adherents 1o this philosophy, and indeed have honed
their skills among the anarchs.

G AMES
ANARCHS DL.A‘I’

Une thing the anarchs believe that seems lost on
the Kindred of the Sabbar and Camarilla both is that
unlife shouldn't be all treachery and morbidity. Hell,
you've got superhuman abilities and vou've gor all
eternity in front of you (assuming Gehenna is a mvth
and that some idior mortal with a nuke doesn’t spoil ic
tor everyone). Make the most of ic. Enjov it. Turn
God's curse into a blessing,

As they do almost everything else, the young
warchs take thar concept to extremes. They've

invented a number of games over the yvears, not just
fun pastimes but tests of machismo. If you haven't
survived a game of MNines, you can't really call
yourself an anarch.

Most of the elders and the idealists of the sect
trown on this sort of behavior. In addition to being a
massive waste of time, these games are dangerous —
sometimes to the people around them, nort just the
players. The youngsters really like them, though. And
besides, they're not thar dangerous, not like those
damn fire rituals the Sabbat holds. Mostly they're just
designed to make an anarch look really damned cool in
front of his fricnds.

Nines

The game of Nines is usually played well away
trom... everything, often as far beyond the city limirs
as the anarchs can go and still feel isolated from the
Lupines. In most respects, it's a combination of
painthall and tag, often with a hir uof capture the flag
thrown in. The rules are fluid and change from game
to game. Somerimes if you're shor you're out of the
game, other times it just counts as your rival’s poin:.
In essence, it's simply a bunch of young vampires
running around a confined area blasting away at each
other and raising a little hell.

The difference berween Nines and painthall, of
course, is thar the anarchs vse real guns and live ammao.
“Nines" is a shortening of the game’s more proper
name, Nine Millimerer Tag.

Despite the name, most players prefer to use
lower caliber weapans, although a few really macho
anarchs occasionally get together foran “all big puns”
Fame. Nineshﬂﬁnmnymhcr variations: no automatic
weapons, all automatic weapons, limited shells, even
one in which the players ave permitted to make use of
mortor vehicles,

T] 1= |_;,1'|.|_1:'r '.it‘ll."r"':ﬁﬂl ru EC-, TN T i.'ll.lnl_]bt eV ey
game ot Nines, is no deliberate head shots.

It hardly need be said that this entre affair is
one massive Masquerade breach waiting to happen,
and wise players invariably have lookours stationed
away from the game to warn them if someone, be it
an innocent bystander or a seriously pissed-off sher-
itf, is approaching.

SHTY-NINES

Mo, it’s not what it sounds like, Sixry-nines is a
variationon Nines thar even most anarchs are smart
encugh not te play. The difference berween Sixey-
nines and the regular variation is thar ar least one of
the players doesn't know ir's a game. The anarchs
get together, kidnap and bag some unsuspecting
Kindred, and in essence make him shoor his way our
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of their midst once they reach the playing field.
Those few anarchs who enjoy this sort of thing think
it's a riot, especially when the game's over and they
pet to see the look on the vierim’s face when they
explain it was all in fun (strangely, the victim rarely
sces the humor in it). Sixty-nines, for obvious rea-
sans, produces many more serinus injuries and even
the oceasional Final Deach than Nines does, and
most anarchs v to stamp out the pracrice whenever
they learn of it.

The name Sixty-nines comes from a joke one
of the creators of the game supposedly made when
he was explaining it to his coteric. “If we do ir
right,” he's rumored to have said, "someone’s going
to pet fucked.”

BEAR-BAITING

Unlike Nines, Bear-baiting is actually a social
game, not a physical one, and it’s played in Elysium
itself. The rules are quite simple.

Withourviolating the letter of the law in Elysium,
taunt or otherwise talk an elder or respecred Kindred
of the city into an inappropriate outburst — or, if you
feel Ballsy enough, into frenzy.

This, for cbvious reasons, is adanpgerous game to
play. Most of the time, nothing comes of it excepra
seriously irritared elder. If it works, you might be
able to get an elder pounded into paste and rossed
out of Elysium for causing a ruckus, and his
reputation’s certainly going to suffer, but you've also
made yourself an enemy. Furthermore, if vou do
manage to evoke a frenzy, you're gambling thar the
prince's security, assuming there is any, can take the
elder down before he rips you into bloody curtains,
Most anarchs prefer to play this game in cities
through which they are merely passing, and don't
intend to stay long.

Nobody would risk rhis sorr of thing at all, excepr
that anarchs the length and breadth of North Americ:
will talk about and learn the name of a player who
evokes a particularly strong reaction and manages o
tarnish the repuration of an especially well known
elder. In essence, it's a quick way to status and a
reputation, at least in the short term, among the
younger anarchs.

It"s also a quick way to a blood hunr if you aren’r
very, very careful. It might be wise to leave the
engine running and the car at the curb if you're
poing to try this one.

L osA~NGEFLES ROULFTTE

A very simple game, and not very popular, LA
Rouletre is a two-person game, plaved only when

cach is bound and determined to prove that he's
tougher than the orher. Less brutal anarchs some-
times refer to it as Softening Dummies or Meat
Tenderizing, watchineg on and shaking their heads
as the game occurs. [o's usually suggested as a chal-
lenge, almost like a form of duel. Again, it's not
supgested often, but once the gauntlet is thrown, the
anarch challenged can lose a lot of face by refusing,
The only prop required is a wooden baseball bar,
police baton, riot control club, broom handle orany
other similar implement.

The two anarchs stand facing one anorher.
The one who was challenged chooses whether he
wants to go first or second. From thar point, the
two Kindred simply take turns smashing each ocher
with rhe bar (or whatever it is) as hard as they can
The contest ends when one gives up, s beaten into
torpor or the bat breaks. (If the bat breaks, an
impartial third party is asked to determine which
of the two appears beaten up the worst, and he's
declared the loser).

The contest rarely ends in torpor. Even the proud-
est anarch isn't willing to be knocked ourt for weeks o
months to prove a point, and most are willing w
concede by the time their vision starts blurring.

GoTCHA

A practical joke contest unlike any other, this
game is played with (or perhaps inflicted on) an
unwitting mortal by some exceptionally cruel-minded
younger anarchs, The players choose the mortal, ob-
serving him for a short while and concocting their
plan. They then put the mortal in a situation
perhaps a staged brawl, a car crash, an accident at the
shooting range—in which he appears to have acciden-
tally killed one of the anarchs. The deception is
assisted rather nicely by the fact thar vampires neither
brearhe nor have a pulse.

The anarchs then give the poor mortal some
time — perhaps a few hours, at least a few long
minutes — to react, quite amused at the victim's
panic, guilt, sorrow or whatever else he may go
through. Finally, when they can't stand it any-
more, the anarchs reveal that the "corpse” 15 sull
guite alive afrer all, and that the entire thing was
one big joke,

Again, the subject rarely finds the game funny

This would constiture a Masquerade breach, of
course, except that part of the game imvolves com.
ing up wirth a believable explanarion as for how the
“prank” worked, and not even the wildest anarchs
will play if they can't come up with something @
least vapuely plausible
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You cannot dream yourself into a character; you must
hammer and forge sourself one.

—James A, Froude

This chapter breaks away from the preceding ser-
ting material and pers intoe the finer poines of acrually
creating anarch characters for your Vampire: The
Masqguerade chronicle. In theory, of course, vou canuse
the characrer-creation puidelines given in Vampire's
core nilebook and per along just fine. However, you
wontldn't be reading this book now il you were the type
to take thar approach. Yoo picked op and opened this
book because vou want o see how the anarchs fit into
the World of Datkness secting, how they react to whart's
poing on in thar setting and how the other major players
of that setting react ro them. Whar vou want (and whar
vou'll get) out of this book is the true and definitive
anarch perspecrive,

5o while the other chaprers in thiz bool: till in the
gaps in your understanding of the anarch perspective,
this chapter helps you personalize thar understanding.
It's here to help you take what you've learned about the
world of the anarchs, internalize it, then inject it back
itito yout version of the setting in the torm of a realistic,
functional character of your own making,

WHY ARF

CHARACTERS
IMpDORTANT !

Characrers are the most important part of any and
every story, Stories are not about actions or evenrs,
they're noteven about their plots, They're cerrainly no
about their sertings. Staries are abour characters. They
depend on characrers. It's the characters who take ac-
tions, and those actions become events in the characters’
memaories. Characrers may be reflections or products of
their sewing, bur ic's the characters’ reactions to the
serting that bring abowt the plots of stories. Stovies
simply can't exist without characters

Therefore, this chaprer’s ultimate purpose is to
walk you through the process of designing such an
important piece of the stary in a way that makes that
piece believable, unique, deep and lasting. Going ro all
this effort pays off by making the Storyreller's job casier
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and by making the stories run more smoothly, Afrerall,
well-developed characters have clear goals and ready
methods of achieving those goals, and the active pursuit
of those goals is the lifebload of a good story. Further-
more, the comperition berween characters pursuing the
same goal and the conflict berween characters pussuing
opposing goals provides the friction thar makes good
stories interesting. Yer, without well-built characrers
no such thing is possible.

1

QUESTIONS TO ASK
BeroORE CHARACTER CREATION

Well-made, memorable chronicles do not spring
tull-formed inte the mind of the Storyeeller as the
results of illuminating bolts from the bluc. They are
vital, evolving entities that undergo a constant pro-
cess of ~.1t"'.'l.']c:|'-1|.1cnt from bepinning to end,
Collecrively and individually, the players are as re-
sponsible for determining the course of events in a
chrenicle as the Storyteller is. In some games, the
players are solely responsible for directing the story,
and the Storyteller's role is simply to surround the
characrers’ goals with obstacles and describe the scen-
ery. With so many creative minds working to make the
chronicle what it is, it is nearly impossible to prepare
tor every eventuality and set rigid, story-oriented goals
at the chronicle’s ourset.

However, every little hit of preparation helps, soit's
a good idea to get the answers ro some basic questions
before you engape i1 the character-creation process,
[deally, the Storyteller will be the one to answer these
questions based on his vision of how the chronicle will
play itself out, but the players should have a eertain
amount of insight and input as well. Discuss these issues
with your fellow troupe members at the outser of the
chronicle, and use the answers tohelp guide vouthrough
the rest of the character-creation process.

These guestions should arise in the early stages of

crearing astory o a chronicle, while acting as a precursor
1o character ereation as well, but this chapter isn't about
LEACINE sEories., Thn' reason thar |']1L_'5.|;‘ -.|un_'sti{}n.~. arise
here is that answering them gives the players an idea as
to whart types of characters are appropriate to the type of
story you want to tell, They're the “hooks” that allow the
Storyteller to tailor the srory to fit the characters.

What is the premise of the story!

In most cases, the Storyteller already has a ready
answer tor this question, and that answer won't usually
be up for much discussion. Nonetheless, it's really the
most important design aspect of any story or chronicle.
Like the concept behind a -;har.n_'n_-rl the premise of 3
story is the kernel of an idea that makes that story
interesting. Theretore, finding out the premise of the
story should inspire you with a basic character concept

or two. The most common type of anarch-relared story
revolves around disenfranchised Camarilla vAmpires
demanding an equal seat at the big rable, bur the
premise goes one step further. It gives evervone an idea
of how these particular anarchs are going about ir.

What is the story's setting?

Vampires don't tend to travel much, and they
must blend in with masses of humanity all around
them. In doing so, vampires tend to become reflec-
tions of their surroundings, <o the styvles and social
customs of the serting will have an impact on how they
conduct themselves, You may even want ro derive the
character’s physical descriprion from your understand-
ing of the setting. [s the story set in a cosmopolican
arca, in which all different types of characrers could
conceivably fit {(making it an ideal place in which
anarchs can lay low), or is it a more secluded area, in
which certain types of people stand out like hlood on
white marble? You can either design your characrer ro
blend into the setting and effectively disappear, or you
can decide to make your character a fish our of warer
who is motivated thus to shake up the current order in
favor of something better.

Another important setting considerarion is that
of where the story is going to take place. Anarchs
who dwell in different geographical regions tend to
act differencly hased on varying local cusroms and
disparate standards of what behavior is considered
;lL'L'l.'|'|l'i|1'.‘|k'. American anarchs are more action-ori-
enred and restless than their more idealisric European
caunterparts. Free state radicals tend to shock and
appall more sedare anarchs in Camarilla cities who
think of themselves as the |m_,-;|] opposition rather
than rebels against the regime. Don't feel constrained
by established geographical guidelines, however.
Having your story revolve around the effects on the
staid local anarch community of your characrers'
infusion of fresh, new ideas can be extremely effec-
rive and an awful lor of fun.

Another aspect of the sett in;; that has a ﬁj_r_il'tiﬂr.:ﬂj‘][
impact on the character-creation process is the time in
which the stary takes place. Mast Vampire material
reflects vampiric existence in the modern nights. How-
ever, vampire legends suggest that the undead have
been around since the dawn of man, so the only limiton
choosing a period in which to set a vampire story is the
amount of historical research you're willing to put in. Of
course, the anarch sub-faction itself has been around
since only the 1400s, bur a window of 600 vears still
provides plenty of time in which to play.

Should your game take place in some such era before
this one (or should your modem-chronicle character
have been Embraced in some such period), do a little
historical research as pare of your creation process. What
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you find out should inspire you with character concepts
and pive you clues as to yvour characrer's fundamental
social expectations. That research should also give vou
an idea of what interesting historical events might have
been a part of the character's tpestry of experiences.

What is the tone of the story?

Notwo Storytellers approach Vampire stories with
the same amount of respect and gravity. Where one
might appreciate graphic, lurid stonies of social reform
set in Victorian London, another might prefer stories
that play our like the movie Pulp Fiction or graphic
morality tales such as the comic Johnny the Homicidal
Maniac. The artitude thar a Storyreller has toward the
story will be retlected in its tone, and the tone of the
story 15 an excellent puideline on how vou should
portray vour character. After all, vou're just asking to be
frustrated if you creare the perfect morhidly gothic
Romanric for a game that the Storyreller intends ro feel
like American Psycho by Night,

Prepuring yourself in this way helps you make vour
character an important, contributing piece of the story
rather than a shallow caricature or a recalcitrant impedi-
ment to the plot, Knowing whar sort of story you're
petting voursell into alsohelps vou narrow down the truly
important steps in the characrer-creation process if you're
IT 31 hurr}'. A tense, cerebral story l.‘.l](TI'I‘}'ﬁTL"I"!F and incripue
requires less of a focus on statistics and characrer history
than on personality and the characters' relationships. A
high-sdrenaline game of terror and physical conflict
requires a focus on statistics and character concept and a
thinner reliance on such things as history or Llu\*ul-:.:-p-
ment, A high-concept sacial satire abour disillusionment
and hypocrisy tequires just the opposite.

Whar is the theme of the story?

Themes are the ideas and issues that a Storyteller
wanrs his players to come away with once rhe game is
over, Most stories and chronicles don't have themes
laid our for the characters in neon lighes ar the begin-
ning, though, and some themes poforever unrecognized,
sovdon't be fruserared iFyou can't answer this question at
the ourser of character creation. However, the besi
Storytellers come to the table with a premise for a story
and a handful of themes already in mind. If such is the
case, take those themes and do what you can 1o make
your characters reflections of them.

The means by which vou do so arise in your
character’s history and in his goals. The events in a
character’s history make him whao he is and shape his
personality, and you can use them to motivate rhat
character to rake actions thar are in keeping with the
game's predominant theme(s). Ts your game abour hy-
pocrisy! Create a character who has preached equaliry
all the nights of his unlife, only to become selfish and
withdrawn whenever he acquires an iota of power. |s

¥

your game about betrayal? Create a chamcrer who
became an anarch because he feels that his sire did him
wrong repeatedly,

What type of action will take place regularly in
the story?

Mo matter how interesting and detailed the char
acters in a story are, the story won'’t ever go anywhere
if those characters aren’tdoingsomething. While you're
still conceprualizing your character, find out what it is
that he o1 she will be l.:.'l{'[:n._'d_'h'd todoona [\_‘,L_{u[;n basis.
If anarchs generally want to level the playving field in
a given setting and redistribure the available resources
among every undead inhabitant, how exactly does
your character intend to do so! Does he plan to rake
what he wants by torce! Does he plan to trick unwit-
ting Camarilla lovalists out of their hard-camed
resources! Does he believe that he can make a differ-
ence if he just gathers compelling data and makes an
eloquent case in his favor!

Finding our whar the main action of the game
should be comes in particularly handy when you're
coming up with a character concept, as well as when
your're assigning the dots onyour character sheet. Know-
ing what the characrers will be doing gives you a pood
idea of what types of characters will be most successful
thereat. You can then engineer the character's At-
tribute and Ability scores to aid the charmacter in the
performance of those activities, Or, you can play against
type and build a character who doesn't seem immedi-
ately suited o achieve the soals he's ser for himself in
the way that one would normally achieve them, Wha
would make such a story interesting, then, is figuring
out how this ill ".fk.]LIIl‘-'I'"EL:l character (or gre rupT beats the
odds and comes out on top.

For what reason are the characters together!

Human beings are social creatures, and vampires
cling desperately to that to maintain their senses of self
Even if they don't make friends, as such, Cainites work
together o achieve rtheir poals all the tme. Sabbar
vampires conduct their affarrs in fanatical, hlood-bound
packs. Camarilla Kindred operate in coteries in order to
maximize theirefficiency. lronly makes sense thar anarchs
stick together not only to pool their resources and estab-
lish a working division of labor, but also to warch each
other's backs and take up for one another when circum-
stances dicrate that they do so. These nights, only the
piciful aucarkis take on the world alone, and it isn't haxd
to see what good their solitude does them.

However, bringing anarch characters together for
the purposes of a story is no mean feat, especially if the
plavers create their characrers independently with no
regard for this issue. It helps to decide befarchand just
what factors bring anarchs rogether, rather than rak-
ing a handful of disparate plaver creations and rrying
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to rope them all together so that your story can get
underway, For instance, you can simply decide as a
Storyteller that the characters are already associared
with one another before the story begins. Perhaps they
were all Embraced by the same sire, and they're rebel-
ling against his unjust way of unlife. Perhaps an older
gang of anarchs who were out of touch with the
modern world Embraced these youngbloods in hopes
1|f.-"|'|.1.'I.EL1lI'I_L{ SOME New ]1,L_:1'iL ot their Ill:_',]ll |'|-' .ﬁ[[UEEit‘.
Perhaps they all met ar a conclave, became disgusted
with the way their elders are handling things, kept in
touch through letrers and e-mail, then finally decided
to come together again when they could no longer
contain their outrage.

You could also leave the decision abour how the
characrers came to be togerher up to the players. En-
courage them to plane the seeds of connecrion in their
characters' histories, in their goals or even in their
Backgrounds, Were certain characrers incontact before
their respective Embraces! Is one of the players’ charac-
ters responsible for the Embrace of any of the others?
Were any of the chamcters mortal enemics who were
Embraced by the same sire or allied sires! Do the
characters often work together in manipularing their
city's nightly affairs? Do they wanr the same things but
lack allies in the struggle ro achieve them! Are they
torced by bitter circumstance to work together despire
the fact that they're childer of rival sires? Do any of the
characters have lingering mortal prejudices thar any of
the uther characters exemplify!

Layingout even the most basic, rentative connections
h‘."l wWieen L-I':I;:Il..:lL"{'r‘: o 'I.‘..'l]] Lo L 1..-1'le a ]‘I{U:l: ELRTRIN AN l,"l:-
rime thar you would otherwise have to spend getting them
together during the course of the actual game.

THEePROCESS

Unce you've obrained answers to the preceding
questions and you know whar kind of story your
character is going to be a part of, you can begin the
processof actually building that characrer. You'll war
o lay a foundation of compelling ideas, add a frame of
Traits, fill in the spaces with the character's history
and personality, then decorate the finished product
with thar unique spark thar makes the characrer spe-
cial and compelling.

Bear in mind, rhough, that the following rules
assume that you're creating yvounger, less experi-
enced anarchs. Whar you'll tind here is primarily an
anarch perspective on the hasic character-creation
rules in Vampire: The Masquerade. If vou want o
play an elder or ancilla anarch, the appendix starting
on p. 176 ofters guidelines on how IHJL-!.'L']UP and use
such a characrer,

CONCEPT

The concept is the easiest aspect to assign to your
character, which is forrunare, because it's also the most
important aspect of vour character. If you can imagine
that a characrer is an element, bound by the Laws of vour
setting, then the concepr is the nucleus ar the core of
that element. When you think abour your character or
describe vour character in capsule form to someone else,
the concept is what comes to mind first. The character

JustWinGg THAaT MoTHER

‘;n-_.n tellers, the information up to this point
has laoked at creating characters as part of a story
that you've already 1n.1ppu_f out {even parrially) in
your head. [t treats characters as building blocks
designed to support your unifying vision, rather
than as rruly individual entities who go their own

-ay doing only whart they please.

The case may be, however, that you don’t have
a1y Ek!ﬂl" 'Whi:“. LlI'ld l.]:['- L'I.'ll'Ul'I.jCI!L' YOU WHNT [o T
except that you intend for it to involve anarchs as
its major chatacters. If such is the case, vou might
consider actually letting your players creare their
characters entirely independently in order ro see
how their creativity inspires you. See what sorts of
characters they want to play and whart goals those
characters have, then cook up a reason for such
characters o come together and work together,
Once you've done so, set the means o achieve
those goals before the characters and run the gam-
ing sessions from a passive/ reactive standpoint.
Make yourself responsible for laying ohstacles in
front of the characters, and watch whart they doin
order to overcome those obsracles,

Running a game from the reactive stand-
point is very difficult, but it's more rewarding to
the players it they're highly self-motivared. It
does also save you the trouble of shepherding
wandering characters back within the hounds of
vour chronicle's plat if the plavers decide thar
they don't want to work with the scenarios you've
devised [or them. You must be careful, however,
not to unhalance these two methods of character
creation and storytelling. If you have in mind a
certain series of story arcs that you intend to spin
out into a particular type of chromicle, counsel
your players ahead of time to work with vou in
creating the types of characters who would be
best suited to participate. Be firm turning down
character conceprs that don't fit, and encourage
compromise for the sake of the chronicle. Other-
wise, let the players create what they please, and
just wing thar mother.
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CHARACTER-CREATION

QuicK BEFERENCE
Even though you might reference this chapter
more often than any other in the book, you don't
want to have ro hunt r]'n-uu,'_’h 1T lﬁ;lgi_'-l‘\'}'-[_1._lll__tl\_" every
timo ':.'l.!llll'.- ¢ got a basic question about Creating an
anarch character. What you can do, then, isdog-ear
this page or stick in a hookmark for quick -reference
PUITIOSES.

Step One: Character Concept

Choose concept, Nature, Demeanor and clan.

Step Two: Select Attributes

Prioritize primary, secondary and tertiary At-
rribute caregories (6/5/3).

Step Three: Select Abilities

Prioritize prirnary, secondary and tertiary Abil-
ity categories (12/3/5).

Step Four: Select Advantapes

Select Disciplines (4), Backgrounds (8) and
Yirtues (7).

Step Five: Last Touches

Note your character’s Humanity (Conscience
+ Selt-Conrrol ), Willpower {equal o Courage ) and
current blood pool, then spend (18) freehie points.

concept is the idea that grabs your interest and makes
vou want to tell a story. It's the skin you want to crawl
into for a while in order to escape the mundane.

The conceprual part of the character-creation
process 15n't so much a step as a realization or recogni
tion. Just close vour eves and think the word *anarch.”
The vision that pops into your head — be it “failure
seeking redemption” or “Old-West eriminal atavism"
— is a character concept. [ts the first spark of inspira-
tiom that lights the fuse of creativiry. No matter how
many layvers and garnishes yvou add to vour character,
the concept remains the familiar rtouchstone to which
you can always refer. The concept is the means by
which the character defined himself in life and chat
lingers even in undeath. Whether the characrer de-
fined himself through art, his contributions to sociery,
his family or even his job, that same sense carries over
after the Embrace. Even afterward, throughout the
chronicle, the concept remains the same, regardless of
what the character experiences.

If you're of a mind to do so, you can also use your
characrer's concept as a tool o help vou direct vour
character’s progress in the game, A plain, concise
concept can make a statement about your character’s
ooals, his personality, his standard behavior, the way
in which he is mostly likely to cope with vampiric
unlife or possibly his ultimate fate. A concepr such as
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“once-victim who now punishes criminals” can cap-
ture the essence of a characrers overriding goal in
unlife. Labeling a character with a “smooth operator”
concept gives you the impression that he's always very
calm and in command of himself, regardless of whart's
going on around him. A characrer built around the
“spy” coneepr is one who is unalraid of surrounding
himselt with enemies and raking extraordinary risks,
often with only his wits and on-hand resources to aid
him. A "family man" might go to obsessive lengths to
protect and provide for his corerie members since he's
no longer able to do so for the mortal family that he
had to leave behind. A *lore scholar” characrer easily
puts one it mind of a Lovecraftian protagonist who is
sure to delve just a bit too deeply into arcane mysteries
that are best lefr unsolved.

Concepts that suit anarch characters enjoy just as
much diversity as the countless means by which anarchs
seek to improve their lot. For every drug-dealing hiker
ina$1,200 Donna Karan leather jacker or pierce-faced
wannabe punk who rallies to the cause, you'll find a
New England college professor or a social reformer whio
bankrolls the construction of homeless shelters. The
trick here lies not so much in choosing a “proper”
anarch concept as it does in remaining true to your
concept as the characrer pursues goals that are consis-
tent with the Anarch Movement. That core thought
must be so strong rhar ic resounds throushout not only
character creation and the prelude to the story, but the
eneire story (or chironicle) itself. Wo mareer how much
the characrer develops and changes, the oripinal idea
that makes the anarch an interesting, unique character
“jlﬂuld l..'ﬂl!lHJ'll:L_' [ i(n] I_[I.}'p[]_ﬂ_' Yol .]]] 'I'Jil-“'l.u-

Tne Basics

Unce you've nailed down the all-important concept,
you're ser. While the rest of the character-creation pro-
cess isn't necessarily a calewalk, if's now a mere matter of
expanding upon your idea in a logical, rational manner.
Doing so still requires creativity and blossoms of unigue
inspiration, bur you're no longer sroping around in the
dark. You can scrarch out and start again any rime the
results of astep displease you — and you may find vourself
doing so repeatedly if you're really putting in serious time
and effort on your crearion —but you'll ahwsays have vour
comeepr tofall back on. Infacr, the best reason to hack up
astep anddisregard some newly established aspectof your
nascent character isthatsa idal.'i;'n.:-l_'l i=nor inkeepingwith
YoM "-'hi"lr:!'f [ET ConNCCpr.

The following is an examination of the first steps
of the character creation process. Thaose first STEps Are
the ones that players often overlook when creating
characters, but they're usually the most important. In
the life of a real person, these traits would form the

core of her being and make her who she is on a
fundamental level. The only reason that one must
choose a character concepr before defining these trairs
for a fictional character is that fictional characrers
exist primarily as tools for telling an entertaining
story, whereas real people simply exist. In fiction, the
concept gives the character purpose and focus. These
following Trairs, then, serve to reinforce that concep
in your anarch characters, As far as the character is
concerned, however — which isan important consid-
eration, since you'll be roleplaying said characrer —
these maits define her self-concept for her.

Oursme

A characrer’s physical descriprion is, perhaps, the
single must important aspect of who the character is in
terms of both self-concept and public perceprion. You
needn’tgetinto such specifics at this point as whar color
lhl—" l.'}'li-'lfi:ll..'.[l._"l’i EYEs Jre or |"|| W ANy tatteos he has on
his face, but being thorough in developing a physical
descriprion can really help you our. Not only will thar
iconic picture in your mind represent your character
concept for ease of reference, bur it will also lay the
foundation for your allocation of Ateribure and (some)
Alﬂ]it‘}' dots later on.

The first major area to address is your character’s
gender. Men and women's minds are wired differently,
and th{‘}' ﬂ[‘Jpn‘J;‘iCh idenrical situations in Cﬂlnpll_‘tul‘,
different ways — ways that some members of each
gender find baffling and frusrrating when they compare
them. Some sources chalk these differences up o social
conditioning that rewards certain behaviors in one sex
and punishes it in the other, while ather sources Blame
genetics andinstinct, Regardless of their origins, though,
the differences between men and women's ways of
doing thingshave been very much in evidence through-
otlt recorded history.

Gender is not an important distincrion among
vampires on a physiological level. Any vampire can
teed, learn and create new vampires independently, so
questions of gender are moot. The cldest and most
powerful vampires are terrifying, inhuman beasts who
may have transcended all notions of gender entirely.
However, many of the elders and ancilla whe hold
positions of authority in Camarilla cities were Em-
braced during times in which one's gender had a severe
impact on one's social status. Being creatures of habit,
many vampires carry those ethics over throughout their
unlives, which can leave anarchs out in the cold, simply
because of the way they were born.

When creating your character, think about whar
effect his or her gender will have on how he or she
relates to the other characters in the chronicle. Will
your characrer be a progressive man who considers
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women his equals, a submissive woman who validares
her acrions through the acceprance and praise of men,
or a contrapositive proposition of the two philoso-
phies? How would he react o an elder female Kindred
who considers all males o be selfish brures! How
would she react o an elder male who considers men
potential future childer vet sees women as unclean
breeding stock for his herd? Does your character's
sender affect the way she hunts or the type of victims
she's most successful in atcracting!

The case may also be that experiences deriving
from your character’s gender may he a factor in what
motivates her to become an anarch. If, for instance,
your character 15 an assistand district artorney who
considers herself an enlightened defender of women's
righrs, she might find atter her Embrace thar she's
disgusted by the old-boys’-network feel of the
Camarilla. She might then decide to stand up to the
sect’s elite and champion the cause of every Kindred
whao's been trodden down. Thar idealistic pursuir
could then serve as the link with her human days thar
keeps the Beast at bay,

Anather major physical factor thar definesa person
and his place in the world is his race. It’s no secret that
some men are considered more equal than others in the
modern nights because of nothing more than their race,
Race ts one of the touchiest subjects thar can arise in
polite society, yet it is one of the most obvious and
pervasive differences between people of the warld.
Furthermore, differences in race often breed differences
in culture, snd those differences affect how a person is
raised, his views on right and wrong and how he's
treated by the locals in the place he calls home.

Just as with gender, vampires carry their living
racial preconceptions over into their unlives. In fact,
older, insular vampires hang on to racial preconcep-
tions more ardently than they do their gender biases,
The more different a character’s race and culture is,
the more alien thar character seems, and older vam-
pires fear and despise what is alien o them. If your
character 15 a fish out of water, socially speaking (say,
tor instance, that he's a black South African neonate
who's gathered the courage to leave his familiar hunt-
ing prounds in hopes of making a place for himself in
the American South), he's going tw have w face
recalcitrant hostility onmany levels from the eldersin
power once he makes hispresence known. Thisstruggle
to overcome prejudice and shatter misconceptions
can be a compelling character concept, but be aware
that elder vampires, rugged ancillae and even old
neonates are under no compunction to accept progres-
sive ideas of racial esalitarianism.

[t is possible to derive a character's motivation
to hitch his wagon to the anarch cause from his

race-related experiences, but avoid stereotyping if you're
playing with folks whoare sensitive to that sort of thing
Simply saying that some Hispanic neonate decides o
take by radical means whar unlife owes him because his
Caucasian sire has been holding him back s crude,
unimaginative and precey lame. Consider instead a
leader of the black community in a Southern American
city who's Embraced as a pawn of an older Ventrue who
is, in tuen, erying to influence a local politician before an
election. The sire hopes to use the fledgling to encour-
age the black community to come together and vorte as
aunified entity (which will tip the scales of the election
ome wiry or the other), so thar this scheming sire will
have leverage against the ncumbent politician. How-
ever, the sire and the other local Kindred consider
*Megroes” to be less than human, and they make no
secret of their disdain for this flectingly useful fledgling.
This situation might provide ample justification for the
newly Embraced Kindred o come together with other
put-upon Kindred, pool their individual resources and
take a stand against the elders.

Onee you've cleared these two hurdles, laving our
the character’s remaining outward clements isn't par-
ticularly difficule. That being said, the preceding wo
elements weren't particularly difficult to choose per se
— the wough part was keeping them in perspective of
the anarch context. These last ourward bits remain very
seneral at this stage, and they don't come imto shamp
focus until after you've allocated your dots later on,

Consider, here, how the characrer looks. Whar age
does he appear to be! Is he trapped forever in the body
of a child, an adolescent, an adult or an elderly person!?
The small personality details thar are indicative of
certain periods of development (the vulgar innocence
of youth, the strident hope of adolescence, the fatigue of
adulthood and the grim resignation of old age) all
disappear us time goes by and the vampire’s Humanity
facdes, but the general impression of age makes an
impression on a vampire's cohorts as wellas his vicrims.
Also, vampires use their apparent age to blend in among
members of that actual age group or to manipulate prey
from orher groups.

Consider as well how attractive that character is. Is
she a gorgeous spider who weaves a weh of erotic desire,
or isshe arepugnant hag who must conduct her business
in leaning shadows far from prying eves! Sure, beauty 1s
subjecrive and ideas about what beauty is are subject to
change, but it is unlikely that the standards of arrrac-
tiveness in g single setting are likely ro mutate all that
much over the course of a chronicle. Look mto what the
standards of beauty are in your setting and decide on the
degree to which your character is able to uphold those
standards. Then decide what, if anything, that abiliry
says about your character.
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Finally, consider what trappings of style vou want
your character to adopr. This decision flows partially
from the preceding assessment of your character’s
looks, but it also goes one step farther. Inopart, it deals
with the character’s ability w disappear into the
masses of humankind by not standing out as an
anachronism. Even if, for instance, vour character
wis Embraced in the early 1600s, it might not be
prudent for him to be running around in the modern
nights dressed like Guy Fawkes.

Furthermore, rthe characrer's sense of style can
serve as an effective hunting tool as long as his look
remains in keeping with the specific setring in which
he's hunting. Atrer all, a dapper genrleman in expen-
sive finery who rides around exclusively in horse-drawn
carriages isn't going to be able to keep a low profile at
a sprawling urban Rack. Likewise, a dirry, denim-clad
cowgirl in a surly Chevy Tahoe thar belches black
exhaust and conrinues to run tor minutes afrer the key
leaves the ignition is asking for disappointment if she's
hoping to seduce a victim ar a nightrime yacht party
on the Boston harbor, Each may understand the social
climate of their intended settings, bur if they don'i
look the part, they're going to be hard-pressed to make
progress, | hen again, that may be the challenge vou're
||p [y, A5 A |“."|il1|.'l."'|'.

[nsint

In creating a fictional character, what's inside is
more important than what's outside. In fact, unless you
have an enterprising artist in your troupe who likes to
draw character portraits in order to add life ro your
stories, your character's physical description will likely
never take shape bevond a series of dots on a character
sheet, Yet in roleplaying this character, you have to
really pet mside his head and fipure out not only what
he would do, but why he would do i

That being the case, a focus on what's inside your
characrer rakes precedence over what's outside. Such is
especially true in creating an anarch characeer, since
the anarch cause i1s one based on ideology and member
characters’ personal experiences.

We're not yer ready to get into motivation or other
specitics of the character's inner workings, though. Al-
though those concerns (motivation in particular) would
seem o be the fivst topics to coverwhen creating an anarch
vampire, this creation process. approaches them differ-
ently. The characrer's inner mind and personality evalve
here i reverse, as will be explained in grearer detail later
onin the chaprer. Now s seill the time to be laying the
eroundwork for who your characrer will become.

One of the first tactors to Jook into in developing
the character's mind is how smart that characteris. s he
a knuckle-dragring former mouth-breather who avoids

being labeled the Missing Link only because of a telling
lack of body hair, or does he look down on everyone
around him as il they are? This seneralized assessment
takes in every factor of the characrer's menral capacicy
from perceptual acuity to m@w processing power to
situational awareness, As an astute reader, you recog-
mize these qualities a5 being synomymous with the
Mental Atrributes Perceprion, Intelligence and Wirs,
but you don’t have o jumnp ahead o that pare of the
creation process ver. Make instead the simple decision
of whether or not vour character is "smart.” Some
sugiestions om how to spin this generality out into
specific Trait ratings follow, but don't feel compelled ro
start assigning dots immediacely.

Thar waord, smart, is subjective in nature, so, once
vou've decided if vour character can be cateporized as
such, think about what that word means to you. Is he
smart becavse his mind is filled vo bursting with memo-
fzed academaic facts, orishe smart because he always has
a snappy comeback that shuts his intellectual toes up?
(The first idea reflects o higher Intellisence rating,
while the second indicates a hipher Wits score.) Does
he come off as smart because he picks up on even the
smallest details and s uble to correlate them into
coherent pictures of past events that he didn't witness?
{Such acuity hints at high marks in Perceptiom and
Investigation.) Do people get along with him because
he'ssmart enough o always rell them whar they want to
hear? (Thar might indicate a high Manipulation rat-
ing.) Is he smart because he knows everything there is
to know about the local setting {which suggests that his
Streerwise or Area Knowledge score is better than
average)! Expressing any of these qualities can make a
person appear smart to a person who is not similarly
proficient. Even if he is particularly deficient in certain
areas, he could still be called smart by the degree 1o
which he compensates in other areas.

Once you've decided whether ornot your character
is smart in this general sense, it's dme to decide how
smart he is. Does he truly excel in his areas of mental
competency, or is he merely more proficient in those
areis than a random layman ! Is he truly an authority on
SO E'I.Ihjfl_‘h ot is he ﬂ'lf]'l.?l'!.’ conversant 1 a éﬁ].'f"CE
range of that subject’s nuances!

After yvou've made thisdetermination, think about
how openly your character displays how smart he is.
Does he brag about his knowledge and derive great
pride from it? Does he use it Lo gamer resources and
influence! A vampire must possess and display a base
cunning in order to survive, but he can exist comfort-
ably and improve his situation continuously if he is
smart enough to do so. A clever Cainite can accrue
wealth and power after which mortals can only lust,
and he can protect his claim ably against all threats, 1s
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your character capable of this sort of behavior, ar doces
he prefer not to indulge himself?

If vour character does not make a show of how
smart he is, why doesn't he! Hag he even realized his
potential! Does he conzider modest conduct to be the

morally correcr {not to mention the safest) means of

carrying on! Does he hesitare o rest his utrer menral
prowess for fear of failing? Does the stress of true
mental exercise leave him prone to panic artacks? A
frequent anarch mindser (or tacric of psychological
warfare) holds that it's simply not a good idea to let
your greedy Camarilla opponents know the full ex-
tent of what you're capable of. Your characrer might
simply believe thar it's better ta allow his opponents
to underestimare him, thus keeping them our of his
hair so that he can scarch in relative peace for a way
to pet even with them.

Caorollary to this aspect of the character's personal -
ity are his initiative, his willpower and his leadership
capacity. [t matrers not one whit how smatt the charac-
tetis if he lacks the drive to pursue his goals or the ability
to nspire athers to help him achieve them, Before vou
come up with a list of goals for your character, think
about how motivated he is in general. Does he helieve
that everything will work owm Just fine on its own, or is
he convinced that the world will turn and leave him
behind if he doesn'’t remain on the move constantly to
keep up! How dedicared is he to his goals once he sers
in morion his plans to achieve them! Does he pursue
them by rote only to stave off boredom, or does he act
with manic zeal soas to offer the Lazy, thoughtless
no way to aggress against his Humanicy !

And despite most anarchs’ egalitarian ideals, al-
most every anarch organization, from gangs to factions,

Beast

must ultimate I.'y follow the direction of a SErong leaderif

it is going to succeed inits overarching goals againse its
betrer-organized and more pervasive {.-.nnﬂn".t(:-pprh
sors. You must decide, then, how likely your charcrer
is to assume that role. You should also
how successtul you intend for your character to be ina
leadership role. The contrast berween a character's
willingness and ability to lead when the two are not
equal makes for an intetesting dynamic and source of
internal conflict in astory or chronicle. Thinking along
these lines helps you determine later on how your
character interacts with his fellow gang members and
how he responds to antagonism.

The final basic aspect of creating your character's
personality lies in determining the relative strength of
his moral rudder. Does he abide by a strict code of
ethics! Does he have a conscience! Does he abide by it
ot simply pay lip service to it? You need not pet into the
specitics at this point, but think about whether your
character considers himself relatively free from any

bave an idea of

moral sensibility or if depths exist to which he will still
not allow himself to sink. This consideration gives you
some starting ideas abour how he deals wirh the Beast
and how he responds to dilemmas thar arise in pursair
ol his poals. Ir can also help flesh out the reason forwhy
your character became an anarch. Many anarchs ver
involved in the movement out of nothing more rhan
enlightened self-interest, bur, even tonight, some still
believe that standing up for the cause is the only just
recompense for the treatment that they received during
the dawn of the Inquisition.

Goalsg

You'll revisir rhis subjecr in greater devail Later, but
start [hinl-;im:nml.'al"ru,u what you want vour character's
goals o be. A characrer can have one overarching goal,
to which all of his intermediary goals relate, or he can
have nothing more than a series of short-term goals, Be
sure to balance the scope of your character's goal in
terms of the length of the story or chronicle, as well as
the scope of the l.rl']'u_'r |‘|lg1'v,'¢ rs' characters' i ials, Racher
than hogging the spotlight, work with your fellow
players o thareveryone has a chance hl]'lljrmu_ personal
goals during the story,

You necd look for n.ln|.‘:.' y_i.‘!'wr:-ll |_:tl'.||- ar this peint,
but make a note of any details surrounding those idens
that particularly inspire you. General goals include such
direcrives as “gain remporal power over fellow vam-
pires," “malke the local area safe,” "atone for
crime,” “rake revenge for a past slight,” “succeed ar a
HIS]{. L|l..'.'~'1""lll..‘ praat {.Ii]llll'.““ L] | +_|-|.|||.||-.'~=h others, Once
you've developed your characrer more bath through
this crearion process and in play, you can explain your
aoals in greater derail,

a former

THESPECIFICS

Cmce you've had a chance to think about and hash
out hasic points of character creation, you're ready to
start delving inw the specifics, This part of the process
doesn’t require as much imaginarion and acrual cre-
ation as the preceding part, bur neither is it devoid of
either activity, As you develop the specific derails thar
define your character, you should really be fleshing our
the general ideas thar you've already thought up. Ina
ACTHRC, ',r'mlil"l.‘ “iclﬂtiln:'l.lll'l_l__-; your ideas into a common fo rm
that's easy for everyone to understand.

However, this statement should nor be taken o
mean that the crearive and fun aspect of the process has
come toan end. As any creator knows — be he a writer,
A painger, a musician, an archirect, erc. — each product
of his creativity changes and evolves continuously
before it's finished (some artists would say thar a prod-
uct of their creativity is never truly finished ar all
because of that property . Don't be alarmed |I'1.|.1L|1|11J
yourself deleting details that you once found interesting
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abour, or even essential w, your characrer. Any matur-
ing iden is bound o wriggle once you start o shine the
light of in-depth scrutiny on ir. The specific details vou
set down ahour your characrer should flow logically
from the basic ideas you've already come up with, bu
even those ideas are subject to change as you reline the
idea of whar it iz you want to play and how you wanr ro
play ir,

Probably, the only thimgthat won't chamge through-
ot the course of the characrer-creation process is you
character concept. No matter how many layers vou add
or how many rough comers vou have w knock off, the
concept is the central idea around which your characrer
is coming together. The concepr is the idea thar makes
the character interesting to you, and it is the standard
acainst which vou should measure any detail or Trair
thar you intend o add to your characrer.

It, in fact, you do find your interest in your chosen
character concept waning at this point, don't give up
hope and start over just yet. It could be that yvou've
chosen a concept that's too specitic; one from which
you've moved away at some point in the process, If such
is the case, reduce your concept to as general and
rudimentary of terms us you can and see it that helps.
You should 2eill be able to find some emorional reso
nance therein that piques your interest again and makes
vour creative work thus far salvageable, However, il
CYVEN |1'|:'|| TN ASLTE i.II.'Il..,"‘!TEIr l.::l:l"l-i"'ll.._" |]"‘:"l_-LC :"Jl-tl.i LR [|'|t|.'.' '.:l';!
want to play a difterent type of character altogether,
there sn't much you can do except start over.

[}I.-'Ii'-_-il:JN.-‘x[ Ity ARCHETY[DES

After the concept and your name, the personaliy
Archetypes are the first pieces of information thar you'll
acrually write down on vour character sheet. Neither
thev nor any of the following charactenistics should be
particularly difficulr to derive, as long as vou've been
thinking through the preceding steps carctully and you
rave some solid ideas.

Nature

The character's Nature is the fundamental as-
pect of his personality, and it can be considered a
refined expression of his character concepr. How-
ever, whereas concept is ourside the character, where
it remains forever unknown to him, the characrer is
more intimately aware of his Nature. 1t's the simplest
expression of who he really is in terms that he can
readily understand. Narture iz the foundartion for his
goals and motivarions, and itis the logical product of
his experiences. It will probably never change
throughour the course of the chromicle, no matter
what happens to him.

The character’s Nature is also his source of resolve
{that is, the means by which he regains Willpower).
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When a character is acting in accordance with his
Nature, the character is less likely to hesitare or he
dissuaded and more likely ro carry on inthe same idiom.
Yer an important distinetion muost be made here, Na-
ture is not necessarily a source of confidence, and it is
not abways directly or literally linked o the way a
characrer aces, A character who acrs like an extmoverted
Gallant might actually be an insecure, dependent Child
inside. Furthermore, acting in accordance with one's
MNarure isnot supposed wonecessarily be adirect route to
success, and you should choose a Nature for vour char-
acter with that fact in mind. A Visionary, for example,
regains Willpower only by convincing others to support
his vision, not by leading them to success through thar
vision. Whar makes such a charmcrer interesting is his
ongoing stugple to validate his vision in others' eves,
remardless of how often he succeeds.

There s no such L‘hinﬂ as 4 "{;nud" or “had”
Marure for an anarch characrer, since the movement
attracts all types of vampires. Certain Archetypes,
however, occur more commonly than others. Strong
Archirects, Aurocrats, Competitors, Judges, [eda-
pooues and Yisionaries are often motivated to go to
great lengths to ger what they want, and many of
them find that they must redefine the Camarilla
system in order o do so. A long unlife of uphill
strugele against the entrenched Camarilla system
pives rise to its share of Curmudecons, Deviants,
Fanatics, Rebels and Rogues, so you might choose
one of those Archerypes for a character who became
an anarch well before the start of the chronicle.
Bravos, Connivers, Perfectionists and Tricksters make
successful anarchs because of the ways in which they
are driven to act, but they are not necessarily predis-
pused to take up the anarch philosophy. Conformists
and Tradirionalists wouldn't seem to make strong ot
reliable anarchs, but the sociery to which they con-
form might be anarch society, and the traditions that
they uphold might be anarch customs.

Demeanor

Demeanor doesn't have an immediate game-sys-
tem effect on a character, but it is useful in its own way.
It reflects the way in which the character relates
other characters and the ways in which he goes about
achieving his poals. Ananarch with a Rogue Demeanor
gets what he wants differently than an anarch with a
Fanatic Demeanor, evenifboth charcrersare Caregivers
in Nature. A dashing domain-raider Venrrue might
seem quite the Bon Vivant among his allies and associ-
ares, even ifhe's nothinemore than a bitter Curmudgeon
who wants what he knows he can't have.

Look at vour character’s goals and the clues in his
concept about how he pursues those goals when pick-
ing your character's Demeanor. Otherwise, if your

character is particularly straightforward about who he
is, vou can simply list your characrer's Nature Arche-
type for his Demeanar.

Cram

In most cases, a character's clan has no intrinsic
effect on his personality, and it doesn'c predestine him
to any particular style of unlife (unless he's Cairiff, in
which case, his unlife is pretry likely 1o be the pipes).
Nonetheless, clan is a significant label in Cainite soci-
ety, which does affect how other vampires think about
characters of that clan. Certain stercotypes and ex-
pectations have arisen in conjunction with the various
clans, and it is those preconceived notions thar are
applied to professed clan members first. Elder Camarilla
Kindred are especially predisposed ro this sort of sum-
mary judgment on account of having watched the
originalstercotypes develop for centuries, Playing against
these expectations and rising above an elder’s clan
prejudices can provide an anarch some much-needed
respect and social momentum if he's able w do so
publicly in a time of need.

The only mechanical effects that choosing your
character's clan have lie in the characrer's facilivy with
learning Disciplines and his vampiric weakness, Disci-
pline restrictions are self-explanatory, but the clan
weakness deserves some considerarion ar the charac-
ter-creationstage, [ your character is newly Embraced,
think of ways in which his clan weakness mighr log:-
cally detive from his extant personality. If he's a
Toreador, for instance, whar was it about him that
gave rise to his newfound fascination with beaury!
Wl as he an ignorant oaf whao's only now realized how
truly fleeting beauty can be? Did he appreciare beaury
before, but only in frantic glimpses thar the pressures
of a brutish moreal life foreshortened? If your characrer
iz a more experienced anarch who was Embraced well
before the start of the story, think insread about how
he has come to understand his clan’s weakness. Does
he resent it or fight it at every turn, hoping that i will
vanish in the fullness of time? Whar allowances does
he make for it How much of an effect does it have on
him these nights!?

The most important effect that your choice of ¢lan
has on your character is social i nature, so give some
thought to how your character's decision to join the
Anarch Movement has affecred his social unlife in
tetms of his clan. Do people think of him as “just
another clueless Brujah anarch”™! Do people consider
him tHighty and harmless just because he's a Toreado
who likely JUH"I(_'.I.I up with the anarchs out of boredom!
Whart it he's a member of a clan that makes up only a
slim minority of the anarch population, such as the
Tremere or the Followers of Set! Do people even
consider hisclan atall, or has he subjugated or occluded
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it so much thar others don’t even think about ic? Has his
chosen activism in the movement made him an out-
right enemy of his clan or caused him to be branded
anathema 1o the members in pood standing!

Youn CHaracten's Trart RATINGS

Uhnee you've made these imporrant decisions abour
who the characrer is, it's time 1o go hack o your notes
on your characrer’s basic inner and outer qualities and
quantify them in terms of the mechanics of the Story-
teller system. Refer back o the Quick Reference sidebar
o p. (9, tosee the ways inwhich this part of the process
difters from the standard method of creating s Vampire
character

Afrer doing so, the casual reader (ie., one who has
reacd the “Characrer Crearion Process™ on - 103-104
in the Vampire core rulehook, and only in passing)
might be tempred to make the assertion that anarch
characters get the shaft, then ignore this book’s start-
ing-Trait guidelinesentirely. Afterall, anarch characters
are alloted rwo fewer Ahility dots and one less Ag-
tribure dot for no immediate reason. Buying those basic
Traits up to the level of a standard Vampire: The
Masquerade characrer would cost eight freebie points,
b, even [l".l.'llll_':l'l vou do ool mere feeehie Pt tor
creating sn anarch character, you ger only three above
the standard muount. Anarchs do, indeed, seem to pet
the aforementioned shaft,

The counter-argument 1o this staremenr is that
anarchs are supposed to get the shafr. They aren’t on
even looting in Kindred society, and this inequity is
what's inspired them to join up with like-minded revo-
luttonaries and stand up for what they assume are the
rights due all Kindred kind. They can see firsthand thar
Ki[ldﬁ.‘d unlife isy mn fﬂlll'. SO L |'lL"_.' havea “ L‘hi; THLOTE TCAS0M
to try 1o "convince” their elders to share the wealth.

However, this argument isn't going to have much
eftect if you're usimg it against a plaver who's holding
his breath under the imminent threat of turning blue
because he wants his full Vampire point value, and he
wants it now. What you do then is point out thar
anarch characrers have a free exera dot in Disciplines
and an extra Backeround dot, which Camarilla Kin-
dred den't. Technically, these exrra dots are worth
eight freebie points at character crearion, which adds
tothe exrrathree freebie points thar characrers get just
for being anarchs. Altogether, these 11 points equal
one Auribute dot, two Ability dots and two Back-
ground dots (in rerms of frechie points) that the
characrer could have had if he'd remained a more
staunch member of the Camarilla. If vou wanr, a0
ahead and let your troupe’s per number-cruncher re-
verse engineer a standard Vampire characrer thus by
taking away that extra Discipline dor and re-spending
his points accordingly.

w

The astute point-minded player should then realize
that he's actually gamed a freebie poine by choosing to
play an anarch. This rearrangement of starting poines
should serve to point out to this player a salient facr of
anarch unlife, By and large, the Anarch Movement is
populated by young, inexperienced neonares who have
not trained their innace Areributes or Abilities ro levels
equal to those of their Camarilla counterparts, Anarchs
are forced to develop their Backgrounds in compensa-
tion, and they are berter able 1o do w0 than older
Kindred because they are less removed from the human
masses that those Backgrounds represent.

Attributes

The act of assignimg a characrer's Attributes should
Flow d[[’l.'L‘ll‘_.-' and l:}git:-]"‘!;' from vour basic ideas about
the character, butit isn’texactly easy. Actually filling in
the dots on the sheet isn't that tough in and of ieself, but
balancing the rarings against one another and putting
them all in the proper context takes some time and
careful thoughe,

Prioritizing the three caregaries should be a factor
of your character concept. If you want to play an
anarch who specializes in reconnaissance, focus on
Mental Artributes. If you want to play an anarch who
intends to usurp his sire's resaurces by force, Physical
Arrribures might be more important. 11 your characrer
earns his resources by blackmailing Camarilla Kindred
whose indiscretions he's discovered, Social Artributes
should be his strength. Think also about what type of
action will be prevalent in the chroniele and what it is
that you want your character to accomplish in the
story. You shouldn't feel compelled to stack your
character's Attribute ratings in hopes of ensuring
success, but you're notdoing any harm in hedging vour
bets either.

Since anarchs are as unique and varied as any other
valmpires or human beings, no pnrij._-ui:n ATFANEEIEnt
of Artribures suirs them better than any o her. Himpl\,'
think abour what claims you've made abour what the
character is like, read the descriptions of the Arrribute
ratings on pp. 116-119 of Vampire: The Masquerade,
and make your ratings march your elaims.

Abilitices

Assigning your characrer's Abilities is no more
difficult than assigning his Accibures, Take what
you know abour the particulars of your story, think
about what role you wanr your characrer ro play in
the events of the stoTy, and lay out YOUr TALINes
accordingly. Again, though, don't give yourself a
migraine running the numbers in hopes of finding
the best winning arrangement of dors. Serring vour
character up to fall short of his goals still incorporares
into your chronicle the noble echic of failure — a
theme thar has been prevalent in literature from all
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over the world for centuries. Remember, as long as
you rell a solid, moving story, your characrer doesn’'t
have to "win" in the end. Besides, vou could fiddle
with the numbers for hours and protect all vour bases
to the extent of your formidable mental powers, only
to watch your characrer fall flar anyway.

Anarher factor to consider when assiening your
anarch’s Ability dots is that of teamwork., [1's impossible
tor create from only the hase character-creation points a
single character who excels at everything. Renaissance
men (and women) are few and far between in modern
saciety, because people just don’t have enough time in
a day (or night) to become experts in multiple fields of
endeavor. Plus, the points just aren't there. Therefore,
people come together in search of skills and resources
that complement their own so thar they can all work
together for everyone’s benefit.

Such 1s especially true of the anarchs when they
form their cooperative gangs and packs. They do so
partially to show thar their idealized system of equal
gain through distributed labor funcrions in acrtual
practice, but mostly because they cannot stand up to
the Camarilla individually. Before vour chronicle be-
gins, talk vo your fellow plavers abour whar disparate
Ahilities your characters can each bring to the table
and how those Abilities can boost and support one
another. Thar way, whether vour characters were
already a funcrional pack before the story began or
they came together by lucky circumstance, their Abili-
ties can combine for truly awesome effects.

BACHGROUNDS

The struggle for the assets and connections thar
Backgrounds represent is the axis around which the
entire anarch experience rotates. As such, your
character’s Backgrounds deserve special consideration
before the game starts. Some Backgrounds arc less
appropriate than others for anarch characters, and
anarchs have a different perspective on most of the
Backgrounds than other vampires do.

Some Backgrounds are available to anarchs based
solely on their social prowess, and they need not
compete with Camarilla opponents for them. Back-
erounds such as Allies, Contacts and Retalners are the
products of the character’s hard work, street savvy and
investigation, and they are no more or less available o
anarchs than they are to vampires of other factions. As
long as an anarch at least appears to be trustworthy,
loyal and discreet, he can make Allics of important
people atany level of mortal society. As long as he has
money enough to provide a stable income, he can
employ Retainers. As long as he knows where to look,
whart questions to ask and whose palms need greasing,
he can find and exploit Contacts. Since most of the
mortals who fill these roles aren't aware thar vampires

exist in the first place, it shouldn't matter 1o them
what faction of vampiric sociery the character whom
they work with comes from.

Whart's more, anarchs mirhr even share allies
and contacts with their Camarilla rivals. For in-
stance, a slumlord whoknows all of the neighbarhood
drug dealers and their suppliers by name can he
persuaded ro ralk ahour the state of the lacal drug
trade by anyone who's willing to make it worth his
while. If the price is high enough, he might also spill
the beans about who else comes to him for informa-
tion, Anarchs must be careful in dealing with their
contacts and allics — lest an acquaintance of their
ally turn out to be their enemy — bur, if rhey're bold
and smart, they can use these Backgrounds to gain
valuable information abour (and to challenpe ) their
opponents’ activities.

Inanarch circles, other common Backgrounds have
a different application or o special significance thar
doesn’texist inCamarilla or Sabbatsociety. Acharmcter's
status, tor instance, is determined more often by his
anarch affiliations, and ivis among them char his Starus
rating is likely to carry any weight. Whatever favorable
status he enjoved in the Camarilla may well dwindle as
word about his new allegiance spreads, and he must
rebuild his reputation among his new comrades. An
anarch character might be able to retain a vestige of
status among Camarilla Kindred if he presenrs himself
as a level-headed, clever mediator between DpPosing
parties, but doing so isn't easy.

Furthermore, a vampire's status in anarch circles
adheres to a different set of standards than it would in
other societies. Anarchs don't have as much respect
for wealth and temporal power, for instance, especially
if the character appears to be hoarding what he's
gained. Almostall vampires respect age and raw power,
but an anarch’s status relies more on how he uses that
power and what he's learned [rom his expericnces.
Muost of an anarch’s status derives from whart his fellow
anarchs know abour what he's accomplished in the
name of the cause, so think about thar as you're
assigning Background dots. Is your character known
for his ability to convert conservative Kindred into
supporters of the Anarch Movement with words alone?
Is your character a fearsome street pirate who knows
how to manipulace his enemies through violence ! Has
he carved a barony out of previously occupied territory
and managed to hold onoo it against all antagonises! s
he the well-known childe of a famous anarch (or
archon...} from an earlier era? What is it thar your
characrer does to win his fellow anarchs’ respect, and
how consistent is he at doing so!

Generation is another Backaround thar is differ-
ent when viewed through the anarch lens, so it
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deserves special consideration during character ere-  DiIsciprLiNes
ation. An anarch's generation is statistically likely to An anarch's supernarural powers make up another
be higher than that of the average sample of Camarilla  imporeant aspect of his personality, both in the ways he
Kindred. This trend is both a factor of anarch unlife  uses them and in the way he thinks about them. He
and a mativation for a vampire to support the anarch  might consider them resources of last resort or indis-
cause. The strong dominate the weak in vampire  pensable tools of nightly existence. They are also the
soctety, and Kindred of lower generation are, by and  most recognizable means by which anarchs compensate
large, stronger. In most cases, they're at least a bit  for lack of status and power in greater vampire society.
older, and they've had more time ro accrue and  Anarchs are less likely to hoard their knowledee of the
protect their resources. Yer it is those resources that  vampiric Disciplines, and they are more likely to seck
younger vampires of higher generation want, because  thar knowledge out from their anarch allies. As such,
It's just easier to want what someone else hasthanto  anarchs receive one extra Discipline dot ar characrer
make something for one's self. These relatively weak  creation, and Storytellers should be somewhar more
Kindred can’t challenge their elders' power alone,  lenient when approving out-of-clan Dhisciplines for
EE‘IL'-LJ!_}h. s0 their desire to cut themselves a prece of 5t.;1rt|;11g{]'1-.u‘;1clu1'x‘_ l"l'|_3q;lpli;1¢;[|1;1[-,|_1'|,: part icularothe
the pie encourages them o stand together and take Sabbar {Obrencbration and Wicissitude), ones partico-
up the anarch cause. And since so many higher-  lar to more secretive clans (Quietus, Serpentis,
generation vampires have come rogether to form the  Neeromancy and Thaumaturgy) and ones particular w
anarchs, Kindred who are Embraced direc lv into the clans that are unl',,' Hp:;‘l'r:jfl'lr’ [eprcscntud (such as
movement by other anarchs are, on the average, of  Chimerstry) should sdll be restricred unless the player
even higher generation. Anarchs of 10th or lower  has a devastatingly brilliant justification for requesting
generation are exceedingly rare, especially in the them. However, it is otherwize reasonable 1o assume
modern nighrs that an anarch has access to weachers of the other
The Bac kerounds that are in the SIEATESE COTEET)- standard spectrum of [Disc '||_1lini::,.
tion among vampires (and which have the grearest ViIRTUES
f:;:tiﬂllil':ull r;:ll:jil:_l: :l::]l-:;:[:? ::.L::\c l}lii:jIll_.[ljl']l.l}tT:'tft'lEf ) The assignment vl I"'.-'ril'ELIL‘:.i prm‘.u-.'d.f no J'i\l'r'uruu.rl'n.'
; : for an anarch character than it would for a Camarilla
ence and Resources 1]’1;|L'lc'-_'mL|r:~_15 are the ones at rhe character. Anarchs and Camarilla Kindred are cut from
center of [IZH_'I:II'I:-II'L:li"\ strugple, Hurq represents the B (il correcclath, afverall, B caly thelt dros et coinls nae
of a vampire's safe .|I.u| accessible vitae supply, and it is in conflict. Therefore, you should determine your
P"_”“_””lly thr ""?h_l“ﬁ |nrllu+:nr4:e and 1'_9":““"'"‘}” that .h':f character's Virtue ratings in the manner described on
e e Metmeirts w54 o Vonie o ek e o
they probably have only one of two dots, For reasons  ProvEayou might want to keep in mind is that anarchs
} : : P da tend 1o be more COLrAgeons than rhe average
that are up to you o lay outin such a character * h]'\;mrl’_'l' Camarilla Kindred. Since so many young Kindred seem
most .urm-.11n§t.1l.~' 11;-:1.,-,151.—.:1-;1 ;-.urtml.cfl from expanding their satisfied to eke ot their oprressed existenes under the
:1-.:?:-?‘.1::;::hl.u.i}u l"'rl::!“:\ll:rtiu ated them to join the aegis of the Camarilla society, it rakes a certain strength
o : of character 0 make yourself one of the ones who
If your character has any dots in these three refuses to do so. Your character might not have the balls
Backgrounds, take care to explain where they came to face down a Sabbar pack single-handedly ar set fire to
trom, but pay special attention to how he mainrains ;. own haven in order to trap a cell of witch-huntets
them. Does he hold down a nighr joh to supply his inside, and that's perfectly reasonable. He should ar
resources, ur does he acr as a silent partner *who  |easrhe hold enough, however, to defy his Camarilla sire
lives in a different rime zone” for a young hu"i"ﬂ""‘f and rurn his back on the society that sheltered him ashe
Has he builr ]1i_~: Herd |'~1._' hosting regular PTSA grew o vampitic marurity,
committee mectings L:n'r of his hnn.w ;m-..l pl"ru_:l:n:mj_: At the Storyreller's disevetion, anarch Kindred sired by
;'.L-I':'““U_" Mesmerism! Does he derive his Iniluvmsc Sabbar Cainites might have their Virue allorment ad-
“.t”” * Illl]uIHm‘k ledger thar he stole from a Mafia justed downward to the Sabbat standard of five poines.
1::1;:1::11[1_:“ LHIL ;t;,l;:,:d:'. II-| :Ll hk.r:|i|“¢::1]—j:lhit[:: l::l:Itltllj Dieny'r dos this I:gl}th-, 5!::.]1'3'11;:”!_-1'-;. As anarchs, the char-
Bl |L”I-].|-.-|"||' rerious @hdl in need of jeslois acters are already F;wll'lg:-'.lgn_ll'u::mr|_']_'1:||H<~n,u-:-i.um[;mldmg,_{
LR ’ ozt the Beast torhe mix more often is going to have some gory
vigilance, Your ¢ I"l.i'!ri'“:[l_‘l might also use the expan- e Seill. it che sick Bom which the chamacters il
sion _.mLI support of r}'uurhr: Backgrounds as inspiration is as monstrous s the Sabbat, so be it, and you may have
tar his short-rerm goals. oy e e .
LD T THE ANARCHS
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HusaamiTy

As nominal members of the Camarilla, or the
childer of nominal members of the Camarilla, most
anarchs practice the Path of Humanity. Few anarchs
even know of, much less adhere o, the Sabbat Paths of
Enlightenment, and the other Paths that aren't exclu-
sive to Sabbat vampires arc still fairly exclusive w
certain vampire clans that do not enjoy a great deal of
anarch representation.

More to the point, it takes a character quite along
time to divest himself of so much of his Humanity that
adopting a Path of Enlighrenment seems necessary,
and maost anarchs just haven't been around all that
long. Sure, the Anarch Movement has existed for
some 600 years, but most of the vampires who uphold
it are still too young to have shed so much Humanity.
Furthermore, anarch ideclogy is based almost encirely
on materialistic concerns, and as such, the vampires
who espouse it the most ardently are the ones whose
eyes are farthest from concerns of more esoreric en-
lightenment in the first place. As they devote more of
their time and effort to the cause, they devote less
clfort to spiritual vigilance. Then, as their rage and
frustration at the implacability of their opposition
grows, their Humanity withers, leaving nothing in its
place. Only the cause is important to these die-hards,
and eventually, even thar dedicarion will give way to
the impulses of the Beast.

[t 15 not against the rules oucright for an anarch to
ke a follower of some alternative Path of Enlighren-
ment, but the circumstances should be special. In facy,

Wiere AR THENew TRATT 5?

A this point, you may be wondering why this
chapter has yer to introduce any new Traits. This
book's cousins, Guide to the Camarilla and Guide
to the Sabbat, introduced new Archetypes, Abili-
ties, Backprounds, Merits and Flaws that were special
ro members of those sects, Why, then, don't the
anarchs have new Traits, roo!

The truth of the matter is that plenty of
peefecely good Traits have been scattered
throughout the Vampire core hook and rthe
supplements that followed it, This chaprer isn't
about rolling out new Traits as much as ic's
about demonstrating the anarch perspective on
the Traire that already exist so that you can use
those Traits o build a more.convincing anarch
character. The entire anarch strugple, after all,
is ahout scraping up both what you've been
given and what you can find on your own, and
using it all in resourceful ways in the pursuic of
something betrer.

an anarch's progress on a Path could be the basis of a
story itself, Say, for instance, thar a vampire has been
an anarch for a long time and his Humaniry is dwin-
dling under the pressure of fighting for the cause, Just
when he's about to give up in despair, a group of
mysterious vampires makes contact with him, offering
him spiritual urelage char just might save his soul, but
they do so only in return for certain favors. How will
the emotional produce of this strange “guidance” al-
fect the characrer’s relationships with his anarch allies,
and what is it thar these mysterious tutors ultimately
want! Are they scholarly [nconnu testing a potential
new recruit, or are they manipulative Sabbat apenes
provocateurs, hoping o tum a mere opponent of the
Camarilla into irs bitrer enemy?

WILLPOWER

A character’s Willpower comprises his Courage
rating, but it also goes beyond that rudimenrary start-
ing point. The Willpower rating represents, in essence,
acharacter's resistance to change — especially change
of a personal nature. After all, a character does not
simply grow braver as his Willpower increases, An
increase in a coward's Willpower, for instance, only
mikes him increasingly more likely to abandon a
dangerous task, despite any threar or rationalization
that urges him to remain exposed to the danger. Ty
that reasoning, what a character's Willpower repre-
sents is the strengrh of his Narure.

Whenvou're decidingonhow high your character’s
Willpower should be, you begin with Courage, because
it takes a minimum of bravery to seek safety in the ideals
of one’s Nature rather than simply letting the vagaries
of fare have their way with you. In order to move beyond
that hase raring, look at your character’s goals and be
honest in assessing them the way that you think your
character would. How dedicated is he to those goals? [s
it in his Narure to compromise? On what points will he
accept o compromise! How far will he go in order o
achieve his goals? How often do his immediate goals
change? The answer ro each of these questions should
have a bearing on the amount of Willpower thar you
finally end up giving vour character,

FINER DOIN‘[S OF
DFBS()NALIT&’

At this point, you can pick up your characrer
sheet and your dice and ger ready o play. You
should now have everything you need in order 1o
participate in a Vampire story, from a concept to 4
set of goals o a set of dice pools. The following
details add greater depth to your character's person.
ality, but they are not essential factors in the
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character-creation process. You may wish to keep  story begins, and measure her devation o them in
these factors in mind, though, and make generalized  rerms of her Nature, Demeanor, Willpower and Self-
notes about the direction in which you want totake  Control. You needn’t make them predictable or trite,
your character in the future. Then, as the story  but be sure to make them logical to your character.
progresses and you grow more comfortable playing  This exercise will help vou flesh out yvour character’s
the role you've created, you can develop these ideas  history as well.
turther and describe them in grearer derail.

Technically, of course, such factors as the ReLAT IONSHIDPS
characrer's goals and the history of his experiences up As has been mentioned, humans and Kindred
to the present should be in place already. One’smoti-  both are social creaturcs. They define themselves in
vations and memoriesdon™ simply spring intoexistence terms of how others see them just as often as they judge
on their own, after all. Fvery person on Earth is the themselves internally. Therefore, it's a vood idea o
product of his past, and none can isalate his thoughes — think abour how your character interacts with the
in time in disregard for his experiences. Creating  other types of characters that he mighr encounter
fictional characters, however, pives youthe chance ro during the chronicle.
Wit aracrer’s personality rogerthe VETSE
put your characrer personaliry Etﬂ"li_r in reverse NG
You almost have to, in fact, because it’s just so much 3 _ =

: : One of the most important aspects of your
easicr that way. If you know what story you wane o rell S T
oursehsescrer s v ik s aF sk ik ms character's personality is the way he looks ar the
abouta characrer and vou have ; ol wh 5 . ;

: " e living now that he's become a Kindred. It affects the
vou want his actions o represent, then vou can use i i . : :
ll it alin for decid 'Pl-i'ld[ et h[H."l"l.I with which he is able to prut his mortal life

st notions as guidelines for deciding what went on
T : B el Mok L - behind him {if he can), as well as the degree to which
in the character’s past. You can rake vour Impressions X ; SRy
1 = & he’s able to resist the Beast. Is your character a pure
about the characters prejudices and foibles, and come _ S T A S
i : predator who cares nothing tor his prey except in the
up retroactively with patterns of behavior and obser- et s 25 )
vation: in | the chiriteis raee tha g context of that relationship, or does he still walk,
At e character’s past that suppe : ; .
A ; iR Lo PP L talk, act and think like the man he was? Daoes he
Although such isn't the way thinps happen in real life, ; = 3
; : ; e - consider himself betrer than mortal or worse, or is he
it's all right if the chicken comes before the £og in :
it still too newly changed to comprehend the distine-
CIAr: I Crcdtion. J i r
g tion? Does he kill when he feeds? Does he feel any
MoTIvAaT IONS guilt or remorse for the act of feeding! If he doesn't,
; , does that fact bother him?
You should ?I]ri"i’ld'y' have a decent iden of whart . :
: : po e o This consideration not only reflects the
vour Lh;]l;!l:'[vl:r.'- ,‘.._[l.:l.l]b are, l‘ul hur motivarions are a I s H | ; I \ l ] f‘l’r' s t[
¢ : characrer’s Humaniry, b as asubtle effec e
deeper martter altogether. It's one thing to know what * ot RRRAI PR E S R RN e e
Fesies : : coatide etfectiveness of his Backgrounds as well. Morrals are
a character wants and decide how she's going to go h it | f ' Back d
; o » ones in whom the power of most Backgrounds
about getting it, but it's more important to saywhyshe  * tT : n""{”.} h|- rL pk!\.,”" frieht EroL vat
: : : eits, TN “haracter alienates or frigl 5 away
wants it. Even weird, unpredictable real people have ™ l i Ita_L “f ] lt[m.“{" e o] . T‘ |
: : ; 1an be s meets, he's go yhave a hs
reasons for doing whar they do (regardless of the 40 T}n , “}:lgr e e \htdﬁ L*t}“ mg] : L'“ B
: : tlexing that power. And if a character can’t
quality of those reasons ), so fictional characrers should “?""‘r SR ot pT““E'JI : l'”Hrl““ :
g . relate ra als ar all any more because of age,
.lI:‘lll'L' |‘-'l.' I.I]L' same standard. ].l: § sate Lo sy [‘|'I‘=l1.' He- = tl i llj_l'. "1]0[1.[‘ : .t| ' lE l,:l “11 [ IL:-E] I.‘ :I'.Il |_=1|I:L
' witlook or both, it's unlikely th “ll be able to
tional characters are held even more accountable ta © l gk l" 2 ]' By ERaL AE | k “.‘1]
~ y slate latively v g v 5 elther, 4
that standard, Characters don't pursue goals “juse ni e PR -'.r:'”" }H'g.uune?f.'-. Imtpm “L]h;]1 | h-l.L
. i s . “haracret can't wield sienificant power ugh his
because,” they do so as a direcr result of some internal I% L b one i‘ ! r"-"m ! K!'k 1 d1 ]11 :uinL |
. i ackgrounds or relare ro young dred, likely
mutivation, Withour that motivation, the characeer 3, £ (l ek L - };.‘-’”l,m H |"', ' “
en is he to make an effective anarch!
takes no action, and vou have no STOTY. AL Rancliechive anaici
Look back at your characrer's goals and work out Hinbnen
the logic for why she pursues those goals. If her goal For that mater, how does vour characeer relate to
is to oust the local prince, why does she want to do atherKindred? What has his overall Cainite experience
that! Is it because she's an anarch fanatic and the  been like? Was his Embrace a traumatic fight for his life
prince is the hapless effigy she intends to burn asa  (which he ultimately lost}, or does he think of it as a
lesson to all Camarilla oppressors? Is it because that  bittersweet curse at the end of a long seduction? Does he
prince exiled her sire from the domain then laid  resent his sire, love his sire or really try not to think o
claim ro her assets by authority of some perversion of  much about the night he died! A characrer’s impression
: Ak } I !
the Fourth and Fifth Traditions? Really pur some  of his vampiric nature is multi-layered, but it starts at
rthought into your character's motivarions before the  that general point.
CmE 10 THE Avamcis
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H'L'.\:l. L]L'll_'rl.l:lll'l.l.: 1||.|'\‘|'. '!.'.'lLll l.._|:'|i:||_c|{_'|_ﬂ_'i ".'r'j]_l ]Ji'q_l._'i‘
interact with the members of his gang, pack or cotetie.
[Moes he keep secrets from them! Is he open and
relaxed around them, or does he feel that he must
constantly rise to thetr lofty stmdards? Does he look at
them as [Cmpordry allies of cony cnicnce, or does he
consider them his closest relationships?! Does he even
like them? Get wgether with your fellow players and
discuss your characters before the story begins, and try
L EL:‘-:l LILIT 1]1L: 1"i'|.":|l\'\ |:|!.. ll'l.'l'l_ﬂ[ l]'l_i_":. WAL Lo l,‘JH'l. T-I]Ll_
examine your character’s concept, Nature and Con-
science rating tor an idea of how well your characrer
might pet alomg with his fellow anarchs. Remember, a
sroup storyLelling session doesn’t work too well if each
character involved is bent on doing his own thing at
the expense of his compatriots, but a little dramaric
tension between co-conspirators can add spice and
excirement Lo any scory.

The nexr step is to think about your characrer's
norions abour the Camarilla and the vampires wha
make it up. What specific experiences has he had wirh
Camarilla Kindred, and which of those CRPETIENCES
finally convinced him to hook up wich the anarchs!
Dioes he have a bias roward the entire society, ordoes he
reserve his zeal for only select opponents! Does he
harbor fantasies of reviving his Camarilla starus once
he's built up his resources sufficiently, or does he feel
that the entire Cama I'I||:=I.-:r|'m,‘r||w 1S [OM0 !I_il'll_iﬂ[lu_"l'l{ih“,‘!.'
Hawed for him to remain any part of it!

Finally, give some thought to vour characrer's views
on the other vampiric factions and like-minded gather
ings. How much does he know {or think he knows)
about these other groups? Has he been indoctrinated
with a deep revulsion for the Sabbat and all thar it
stands for, or does he wish that he could join up with a
righteous pack and really stick it vo the Camarilla! Is he
awate of even the names of the independent clans?
What keeps him from becoming autarkis! [fhe has false
information about other types of Kindred, what is it,
and how did he come up with it?

OTHER SUPERNATURAL BEINGS

As a rule, young vampires don't know much
about the other supernatural terrors and wonders
that existin the World of Darkness, The Embrace has
away of focusing one's concentration inward when it
comes to that sart of tl‘ninu. Besides, 1,';-|._'r|,_-'.1.'n;_311-'+._':;,
ghosts and wizards aren't particularly sociable with
the Childer of Caine in the first place. If, however,
vour character |!'|:]=. |'!|:l'\.] AT l..:\‘l:'{_"l'l{_' nee '-'-'lt[i SUpEer-
natural creatures other than vampires, whar is it, and
whart effect did it have on him! Just remember ro
justify this information and validate these experi-
ences with your Stotyeeller before you randomly drop
any ol 1t into conversation.

CHamin Thogt:
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The tinishing rouches thar you put on your
character at the end of this process (or which you
add ar random points during the course of the
story) are called the spark of life for a reason. All
the actual life s drained from a person at the
moment of the Embrace, only ro be replaced by the
hollow echo of existence as a vampire. Yet, al-
though the flame of living Humanity dwindles and
gurters thereafrer, it is not immediately snuffed
out. Certain passions {or sparks) linger for as long
as the vampire is able to remember them. They are
the last vestiges of his personality that remain
mortal beyond the start of undeath.

['hese passions express themselves inseveral ways,
not the least of which is the vampire's sense of
humor. Not much about carrying on an eternal para-
sitic existence is funny, but some vampires seill have
enough personality left in them to laugh from time to
time. What, if anything, does vour characrer still find
funny? Has he adopred a bleak, gallows humor as his
only defense mechanism against the Beast inside
him? Is he able to laugh only ar the truly absurd and
uncxpected! Does he find humaor in the cruel misfor-
tune of others!

Another major passion that lingers for a while
after the Embrace is o character's sexuality. That
passion usually fades rapidly from attraction to appre-
ciation and finally ro simple ohjectivity once the
vampire realizes that her procreative urge no longer
exists, bur sexuality is a powerful component of her
personality up until that point. A characrer’s living
sexual orientation mighr affect her choice of victims
on the hunt. She might choose o feed only from
people who would have made appropriate sexual part -
ners in life, or she might exclude them as her victims
out of a desire to protect them. Likewise, she might
rake out her unrequited sexual frustrarions on her early
victims, or experiment with rapidly cooling sexual
desires that she didn't have the courage o indulge in
before the Embrace.

Beyond the hune for prey, characrers might use
either a lingering (or wholly manufactured) sexuality in
dealing with younger vampires, human pawns or the
executorsof her Backgrounds. Even if the feelings don't
stay around 1o back her actions up, sexuality (and
sensuality) is a powerfully manipulative rool of o char-
acter who chooses to use ir as such.

Lastly, decide if any of your characrer’s habits or
hobkies have carried over from his life into his undeach.

Onivy Got Tme por a QuicKe P
[t may well be rhat you don’t have cither the time or the inclination to work step-by-step
through this entire characrer-creation process cach and every time you wanet to build an anarch
vampire. [t could be that you just want to dash off a few nores on an interesting Storyteller character
who'll appear brietly in your long-running Camarilla chronicle. Or maybe your buddies decided
while you were out picking up Coke and pretzels that you were all going to play a one-shot anarch

story thart night.

Whatever the case is, you simply may not need a character as fully fleshed out as one that you
create using this entire chaprer would be. That being the case, keep these high points of the chapter
in mind when making quickic anarch characters. You should read them and jot down guick notes as
you're filling in the character sheet, but you can safely skip the intervening material if you must, You
can do even less and get away with it, but if you do, you'll be straying from the bare minimum of what

I'I'I.I]'Ct"; an il-f‘.li.ll'l..'l."l an ﬂﬂ:’lrl._'h,

The Process: Check the Quick Reference sidebar on p. 79 for the capsule version of the actual character-
creation process for a run-down of the steps involved.

Concept: Without a concept, there is no character, sa don't skip this step in the text. Franklv. vou really
P P F Yo ¥

can't even if you try.

Nature: Nature governs the ways in which this characrer interacts with the main characters, so at least

make a note of it.

Goals: Decide whether the character wants something personally or if you're only using him as a plot
device. Also decide what makes this character an anarch, racher than a member of some other facrion.

Ratings: Finally, refer back 1o the Quick Reference sidebar and fill in the dots.

Unce you've completed the quickie version of the anarch-creation process, keep the characrer sheet and
your hastily scribbled notes around. If the characrer survives for more than a session or two, you may wind
up making more of him as the chronicle progresses. If such is the case, build from the foundation you've already

laid and use this chapter o help you add on.

CHape 10 THE Anancs
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Dioes he still shower and brush his reeth immediately
ifter waking up, going through the same motions thar
he went through in life? Does he walk a certain path
through his home city every night, murmuring o him-
sell about how much things have changed? At hearrt,
vampires become creatures of habitand rote as they age,
bur, in his early unlife, his lasting mortal habits can
serve as reminders of who he used to be.

A vampire's hobhiesalso serve assymbaolic links ro
hisformer life, provided he canstill muster the interest
to practice them. He does have an erernity in which o
master his diversionary skills, of course, and its highly
unlikely rhar he'll spend his every waking moment
hurling Molotov cockeails ar Camarilla ghouls or mak-
ing grandilogquent speeches o his gang abour the

nobility of the anarch cause. Therefore, whar does he
do in the meantime! Does he travel o highly popu-
lared areas of his city and people-watch? Does he play
a musical instrument? Does he write stories or poems!?
Does he take his beaten Nash deck and vainly attempt
MecTwists at the local skave park afrer hours! How does
he fill his time when he’s nar actively pursuing his
anarch goals?

Onee you've addressed rhese concerns and an-
swered all of these questions to vour satisfaction, you're
more than prepared to put your fully developed anarch
character into play. All that's lefr is ro find out what
vour Storyteller has in store and lose vourself for a while
in the mystery and excirement of this new lite you've
created from your own imagination

CHArTE Thsge: Ackats oF CHance
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Those who make peaceful evolution impossible will
malee violent revolution mevitable

—]John Firzgerald Kennedy

Dear ],

I am honored by your attempt to lure me back
onto the battlefield. It is futile, of course. Those
nights are over, once and for all. It was fun while i
lasted, but | cannor chase those dreams anymore.
We had our chance back in those long-ago nights,
and | knew it was a one-time opportunity. We
failed, and | knew this was it for me. | told you
betore, and | am velling you again — [ respect your
devotion o your cause as well as the sl:rl.:ngth and
resources you put into your pursuit of ir, but it is
vour cause now, no longer ours. | found my little
niche up here in the Highlands. | watch the night
sky, counting the clouds, I think a lot, and some-
times | even cry for our companions long dead.

Every once ina while, 1 put myzelf o the test of

tlﬂ'ﬁ'{'ltllg 1] t].'ll_‘ TS | '.3|'|:LJ 1'l'rif_|'{ on my owi — ¥ou are
aware L.'lf. I hL‘ ‘Eiti'\':lg(.' I.li.]‘lll"l.'l‘l'ii tl'.l.i'lt ]'iﬂl] nt l]'l.l.': 1"‘|I;___':],'|_E Li]‘_'\
here — just to keep my instincts sharp.

Well, that was a lie. | am sure you already guessed
it anyway. | he real reason is the sound of the waves

when ’.l‘ll.."g.' crash. It ii|:".'r'i'l."f.""~ was and |_ﬂ|'nl"-:||"-|\,' ,tl‘..h.';g'!,'h
will be. Even if always means an erernity of nights
sewn together by days 1 spend in cold dreaming. .. on
the other hand, who should know better abour this
than you!

Owerall, I have found peace, so please stop trving
to raise old passions. Even rhe memories feel stale and
dusty and dead.

However, 1 cannot deny the needs of someone
with whom Lhave fought back-to-back, who saved my
unlife as often as | have saved his. | think it is a stupid
idea to send your American childer over here. 1 don't
care what horrors vou claim are hunring them. |
predict they will drop like flies. Bur since this would
have been the first rime my voice of reason stopped you
from fulfilling one of your crazed plans, 1 tried o pur
down as much advice in the missive as possible.

When I put this packer on the way, | consider the
last of my debts paid.

Don’t get me wrong — even though | sometimes
still miss you and the nights we had, the words [ said

Crarrea Fowe: A Woato Ree rog Revemon
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when we parted are not an iota less true then they
were that night. What you are reying to do is wrong. ANARCH CHRONICLFS ABROAT
It is the wrong way, and all it will bring is bloadshed The facts on the states presented here are
and bitterness and war. If you try bringing all rhis o narturally incomplete. It is not possible to give
my private little domain up here, [ will stand against a sarisfying in-depch view in so few pages. Be
it. If need be, [ will kill you while trying to stop you, aware also thar everything you read here is
even though this would probably cost me as much as presented from a subjective point of view. It
it would cost you. | am not the woman | was when we may be enough to fuel a single character's back-
first met. ground oracouple of scenes in astory thar tales
Also, do not ery finding me for any other reason. | place mainly in the United States, bur if you
am telling vou now: | will not come back. Ever. want to run a chronicle exclusively in another
Maybe 1 will take up traveling in a hundred years country, take the information presented here as
trom now or so. Maybe not. [ will not go back to the a base and extrapolate. The Internet offers
citics and their princes and Traditions and little games, nearly infinire sources; libraries and booksrores
thar much is for sure. Bur | will not join any cause you should also provide useful information, as well
might come up with, either. Try finding me, and [ will as travel agencies, where you might obtain the
find ways to protect my privacy. most up-to-date pictures. Inany case, go ahead
Enough of this, now. | had an associate of mine and invest that time. T.l'l.t_-‘ﬂ: are t‘.i'r-n.‘itdt:r:».1|'r]i‘1
encrypt the files on the plastic diskette included in this differences in E_he i d'”.rm“.l.. Patitns Teick
package. I do not understand much of these modem and these details will add significant elements
technologies, bur | am sure you are very aware of them., of mood and flavor to your story. Imagine your
The key to the code will be arriving by itself shortly. r_vlay'ers.iarf- ak m-ﬁ_hr In L.wm[ Britain, looking
Goodbye; old love tor a bite, and discovering thar all the pubs
] hope we never meet again, since we would he close down at 11 PM. As F.”T Europe ! general:
. : SRt The weapons laws are significantly sericter than
standing on different sides. : seighine;
" they are in the US. Without the proper legal
M. documents and a brilliant reason, it is virrually
impossible in most countries to carry a gun as o
pRFAM B]_F normal citizen.
It is ohvious that [ spent so much time to elaborate
on Europe, the reason being that Europe is the original 1ot suitable havens for us. You will find the details in
home ground of the Anarch ]Tt“«'n]l. -|]_"h|:-; is where it b o follows.
started (presumably). I is also the bastion of the ST . i I s
Camarilla, where the real power lies, so Europe seem- k 5,”"_“ & ‘_I'bﬂt-l an_-. gﬂllt'lg ..m. _EL.“ l;r.-m “ l'].l b
: o nowledee that might as well save your unlife ro-
ingly provides no space for subwersive clements. Which morrow night. You had berter temember who gave
is ironic since Europe is also the original home of the AR ' N a
anarchistic philosophers. Pt
A nyway, it Wil are ll_‘iu"l!'l!-_: America, Europe is A
the most logical place to go since unlife there |1curf- FRICA
thi most resemblance tounlife in America. The old Africa has the most rapidly expanding p,.-j,pu[ﬁ-
continent is definitely crowded, kine-and Kindred-  tjon of the world wich a prowth of three percent p.a.,
wise, which is a double-edged blade. On one hand, although birth and death rates are also the world's
this suits us since we are beings of the cities. Onthe  hghest. Dlespire its size, however, Africa contains
other, it also makes it maore difficult to do one'’s own only about 10 percent of the world's population.
thing. Roughly the same applies to the Australian The African population uses at least 1,000
cities, however, the Last Frontier still sports areas i1 gividual languages, and the four main language
uncivilized and haunted by certain horrors. I S Nij_fvralk’nrdnfnniunn[r|:|:_*
Atrica, South America and Asia are a different most wide-spread family), Nilo-Saharan { languages
matrer. For various reasons, most of us — at least those spoken along the savanna zone south of the Sahara
of us who aren't of Methuselah's power cannot  from the middle Niger to the Nile, with outlying
'!"—l“‘l‘t DESUrYIve on [h‘-‘-"“':”m'U_W“'-ﬂ'L“ least not easily. groups in Eastern Africa), Afro-Asiatic (including
Sometimes other, more powerful creatures of old elaim A rabic, Ancient Egyptian, Berber, etc., spoken in
their landmasses. Inother cases, theyaretoochaoticto Nogthern Africa and esstward ro the Horn of
Carce 10 e Anapos
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Africa. Arabic is both the official and unofficial

irn the
.':u_'l_'!" l"{ |]'|L -EH.'H”. :|[1LJ

language in states norrh of the Sahara and
Sudan) and Ehoisan {lang

Khoikhot, now limited to the arid parts of South-
French, English, Dutech,
Portuguese and certain languages of the Indian
influenced by

western Africal,
subcontinent are spoken in the areas
these countries,

Although many European and American
Cainites delude themselves into believing other-
Wise, ."1'&1-]"\ oS TNCk rl:li.i";_" i.l.l.r T L:fl-\i l!_ 15 tOD 1'.”:.'1
toa wild, We need the kine to sustain oaurselves
the more, the better. Thus, we need the cities. Sure,
p-.:t';‘vl-.' of the Blood dwell on the Dark Conrinent.
Not too few, if you were to gather them and put
them together in one room. However, considering
the size of the continent, Africa houses only a
fraction of what might theoretically be possible.
The majority of Africa’s inhabitants — mortal or

is indigenous. Significant immigrants from
Europe are found in South Africa {about one-seventh
of the population), Zimbabwe, Zambia, Namibia,
Mozambigque, Kenya and Senegal. Other substantial

1§l

minority groups are Asian peoples {chiefly in South-
ern and East Adrica), Arabs (in West and East Africa),
and people of mixed origin.

Maow, the present situation in these places de
rives, to a significant degree, from the colonization
of the land by European explorers. Ir iz an old story,
a sad story, and Vo know it from your own conti
nent. "Uncivilized” rrihes find themselves overrun
by technically superior intruders and are robbed of
their freedom, property, lives and often their entire
culeure. 1 will not elaborate on this, bur 1 do advise
you to research these events since they bear several
|L:5'\-."'"L"|!|.'1 1|5.E! .]l"\-l!‘ 'Ii‘l'\it'. L0 Our situation wit |:|_'|| 1
.‘:"“..[L.\'j.iu |.|'\\-\'|."'1Irll:2|.|'i ':'l\'l\.] l"'\. .Ii1||l|.|| l,'lll_'._‘l.lr:'ll"\-

['he Kindred of European descent dwelling in
Africa most likely came down with or shorrly afrer
the mortal explorers. Depending on clan and indi
'-'idl.kﬁ.ll tastes, they either secured themselves |..||I_:-;
or embarked
upon nomadic unlives though the narure resores. Of

portions of land and thus herds
course, since most of the rural pares of Africa are
deserts, there aren't legions of Gangrel hunting the
nights down there. Only a few and the most brave
(or toolish) dare to journey the barren sand seas.
Muost cities in Africa are products of the 20th
Century, However, a few relics from the past exist
along the Nile valley, the Medirerranean fringe of
North Africa and also in Western Africa, such as
Alexandria [Egyvpe), Fés (Morocco), Timbukou

Craapren, Foum: A Woetn Rre roe: Riveoimosy
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(Mali), Djenné (Mali), Kano (Nigeria), lbhadan
(Nigeria) and Oyo (Nigeria). Several medieval Arab
coastal towns are located in eastern Africa, such as
Mombassa (Kenya). Examples of cities founded
under colomial rule as administrative, trading or
industrial centers and ports are Johannesbure (South
Atrica), Lusaka (Zambia), Kinshasa (Zaire),
Lubumbashi (Zaire), Nairobi (Kenya), Dakar
{(senecgal), Freetown (Sierra Leone) and Abidjan
(Ivory Coast), Often, theyare built onto traditional
towns, a5 in the case of Lagos (Nigeria) or Accra
(Ghana). The last group usually features some sort
of derivation of the classic domain organization. |
|"‘|:l'n.'¢' |1lt..llldl..'\.l F | f_‘_l..'t‘l.l.:ra'll j_:ull.]L‘. I.qr:r VISIEQLS as 1.".-'1:11.

Besides the cmigrants from ELI[’U[_"A:‘. SOMTe
Cainites whisper that Africa has spawned a native
bloodline of Kindred — if they can be called thart.
I have found very lictle hard information on them
other than a few veiled references and names like
“Kagn" and “Laibon.” Suppeosedly, their number is
fixed and they do not Embrace childer except o
teplacing deceased members of the bloodline. Ac-
cording to rumor and legend, these undead have
strange powers, weaving some sort of blood magic
through their strong ties with the carth and the land
down there,

| have never met one of them, though | spent quite
some time in Adrica. Afrer all, it is also the continent
that was once home to Carthage. [ still tend to beligve
in their existence, for the local folklore sports many
myths around similar beings. Plus, something — or
somebody — is keeping the European structures and
traditions from gerting a firtm grip on the cities of
Alrica. Several of these cities can be called domains,
but if you stay there for long, vou will feel that it is not
the same as home. It is difficult to pur it in words, but
it is definitely mrue.

First, many Kindred emigranes retum o their
homeland relatively soon or venture on to new shores.
It you talk to them, they can give you individual,
]"l:llhﬁ"it' reasomns. H-. VIWVEVET, il"u_-‘i:]' :',hg:r:—r n||,1'|]|~.¢1— [I'I'dl-: (5
it 4 strange phenomenon, as if something was driving
them away without them consciously noticing it. | can
say only that | wenr there, Spent Soime Eime in varions
parts, then realized thar it jLast WSt b my cup of tea and
went hack,

Second, even in the so-called domains, strange
things happen inside Kindred sociery. People talk
and strike deals and collect boons in preparation of
adecision, and they find, in the end, that they are
doing something enrirely different from what chey
intended to do. Projects to turn the desert into
lisahle space, tor example, turn into 5-.1:1wt]1i11g:_ else
all the time,

Third, you never feel quite comforrable there.
We are rerritorial creatures — well, most of us are
and we need some sort of structure to sustain us.
[n muost cases, this involves finding a suitable ciry,
settling down and fighting for a permanent place in
the domain’s pecking order. In other cases, it means
developing a Er;n':‘:ling routine, However, | found
Adfrica always unsertling.

Apart from these elusive impressions, Africa
holds a wide range of very concrete dangers to our
kind. Asin every place touched so little by modern
“civilization,” it is home to many hostile and
savage beasts that hunt the deserts, rainforests,
savannas and sometimes citics. Whatever you
might or might not believe about my statements,
these monsters do not want our kind in their
territory for sure. They will attack on sivhr, and
they don't care about the Masquerade or any other
of our little human-tinged rules. In Europe, the
cities are hig enough to hold them back. We can
move guite freely there, In Africa, ic's veritably
the other way round. Except that they do not care
for negotiation. They just kill.

By the way, it's not only Lupines I'm ralking
about here, You probably haven't heard abour them
ver — or only about the ones on your continent —
but plenty more races of shapeshifters exist ather
than just the werewolves, Look ar the African rales
and legends ro get an idea what hunts its wilderness.
| have always possessed the wisdom to stick with my
kind and never actually seen one of them, but [ have
heard whispers about humanoid alligators, tigers
and even spiders.

Besides the shapeshifters, other, even stranger
beings travel the lonely glens and mountains, jour-
neying from village to village and tribe to tribe,
telling stories and supposedly giving advice, Again,
| tuke this from TUMOrS, 50 make of it what yiu will,
Also, there is supposed to be more than just human
hocus-pocus to the shamans and medicine men of
the nomad tribes.

One last thing: It is often rumored by the “offi-
cials” that we anarchs were acrtively taking part in
the numerous separatist and civil wars going on in
different parts of the continent. This is an unwise
idea. OFf what interest are mortal affairs to us other
than internal quarrying of cartle ! One or two excep-
tions to that rule may exist, but cheir involvement
is part of their individual biography, Lt is far more
likely to find African-based Kindred taking part in
AIDS prevention to improve the health of his herd.
The areas plagued by guerrilla warfare are danger-
ouns ground even for our kind. Plus, they drown in
violent chaos, [Csugly and mean and sad, so nobody
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without a serious, important purpose ventures there
in these desolare modern nighes.

Africawon't kill vou outright, if vou pav reason-
able arrention and choose your destination well. In
case vou need ro do the Grand Escape, itmay not be
the worst idea to spend a couple of years or even a
decade or two there. Just be aware that it's neither
America nor Europe but a strange, strange land.
Therefore, try o plan ahead and gather informartion
before vou leave, if at all possible. The different
areas vary largely.

It is not likely that you will be able ro establich
your own little domain or wharever you'd want o
call your personal resort, and there will be no real
foundarional society to shock and shake, ar least
not like home, You will more likely find vourself as
a part of a group of foreigners in a forcign country
whotries tosurvive each nighr individually. Which,
ol course, bears a completely different danger to
vourself and vour beliefs.

A Tasieor Houme

Hereafrer are a few words for anarch visitors of the
more Westernized parts of Africa like Morocco, Alge-
ria, Libya, Egypt and South Africa.

Again, bhe aware that this is nor exacely
Camarilla territory or even guantifiably the
domain of any sect at all. Still; it is customary inall
cities fitting into this deseription to pay respect to
some sort of prince if you go there. In most cases,
however, the local Kindred are not as populous or
stratified as in the average European town, so it is
possible to slip under the radar, This is quite useful
it you happen to be in trouble. On the other hand,
r]'lt'-.‘ll.' 'n.]'i?'l'l'li:'l'il'lﬁ CaIsL 00 "'-"i” lIHI iﬁiilllLlﬁi |E'IL"!.' .I:'I.HI'L”'!.'
maintain contact to other settlements since enough
distance lies between them to avoid it. Therefore,
it is pretty easy to concoct a false background story
and not get nailed for it (if vou keep it modest and
simple, that is).

[f you choose to St Ul mro the open, It 1
I."'-.'?‘Eb'i.!.‘!lli.' thiil. Vo 'Wi.ii I:IL" ﬂ‘il\'.ﬂ_‘d (4] tiil\l'L' F‘Eﬂ't T S0Imc
sort of ritual upon arrival. Note that you will prob-
ably not be able to turn chat "offer” down wichout
tacing severe consequences and distrust. Mombassa
is ome of these cities, Kano another. [ have no hard
fdacts ':II.J‘."UI [I:'li.‘ naturce Ul. 'I:'El.::i-l_" T!H!il!.‘\. S0} }'I'L'Z exir:d
careful when lying about your past and other infor-
marion that the Blowd might give away,

Usually, these domains feature some sort of orderly
system, mostly local versions of the Traditions, 1If vou
g0 the otficial way, you might be formally introduced.
If you don't, T shouldn't have to tell you not to draw
artention to yourself in violating rhe Masquerade,

however stupid you may think it to be. Inany case, the
large gap between the rich and the poor makes it
relatively easv to hunt. If you stick to the shertos, it is
very unlikely thatanybody will follow up one or rwo or
O missing mortals.

When meeting Furopean Kindred dwelling lone-
term or even permanently in Africa’s cities, always
bear one question in mind; Why has this Cainite
moved here? Why has she left her homeland be-
hind? This applies especially o the Camarilla clans.
You will probably also run into a fair number of
other Cainites, mostly Lasombra and Giovanni.
The facr thar almost all of them are strangers there
lowers the traditional barriers a little. However,
those who look for a different approach to claiming
domain and the sharing of power will most likely be
isolated or even persecuted for their beliefs none-
theless,

The revolutionary is always lonely inthe eve of the
system he opposes.

ASIA

The world's largese continent conrains almost
three-fifths of the world's people. Since the various
mountains “]E'“-.Il.‘- exensive migration movements
jmrmﬁail*ln:, these different ethnic sroups remained
largely separated.

The majority of the population of continental
Asiauses at least one of the four large lanpuage tamilies
— Altaic {consisting of Turkic, Mongolian and
Minchu-Tungus subtamilies), Slavie, Sino-Tibetan
{consisting of Chinese and Tibeto-Burman languages)
and Indo-Iranian {consisting of Indo-Aryan and Ira-
nian languages). The Asian islands and peninsulas
feature numerous other languages of Austro-Asiaric,
Tai, Japanese, Korean, Hmong-Mien, Austronesian
and other anguage families.

Asiafeaturessome of the most beautiful and peace-
tul nature resorts in the world, as well as some of the
mest rigid povernments. Unlike the Africans or the
native South Americans, the Asians weren't overrun
by colonial forces. Even if they lost parts of their land
to such forces (like they did Hong Kong), they man-
aged to maintain their own culture and adapt parts of
the Western one.

To us as Westerners, even nightly unlife in the
metropolises of China or Japan feels strange. The local
codes of behavior and communication differ Largely
from everything we are used to. The Asian approach o
the world is markedly different from ours. [r can take
years to adapt to this even if vou're not being hunred
down and destroved by strange horrors that command
bizarre powers.
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However, | think you already know why it is
especially ill-advised to journey Asia at this point.
I'he so-called “Kindred” from there are like nothing
we have encountered ever hefore. T would go so far
as to say that it is even more difficult for anarchs to
travel Asia, since many of those bearing that de-
scription are still fairly voung or travel in small
groups. The almighty Camarilla itself gave up To-
kyo and pulled all its people back from Hong Kong
save for a handful of agents rtumored to be in thrall
to the Tremere, so whar has a gang of idealists and
trouble-makers to win there!

It is possible that one extreme Kindred idealist ot
the other decides to go and lool: for peace and quiet
nonetheless. However, that Kindred is likely to be
either foolish or exceptionally powerful. And mad
through and through.

Accordingly, | will not give more in-depth in-
formation on the different cultures and nations,
though they would deserve it for their richness. |
traveled Asia before we understood how deep the
differences between our kind and the Eastern “Kin-
dred” run and before they forced this ominous war
upon us, and it offers estimable peace to the troubled
mind, Climbing the Himalayas, running the savan-
nas of Mongolia, meditating in the temples of
Indonesia... it used to be a good place to venrure
when you needed quiet to think. Tonight, all that
awaits you there s enmity, violence and a brueal
Final Death.

Well, this is the home of what you're running
from. I guess thar about sums it up.

AUSTRALIA

The undisturbed parts of Australiaare pretry much
the same as in Africa, America or European hinter-
lands: shapechanger territory. Walk there, and you're
bound for trouble. Walk there alone, and you're likely
O MEeT Yol end.

| puess it's common knowledge rhar Auseralia's
population derives from several ships of unwanred
people from Europe (mostly Grear Britain) destined
for the Last Frontier in the late 1800s. Most Kin-
dred who are not originally from Australia arrived
with those ships or in later decades. However, the
Aboriginals tell old tales abour some night-creature
biting people’s necks and drinking their blood,
which might be a hine toa local race of Kindred. As
far as | know, there are no inconrroverrible facts on
this martrer.

Asin Africa, the European immigrants to Aus-
tralia had a significant effect on the indigenous

population. During the first half of the last cen-
tury, the mortal government went so far as to
estahlish a White Australia Campaign that for-
hade non-Europeans from immigrating to Australia.
The Aboriginals are fighting for their acceptance
as of today.

Australia’s big cities Sidney, Melbourne,
Brishane, Perch, Adelaide and Newcastle — are all
locared at the coast. They are separated by hun-
dreds of miles of empty land, thus emerging as fully
independent units. Inner Ausrralia is free nature
since the peculiarities of the land make seteling
nearly impossible. Most of these cities are pretty
conventional domains, with two relevant excep-
tions. Be caretul should vou journey there, If yvou
make rhe usual preparations, you should be fine,

Maturally, the Camarilla wasn't the only faction
interested in the new continent. The Sahbat also
ventured there, and it managed dllrin{_: the last century
to become the dominant sect in one of Australia's
larger cities, Brisbane. Its head is Archbishop Camille,
a Lasombra and native Spanish. According to rumeor,
the Black Hand characteristically seeks to overthrow
other cities” Kindred structures, though they seem to
currently limit themselves to eastern Australia. Suill, if
vou plan your journey to the Last Frontier, check
ahead and ger some information on the present situa-
rion o avoid petting cauzht in some Sabbar
rabble-roust,

Those of you more inclined o open space and
nature, be warned. The ourback is Lupine rerritory.
Many them dwell there, and they kill ourkind with the
aplomb they show elsewhere. [ have heard rell of one
or two Gangrel running the wilderness, bur less hardy
Kindred should opt for the plane or the train. Of
course, youcan also renr a car and use rhe highway, but
you're doing that at your own risk.

Ausrralia is largely recommendahble to idealistic
Kindred. If you are young, stick to Perth or Sydney. If
vou are loaking for a place to change according to your
beliefs, rravel to one of rhe other major cities in
Australia and try to spread the mission there.

SYDNEY

Ohriginally, Sydney was a Ventrue -dominared do-
main. In the modern nights, its prince isa Toreador by
the name of Sarrasine. If you meet him, he is likely to
give vou the creeps in an inexplicable way, though he
has some great ideas on how to run his city. In the
1950s, he declared Sidney a free city, opening it to
everybody, not just the Camarilla. Since thar night,
vou can meet every kind of person hunted by the
systein in Sydney. They're all there — Sabhar, rogue
Camarilla, independents, weirdoes.
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In addirion, Sarrasine has a rather high rolerance
concerning the obeisance to the Traditions. If vou
want to Embrace a child, he doesn’t require vou to ask
permission. From my own expericnce, it is very casy to
put upa front :-uutn.':irfull}'.

The consequences of this sort of freedom are
plenry and not all of them are positive, of course. At
this point, Sydney is packed with Kindred, some of
them being freaks even by the liberal standards of the
Kindred. During the 2000 Olympic Games, feeding
was hardly a problem, but after the departure of the
guests and athleres, the risk has increased dramari-
cally. Also, Sarrasine’s assumedly good intentions
aside, not all of the Kindred inhahitants of his ciry
believe in the freedom of thought, mind and speech.
It is possible to be snarched by a wretched Sahbar as
well as by some elder who came looking for vou. Stll,
if you are looking for a place to escape w, Sydney is
a pood city to start with.

[Per1n

How can T pur this!? Perch is a home for us. Like
the former Anarch Free State, this city on the
Australian west coast is ours. It used o be the
domain of same old Tremere hastard, but he was
ousted in an anarch coup, proving that when we
organize, we can actually have some degree of suc-
cess. The city is now a haven for hasically all
anarchs coming to Australia. Kindred policy is
overseen by a circle of elder anarchs who took part
in the overthrow of the former domain. OF course,
“owverseen” is a bit of a loaded word — the elders
mostly make sure that the Kindred population
doesn't endanger irtself by feeding too much or
making itself too obvious or by killing each other
without sound reason.

Apart from that, unlite in Perch is whatever
you make of it. It is all about giving you choices.
If you want to mingle with mortal affairs, try to
build whatever subculture you'd like or just quit
out of it all and be a lonely wolf in the dark — you
name it, you do it, Just stick to the city and avoid
the wild beasts.

EuropeE

American cities may be crowded places in which
the Kindred pull the strings, but at least in berween
them lies open land, free space to retreat to when the
oround gers too hot under your feet. Whereas here. ..

Mosr of Europe is crowded. With the European
Union growing more and more entrenched and
structured, the European nations also become more
and morte commected. To give you an example: In

2002, the Euro will become the main currency for
11 of the 15 countries already taking part in the EU
— namelv Austria, Belgium, Finland, France, Ger-
many, lreland, Italy, Luxembourg, Netherlands,
Portugal, Spain. {Those not taking part in the new
currency program include Denmark, Greece, Swe-
den, Grear Britain and Northern Ireland.) By July
2002, the Euro will have complecely replaced the
old currencies. Literally. All these nacions will have
new money:

So, people learmn of their neighbors' doings, People
nhserve patterns, possible connections, networks.
Meaning: If you screw up in America, namely the
United States, and manage to walk away undead and
well, all you need to do is change the coast, keep your
feet still for some time and then begin rhe charade all
over again. In Europe — no way.

Owver here, you need tons of connections, money
and rime to cover up a major catastrophe. And even
then it is more likely thar they carch vou than not. You
have to tread a lot more carefully.

Ot course it is still possible ro follow the cause over
here, This is where the professionals play. Lirtle hash-
itz and thrashing, it is almost always the way of the car
—silencly, clever, unseen. Often, you have to fight the
system from within since you have no other way of
succeeding. Of course, working from within bears the
danget of succumbing ro its temprations, so you need
to be strong of heart and will.

Another key component of the anarch strugele in
Europe is informacion, pure and simple, You need w
know who yvou are aligning against. As in exactly.
Names, backerounds, allies, foes, powers, influences.
Think about possible consequences before you act.
Flan ahead and plan vwice. Cover your retreat. Know
where you're going. Know where o hide if it blows up
in your face.

Ch, one last thing before we ger to the poine
Forger abour celebrarions close vo dawn after asuccess-
ful hit. Far roo much arrennion. 1 you manage to ooin,
do your thing and get our with your unlife intacr, the
parry will dissalve quickly and quietly, each member
leaving by dtself. It is lonely ar the top.

And rhis is the top.

AUSTRIA

Awustria is a rather small country in the Alps.
Mumerous small villages dot the high mountains
and a couple of larger cities. lr is a very rural
country. The maortal population in most parts
feels very close to their traditional ways. I'm
telling you this because it means that strangers
stand out. 1f vou take care, though, yvou should be
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One of the most notorious European anarchs,
the ¢lanless Marc Krie oer, |.~;:~_— rave lu_| to Viennato
pursue his vengeance against Clan
Lilling his beloved. It is m
will sooner or later be killed trying something really
heroic and really reckless. This lictle story tells vou
the most imporrant fact about Austria: If you
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fulfill a death wish. Most Kindred are Tremere
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will not be diverted from them. The others are
forced to stay there. If you are not as old and
CUNnNImng as Mare, don't take the risk.

BULGARIA

Bulgaria was first a part of the Byzantine, then
of the Ortoman Empire. In 1908, it finally gained
complete independence, only to be dragged into
the Balkan War and WW!II, siding with the Ger-
mans. Like all the nations in these meridians, it was
afterward made part of the USSR, After regaining
its independence and becoming a democracy in
1990, Bulgaria had to rebuild its devastated
economy. T he country plans to become a member
of the EU in 2006 and has managed to establish
good relationships to both Germany and the USA
w procure help.

It presents the rare case of a country's moreal
situation being almost completely detached from
the Kindred — or berrer Cainite — one. It is one of
the main ancestral lands that spawned the terrible
Tzimisce, who don't show thar much inrerest in the
affairs of the mortals as long as their own supply is
covered. Sofia, the only city large enough to main-
tain a Kindred saciety to speak of, is considered the
domain of one of them. He — or she —calls himself
prince, but make no mistake, This is not Camarilla
unlife, but rather an acknowledeement of even
older traditions. You might argue that you will not
be persecuted for voicing your ideas in this case,
which may be righe. Bur consider whar might 1\:!]*-
pen to you if you are wrong.

Far rao creepy. Far too dangerous.

CzecH RepuBLic
AND SI OVAHKIA

These two countties split up in 1993 afrer hav-
ing been Czechoslovakia for several decades. During
the time of the Ausrro-Hungarian Empirve, this area
was divided into Bohemia and Moravia and grew o
be one of the wealthiest parts of the empire, due o
a clever combinarion of exploiting the land’s natu-
ral resources and developing a healthy agriculture.
By the end of the Habsburg rule, Czechoslovakia
WHS SOVereign.

During the Habsburg monarchy, Clan Toreador
secured its grip on the area, and it is still the most
potent clan there. However after Hitler's occupation
of the Sudetenland, the Czech part of the country was
proclaimed a German prorecrorare, whereas Slovakia
became a self-governing republic. After the end of the
war, everything looked as if it was going straight back
to its historical norm — the mortals and then-prince

Vasily were both beginning to restore the damage done
to the country,

Then, withour warning, Communist [orces
pulled of a coup for the power — and succeeded. In
the yvears from then to 1959, when Crechoslovakia
managed to break free from the rule of the USSR
and build a democracy, the land was put under a
regime of terror comparable to Stalin's. The de-
cades under this influence completely ruined the
country cconomy-wise, After gaining treedom, the
separation was agreed upon.

Tonight, the rebuild is far from complere, Kindred
society i still restructuring and strugeling ro deal with
the muldiple changes of the system that completely
surprised them. As far as L know, there was no interfer-
ence from Tzimisce, Tremere or the ominous Baba
Yaga during the occupation by the Stalinists. However
— whois to tell? Maybe the old hag's plan was larger
than we dare consider,

The current prince, former justicar Carlak and
the other inhahitants of the now divided seate are up
to their ears in reorganization. Elder, clever anarchs
might be able to push one or twa ideas through during
this process. Upstarts will more likely be disciplined
for their interference, The nerves of the Kindred
have been paintully skirtish because of the unex-
pected chaosand the justicar's seizure of praxis during
the lust decades.

FrRANCE

Usually, France is remembered as the land of
The Grand Revolution, excellent wine, good food
and tine arts, Tonight, it is one of the biggesr and
maost active members of the EU. Which is exactly
what its most important prince, Frangois Villon,
wanted to achieve since he rook over the power in
Paris. What many Kindred (and, in fact, moreals as
well) do not know is that France was also the home
of one of the founders of modern anarchist theary,
Pierte Joseph Proudhon.

Proudhon was one of the fist o envision a
society without the boundaries and limirs of a state.
Highly incelligent, he led a life dedicated to finding
the ultimate structure for living together. Proudhon
understood anarchism like the Greck roor of the
word anarchia: the absence of authority and govern-
ment. Heisalso the inventor of the phrase: "Possession
is theft.” Ah, had we been able ro enlist his mind!
Many things would have turned out diffe rently, and
the American anarchs would be more than the high-
way childer they are today. Far more.

[ can emly recommend you read his works, since
they are not part of this document.
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If you are careful, France may be a good place ta
take refuge in Euwrope, You can learn a lor about
revolutionary history there and maybe find a place in
the movement there.

Corsica

This island locared on the southern coast of
France has a history of mortal rebellion and the fight
for II!'IL!t"|""-‘-Ih!L'HL'L‘ AFainst various CONQUETOrs. A
Fhoenician colony in the beginning, the island was
conquered by the Roman Empire, the Germanic
tribe of the Vandals, the Byzantines, the Goths, the
Langobards, the Franks, the Saracens and the city-
states of Pisa and Genoa. This succession of
conquerors was interrupted by a short period of
independence from 1736 to 1738, before the island
was given as a present to France in 1768, then
conquered by the British in 1794, "Liberated” again
by the French in 1796, it has remained with them
ever since, albeit reluctant ly.

A lirtle like the Scots with the English, the
Corsican people became a part of a greater nation,
believing that they would be able to maintain their
national identity. Instead, they feel suppressed,
being, for example, forbidden to speak their own
language (a mixture between French and ITralian
called corsit) in official situations.

Tonight, the Corsican people still fight to fi-
nally reach their independence. The island's
dramatic past has always drawn many undead rebels
taits air of romantic conflice, The first two anarchs
to settle down there were the Gangrel Antonino
and the Brujah Maria of Cologne during the 16th
century. The Brujah stayed in the present capital of
Corsica, Ajaccio, while the Gangrel took the city
the Corsicans themselves think of as their capital,
Corte. The female anarch left Carsica at some point
in the early 19005, while Antonino still haunts
Corsica, technically being something like a prince
although he would break your back if he heard you
call him thar. | believe the proper term of deference
is baron, bur consistency was never one of the
Anarch Movement's srrong points.

The two of them established a codex for the
Kindred wanting te join them there. With 350,000
mortal inhabitanes, the island cannot serve as ha-
ven to more than about five Kindred, the absalute
maximutn being 10, The codex 15 largely similar to
the unwritten anarch laws | heard about from the
highways of the US, However, these Kindred also
established a strict limitation of the number of
Kindred present and a rotation scheme after which
tour places on the island are given away and taken
back, Tomght, this scheme corresponds with the

maortal holiday seasons, since Corsica has devel-
oped a healthy tourist industry.

Villon and the like have tried very hard to forzet
about the rebels south of their domain, as much as
France as a whole tries to neglect the presence of the
stubborn Corsican pecple. Villon probably considers
this pocket revolution no danger to his power. Still,
unlite 1= beaurifully free on Corsica.

[ParIs

Wise Kindred can learn much in the city of
lights about the mechanisms of power structures.
Its prince, Francois Villon, is a well-known Torea-
dor, and he shaped the city to his wishes for well
OVEr a century.

Rumor has it that Villon, unofficially consid-
ered prince of pretry much all France, has let his
domain slip a little bir over the last couple of
decades. He cannot be that weal, though. Afterall,
he is still prince, even though Paris isa valuable city
(especially since the French rendency to cenrralize
all povernment grants it extra power over the rest of
the country). Other, whispered rumaors tell me that
he used the time since his claiming of the prince-
dom to set all the other elders in the capital up so
that he is free to do what he pleases while they
quarrel aver little battlegrounds instead of uniting
against him.

Whatever the case, his word is still as
ironbound as any of Caine’s Traditions in Paris
(though he speaks rarely to the Kindred public
these nights) and heard in many places bevond
France. The nightly unlife in Paris is a different
matrer, though. Other people handle these affairs
and are significantly less powerful and clever.
Apart from Corsica, small anarch cells exist in
the bigger cicles of France (Paris, Marseilles, Lyon
and Toulouse), the most active one being sta-
tioned in the Parisian quarter Pantin. According
to my latest news, it has six permanent members:
Razor, the Mohawk and Gabriel (all Brujah), the
Gangrel Baron, the Nosferatu Joe and a Venorue
called Benoit. Sadly enough, most of them are
rather apolirical, with the exception of rhe
Mohawk. Still, this might be one of the best
puossibilities for your entry into the European
scene. Check the darker corners of Pantin and
look out for the usual signs to find chem.

By the way, Villon is known to believe the
young anarchs just need a maste of rebellion ro calm
down once their sires have let their leashes a lictle
loose. From experience, | know that this is true for
a large part of the movement. However, if enough
of the young ones stick with ir, this lax artitude
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might just as well break the mighty prince’s neck
in the long run.

(GFRMANY

You've probably heard it all about the clockwise,
precise, serious Germans and the old, anachronistic
princes who claim domain in the major cities of this
country. You also know about the Third Reich, the
Mazis and Adolf Hitler. Before him, Germany was
known as the land of poets and thinkers, and home
to many famous people. (Martin Luther and ]. W.
Goethe were only two of them.) lts earlier history
depicrs a herd of little kingdoms and sovereign cities
that slowly grew together until 1871, when they
officially became the German nation. It suffered
notable turbulence in the past 150 years, as every
schoolbook will tell you.

If you arc able to behave according o the Tradi-
tioms of the Camarilla (as in “precisely™) and consider
vourself a very self-controlled person, you can check
out unlife in a Western domain to see whar ics like,
[ found ir a useful lesson to see princes ar work who
do not even need primogen to secure their power.
Addirionally, you gain firsthand experiences on the
weaknesses of princes that old and removed from
present-night unlife. Be caretul, though, and don't
stay too long — rhey will rurn their eyes on you if
they think you wanr to stay for longer. The anarchs
who dwell there permanently build suitable back-
grounds — jobs almost, thar let them travel enough
that people overlook them as temporary visitors or
waterproof information that lets them pass through
as supportive Camarilla Kindred.

In 1989, the wall in Berlin fell. Suddenly, the
two German nations were supposed to be one again.,
However, after the first wave of joy and hysteria
aboue the reunilication had passed, people realized
that the different halves of the councry had gone in
very different directions during the Cold War. It
takes a lot more than just good will to pucthem back
together into one piece.

What does this mean for us? First, several politi-
cal lessons con be learned from its example, but
since they are not part of this document, T will not
elaborate on them, Second, after the retrear of the
socialist government of former East Germany, the
people there have fallen into a sort of culoural
depression, having lost their narional identity, The
resulting mixture of chaos and relatively unstruc-
tured change offers plenty of chances to influence
the mortal society.

S, what we have here is a one-time chance to gain
a domain of considerable size in what's usually 100

percent Camarilla territory, to create something like
the Anarch Free Stare. The old-guard Kindred of the
western half of the countrey are only just realizine their
chances in the former GDR, 12 years being pracrically
the blink of an eve for them. The Kindred who held
domains there before the reunion vanished when
revolurion dawned. Who they were exactly, we donor
know. They may consider themselves part of the
Camarilla, the Sabbat or neither of them. Anyway, the
eastern pates of Germany are open for grabs as far as |
can tell.

The larper ciries in eastern Germany, such as
Magdebure, Leipzig and Dresden, are currently popu-
lar candidates for domain among the ranks of those
fed up with the old system. You may have heard
about the frequent outhursts of vialence in these
cities. Many of them originate with the problems of
mortal society, but you bet that some of these
reports hide bands of anarchs fighting the agents of
Camarilla — or even Sabbat — elders who would
like to secure unclaimed new territories and vice-
versa. Check the late-night clubs and the seedier
bars. The situation is less controlled over there, but
watch your steps anyway.

Germany is a difficult country o journey to but
holds numerous interesting experiences. | would
especially like to wam you to rravel too far south or
into the woods and mountains berween the ciries.
People there tend to be a lot more conservarive;
also, Lupines and the Sabbat supposedly have hold-
ings down there. Eastern Germany, on the other
hand, while rural in large parts, may provide a real
chance for the modern anarchs to prove their poinr.

Berpm~

Having finally become the sole prince of the
undivided capital, Wilhelm Waldburg is systemati-
cally expanding his domain as long as it's possible.
The leader of the old right-wing anarch gang, the
Final Reich, Frederick Werther disappeared mystern
L}I.J.S].'lr" A Euu}ﬂlu U!-‘:,'l_".lrh Ao, Afrer that, the rest of the
group left the city, presumably traveling east. | have
overheard certain hines thar link them to the rising
neo-MNazi movement in former East Germany — and
also suggest thar they are not just following rheir
cause (however doubttul it may be) but acting as
pawns for somebody else.

The other established pack of anarchs in Berlin,
the Black Rose, has thus become the only anarch
association in the city, trying to make Berlin a real
melting pot of different ideas and nationalities. They
follow very basic anarch ideals — equality, tolerance,
liberty. After the departure of the Final Reich, the
Black Rose’s Gangrel leader, Danielle Diron, reached
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anagreement with Prince Waldburg. Since he is quite
a liberal Ventrue, he acknowledeed her work in the
past decades and granted her the right ro stay in the
city, as long as she and her companions achieve ran-
gible benefits for Berlin and do not offend the titled
Kindred of the ciry. Danielle does not, and indeed is
not allowed o, claim any status, but she also doesn’t
want to follow her clanmates into self-imposed exile
from the Ivory Tower. With Werther's disappearance
and Waldburg's finally becoming prince of the city,
she pretty much gor what she always wanted: an
opportunity to change things from wirhin the system.
When I met her the last time, she seemed less Gangrel
but more a wild Toreador. Which is also a lesson to
learm, | guess,

GREECE

Uireece entered the European Union ar the begin-
ning of 2001. It is one of the smaller parmers, size-wise
and economically, but surely one of those with the
most colorful pasts. Greece was the home of philoso-
phers such as Socrates, Aristotle and Pythagoras, and
it offers a library full of other ethical codices, the Hiad
and a rich collection of legends. Moreover, many of
the ancient histotic structures are still intact and can
be visited. Together with the Mediterranean climate,
this atmosphere makes Greece a perfect place for the
more intellectual or culturally refined Kindred, though
it features beaches, wine and great food (the better to
draw vessels) enough to make it a target for the more
Epicurean guest, too.

As such, feeding 1s rarely a problem during the
vacationing season, even il vou choose not to pay
the usual respects. I would advise you to do this, it
vou aren't fluent in Camarilla \'LH,";'I]'!-]II:'IT"F, The
main part of the Kindred population belongs to the
Clan of the Rose, while the decision-makers are
largely Venrrue. Traditional, proud Ventrue. As
old-scheol as you can possibly get. The different
city-states like Athens, Sparta and Thessalonica
constantly quarrel wirh each orher instead of trying
tostand back-ro-back against the rest of Europe. As
it is, the Kindred unrest uses up many of the domain’s
resources that could be well put to more valuahle
purpases for Kindred and kine alike.

Apart from these feuding princes, you find most
clans of the Camarilla, the Tremere being an unchar-
acteristically rare sight,

All in all, this is a place whose social order could
|'{"i'|[]'5." use a little shak iy and rest TUCLUring, The e th-
lem, of course, is that its Kindred inhabitants are very
old and powerful. They are so deeply engaged in their
night-to-night Jyhad of intrigue and counter-intriguc
that they rarely spend the time and effort o look for

unacknowledged intruders. If they catch you, though,
you're in big rrouble.

Accordingly, 1 know of several elder anarchs
who traveled there with different (but cach very
claborate) ideas on how Greece should be, bur |
have no idea where they are these nights or if they
are making any real progress. If you choose to
journey to the islands, you might run into one or
maore of them.

One more thing: Some of the princes of the city-
statesstill rigidly pracrice the custom of vendetra, so
if you happen to visit the Final Death upon some-
one, you and your childer are likely o suffer from
severe persecution. Be extra careful. Don't let your-
self be seen.

HunGaRy

Hungary used be a vital part of the Austro-
Hungarian monarchy in che second half of the 19th
century, but it lost large pottions of its territory and
people at the end of WWI During WWII, it first
sided with the Germans, then decided to change
loyalties and was conquered by its former ally.
Shortly after its liberation by the Allies it was
overrun by Sovier communists, who made it part of
the Warsaw Pact. Over the next 50 years, Hungary's
economy was badly damaged by massive national-
ization. Freedom of the press, religion and assembly
were strictly curtailed, and all atrempts at resis-
tance and revolution were resolved bloodily.

With the arrival of perestroika, the Hungarians
were the first of the members of the Warsaw Pact
to seize the opportunity and escape. Since 1989,
the country has heen a parliamentary republic.

Hungary's histary does not have the eldritch,
chaotic feel of the other Tzimisce-dominated do-
mains. A couple of Fiends dwell in the more rural
parts of the country, bur the main part of Hungary's
undead population is loyal to the Camarilla and
based in Budapest and the few other cities large
enough to sustain them. The prince of Budapest, a
Ventrue f‘|n1‘-.|»|inu.‘r]"1,= the name of Laszla L‘I;artunlf,'h
is considered the prince of all Hungary, and he is
determined to lead his country back to its old
glory. Every Kindred is expected to work hard
toward that goal in his or her own fashion. Criei-
cism is accepted in rhese matters if is constructive
and voiced in a respectful manner. This does not
extent to criticism concerning the flaws of the
Camarilla, of course, or the capahilities of its
prince. When it comes down to this, Hungary is as
old-fashioned and strict as, say, Germany or France,
OT even more s, since internal quarrels would
distract from the main goal.
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Criarmen Fosm: A Worin
L]

You need to be a real idealist and stromg of heart
and will 1o go there with plans for change. If vou're
looking solely for a place to “rebel,” Hungary is nor
suitable for you.

Itary

During the Roman Empire, lraly {(though non
existent in its present scace) used to be the center
I.:lf [I:'I\: '..I'l.-'i]i;'l.:i.i Wi ||,j Il'l '||!l._ ceEntures al et |‘I.-||||-,_'I*-
downfall, however, many things changed. During
the Middle Ages, Italy divided into several stares,
including several so-called city-states like Genoa
or Pisa.

Tonight the economical differences between
the north and the south are considerable. If vou
travel the boor from north to south, you will invari
ahly see the differences. It's a real pity, because the
sourh also holds beauritul and important culrural
treasures that decay because of the lack of money for
proper malntenance.

You will agree thar such an event seems rarher
surprising in a country whose Kindred mhabitants are
known for their age and strong ties to the past. [t sadly
hears witness of the petty turbulences going on herween
||""|1~'1,l|,||"‘|'|.||'|'|'\'-\.-,\|.||'1Ii'., |||1l| |I"|L' AlTII R o1t TESOUTCSS Satenm
up by these constant feuds.

Besides the underlying chaos, you face a rigidly
structured social unlife in the Tralian domains. Princes
subject wvisitors who wiolate the protocol o vicious
punishments, Final Dearh being a common threar,
being dealt in for extensive boons. The Kindred therc
are masters at building complex intripue schemes than
sometimes develop over centuries

Of course, most of the Kindred here are staunchly
Camarilla, which means that almost anvone can
have secrer ties to whichever organization vou can
think of, Communication is like walking barefoored
on a street cobbled with razorblades. The Kindred
population recruits mainly from Clans Brujah, To
reador and Venrrue, corresponding closely with the
country’s rich history. Its "anarchs” are basical
unrecognizable from its Camarilla Kindred and whai
ever else hunts the nights down there. You will be
ahle to judge them from neither their word nor their
deeds. Even if one of them offers and even grants vou
help — their knowledpe and personal reach are
amazing — many of these Kindred are exceedingly
d and potent. Be aware that they are getting som
thing bigger out of it than they give away. Be aware,
also, thart the w avs of their minds are |.||I [ar bevon
human. And FOUrs, too. I fact, seay away from there.

W

O

[} not trust anvone if vou have to go there. Avoid

being exposed as an anarch ar all costs, but know

your lines in case it happens anyway and come up

R rom Revouimon




with a solid back-up story. Avoid Venice. Just don't
go there, Ever.
Bomre

Naturally, the Erernal City was a place of Kindred
as well as mortal power during irs grandest days and
nights. But these are long over. Tonighe, rhe antigue
buildings stand in silen: testimony to that epoch,
though they are often nearly hidden by the vivid chaos
of the ciry,

Because of the Vatican and the mystic power
radiating trom it, moderm Rome houses unsurprisingly
few Kindred, a few scuttline Nosferatu are notable,
including Rome's ancient prince, Darius. The fact that
the headguarters of the Society of Leopold are located
here makes it even less a home tor our kind.

Rome features extensive sewers and antigue cata-
combs that provide enough space for the Sewer Rars'
warrens, lronically, the art treasury of the city atrraces
members of Clan Toreador as well. All in all, Rome is
an island of superficial peace in Iraly's licde circus of
intrigues. However, | think it is obvious thar Darius
has his crooked fingers up to the wrists in the quarrel-
ing between the halian Kindred — even if you cannor
see them.

[t you happened to be Nosferatu, you would
likely find hospirality here with only marginally
more trouble than youwould otherwise. Since you're
not, though, be aware that you will be the subject of
close surveillance just like everyone else. As long as
you don't meddle with the local affairs, you should
be fine, If you stay away from the Vatican, that is.
However, you will not easily find open cars for
radical ideas. The local Kindred have their estab-
lished ways of running things, and they don't need
you to improve them.

Miran

Unril 1997, Milan stood our exceprionally under
the citiesof Europe. Although located in the middle of
old, secure Camarilla territory, the city belonged ro the
Sabbar. Don't ask me how its former archbishop
Giangaleazzo managed to achieve thar status, but he
didd nonetheless.

A couple of years ago, though, he managed an
even greater miracle of political scheming: He dis-
carded the Sabbat's beliefs and changed sides, joining
the Camarilla. How he gained the rrust of its leaders
— especially since he is one of the Keepers — is
bevond me.

He did it, though, so now Milan has come home to
the Reich, Giangaleazzo becoming its new prince.
Until tonight, though, squads of archons and their
ghouls patrolled the city, hunring for hidden Sabbar

L

survivors. These people tend to kill first and ask
questions later, so you'd be well advised to rread
caretully and with a credible cover story there.
VENICE

I will not repeat the hogeyman-stories about the
Giovanni. Just be aware that the beautiful City of
Canals belongs to them. There used to be rumors
about a Nosferatu nest somewhere in the ciry, but |
tend to disregard it. They probably spread it them-
selves to claim that they are capable of getting into
every place on Earth. However, Venice does not have
a considerable sewer system, since the sea is every-
where, so 1 wonder where the Sewer Rats would hide
if they were there,

I guess you have heard the staries about the Mau-
soleum, so [ will not repeat that cither. This is probably
the only place in Europe with no raom for any anarch
whatsoever. It offers no — as in zero — niches. It
belongs to an incestuous family of necromancers that
hold ir securely in their foul grip.

If you are considering to pay it a visit anyway, stop
in one of the Camarilla domains of Iraly first and stay
for a couple of weeks. Verify my statements. Then
think about how a clan as younpg as the Giovanni could
possibly have managed to claim a whole city from the
beings dwelling in the boar.

Got it!

L IECHTENSTEIN

The kingdom of Licchtenstein has been a par-
liamentary monarchy since 1921. It features a
beauriful landscape and fascinating castles. Prima-
rily, it's famous for its national bank and its extremely
lax tax system. Many rich Europeans trying to keep
their governments” fingers away from their money
hide it in Liechtenstein. Many Kindred do the
same. Naturally, there have been many accusations
of support to money launderers in the last years,

Untilrecently, Liechtenstein used ro be partof the
domain of the Swiss Prince Guillaume. He gave the
administrarion of this part of his domain to his childe
Vera a few centuries back, and he quietly allowed her
to run it as her own domain during 1999, granting her
the opportunity to finally step out of his idealistic
shadow and do her own thing.

The complicated obligations of herself, her sire
and her country force her to be very careful, though.
Still, I would definitely describe her as an anarch in
her own way. She uses the financial assets of her
domain to provide important support to people who
are betrayed by the system. "If you pur yourself
outside society, you have no tight to its prorection,”
is a common phrase. Nothing like this will happen
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te you in Liechtenstein, if you don’t try to anger its
prince. Vera provides short-term shelter to serious
followers of a cause if they ask her for help. The
country is too small to sustain more than a few
Kindred permanently,

It is an open secret among the elders of our kind
that most members of her lictle retinue of about three
o four Kindred have arpued against various flaws of
the Camarilla svstemn ar different rimes. However,
these people have o waved the open fights goodbye.
This small domain of relative freedom only manages to
survive hecause its leaders know how to secure their
own desires through indirect ways like polirics, finan-
cial moves and complex boons all the tools of the
system we hate,

It vou go there, tell Vera as much as possible and
hehave. If all fails, she might ar least grant vou a frec
exit. And if she decides to help you, do nort try to fuck
her over, Apart from being clever and cultivated, she
is srill Brujah.

THeL ow COUNTRIES:
Ber cium, L UHEMBOURG
ANDTHE NFITHFRL ANDS

Because of the many occupations in their history
and their common special pecgraphic conditions, the
princes of the three countries formed a strong alliance
called the Consortium. Although every nation main-
tains its independence and freedom, the princes help
each other out readily, if need be. Informarion passes
casily between the domains.

Diespire that fact, the Benelux stares (as Europeans
call them) allow Kindred arelatively easy haven. They
are all very liberal about strangers. If you comport
yourself properly, it is possible to travel there and not
meet any local Kindred for weeks, People of the Blood
who viclate the Masquerade or other vital Traditions
have been known o vanish quickh' and pcrrnsz:mlv.
Therefore, do not mistake the lax presentation rules
for a sign of weakness.

BeLcium

Belgium is by far the largest of the Benelux states.
In Rwanda and Congo, it used to own two colonies in
Africa, who are both independent countries since
around the middle of the 20cth century. Morral
Belgium's government is a monarchy, though it is
actually ruled by a democratic parliament. Brussels
houses the headquarters of NATO, the European
Union and the Consortium.

Belgium itself is a wealthy country. Local Kin-
dred engage actively in the economy and fuel it
with old money. They prefer to pull the strings

quictly, though, and they are masters of this art.
Anarch ornot, if you travel to Belgium to meer with
other Kindred from around the world, it is a fine
place to be. However, should vou choose to sray and
set up shop, you will scon find that the whole place
has been already divided between the locals. You
will find difficulty in preaching change to some of
the most conservarive Kindred in Europe. Foryoung
anatrchs traveling Europe, Belgium is a pood starting
and meeting point. You will have time to adjust to
the cultural climare and gather information and
first-hand experiences. Be aware, though, thar your
presence will be noted — loosely if you keep quier,
but with extra attention if you don'r.

LunFMBOURG

Luxembourg has enjoyed an excellent, halanced
economy since the 19ch century based on borh indus-
try and agriculture. Tt fearures o parliamentary
monarchy, only briefly interrupted when the country
fell o Germany during the first World War. Afrer its
liberatiom in 1944, Luxembourg maintained com-
plete political stability until these nights. It was a
founding member of the EEC. lts encrmous and
highly developed banking industry is the foundation
of the country’s economy

The country is permanent haven to two old
Ventrue, Sir Henry IV of Luxembourg and his
childe, Hn:l'lr'g.' W l.!f]-ll.\'.i.*.l'l'll}.ﬁurg_:. | hm!' are, of course,
deeply involved with the financial affairs of the
nation and very much interested in keeping their
independence, thus being fervent supporters of the
local power structure. Part of their policy is to
provide short-rerm shelter to those who need it,
assuring their support in exchange for the service
provided. Very few questions will be asked, feeding
grounds are provided in a strictly limired fashion,
and it is expected that your return favor correspond
with the rime spent in Luxembourg. However, the
pair of Ventrue has, on rare occasions, turned guests
of theirs in, handing them over to archons as Sabhat
or other troublemakers because the refugees tried to
use Luxembourg as a hase for plotting or to pass
their beliefs on to their hosts.

Much like Liechtenstein, this is a place to run
to when all else fails. However, you need 1o be
extremely mindful of the protocol and secretive
about your goals. Also expect to be treated accord-
ing to your age and status, however frustrating this
may be.

NETHERL ANTIS

Inmaortal sociery, the Netherkands are famous for
a liberal approach to certain ssues being put under
taboos elsewhere, such as drugs and prosticution. [ts
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v
Kindred inhabitants are likewise fairly open-minded,  sulking in their mansions and trying to stop rime
especially when it comes to neonates and their  from moving onward. The re-growth of mortal Po-
longings tor personal freedomof thought and speech. land draws the gaze of ather Kindred ro this place,
The Kindred sired hereare trusted withreal respon-  toa, of course. Warsaw, Ladz and Krakow offer a
sibilities very early, thus being tied into the network  considerable amount of space and feeding sround,
of influence, boons and prestation quickly and with-  and several other ciries are able to sustain ar least a
out noticing it. They feel they are free, doing whar  couple of Kindred each. Warsaw doeshave a Camarilla
they always wanted to do, and they thank theirsires  prince by now — a Toreador with local roots called
and their elders for it. Therefore, of course, theyare  Hannah Buszek — and the domain is currently coa-
bound securely to their domain and family. lamnot  lescing around her. Expect a rather traditional
sure if this is better or worse than going through the  Eurapean domain — by the rules, old-fashioned, age-
more common school of suppression and abuse the  dominated. The only things unusual are the frequent
tirst years usually are, bur in any case, it works. wary looks toward the old Tzimisce estares for signs

The first couple of weeks are fun. You can  ofobjection. So far, nothing happened, which might
discuss VI [!15.'L]‘::|H.‘=li!|"t‘.n|"f with the lﬁCﬂ]H. it YNl be 2 l;i_h'l'i.l slon as well as a bad one.
abey to the simplest rules of hospirality and cour- As such, Poland is a prime region for enterprising
tesy. Should you choose to just go there, enjoy the  anarchs to exploit. Unril Prince Buszek's domain be-
liberties and not engage with anybody, you're fine, comes undisputed — which savvy anarchs will prevent
too. ltseems to be a place thar doesn’t need anarchs,  — the rensions between the old-guard Tzimisce and
from its own perspective. nascent Camarilla can suseain an anarch’s coup, and

might even become a model for progressive anarchs
p OLAND everywhere.

There is one important lesson stated by Poland’s
history of being conquered, divided, erased and PDR"I UGAL
restored: As long as you don’t give up, you will Being located near two much bigger and very
always find a way to crawl back unto your feet. Itis  powerful nations — Spain and France — it is rather
also true for the Anarch Movement as a phenom-  astonishing thar Portugal managed to retain its inde-
enon of the Cainite race. It is hardly possible o pendence. In fact, it has maintained it since the 12¢h
speak of a movement in the sense of an organized, century (except for a 60-yvear period during which it
targeted affair, however, there have always beenn helonged to Spain), and it is still set in the same
those who abandoned the system for its flaws or  borders as it was in 1267, Partugal's most important
tried to change it, rebelling against their elders and — drive inthe old nightswas its explorers and sailors. The
conformist peers, small country used to hold several colonies in Africa

Back to the -;u[-j.;:g_-|1 TI'Il'FLl_F_.:].'i. and America.

Many powers tried to expand ar the expense of In 1910, it changed from moenarchy to parliamen-

Poland — the Holy Roman Empire, Sweden, Prussia, tary republic relatively early, but then experienced
Russia and Austria, In the lare 18th century, the political chaos during the 20th century, being ruled by
nation was effectively erased from the map of Europe, a military government for a large parc of it After
only to be restored by Napoleon. It had ro deal wich ~ WWII, Portugal advanced to one of the founding
a great amount of Russian influence over the course  members of NATO. During the last vears, the country
of the next decades, but it foughr actively against  worked hard with considerable success o rebuild irs
that atter WWI, only to become heavily involved in devastated economy.
WWII at great losses because of its physical posirion This new period of growth and peace is most
between Germany and the USSR, Afrer the war, L‘.L'ri'al'lnl',-'lmkudmt|11.: awakening of the old Ventrue
Poland became a communist state, its population  Jorge Manuel da Gama, who used to be the main
being subjected ro tight control through the authori- — force in the country from the 161th to the early 19th
ties. In 1999, the public achicved the dissolve of the  century before entering torpor. After his disappear-
communist leading party. Ever since, Poland has ance, quarreling forces entered the country from
been rebuilding its economy and position within Spain {presumably not of Camarilla origin) and
Europe. It joined NATO in 1999, and it is planning France (Camarilla, but too young and weak 1o gain
to become a member of the EU in 2004, a real advantage).

As you probably guessed. this is also a country [a Gama is a true leader personality, unyielding
that houses mostly Tzimisce and Brujah, These be- but as fair as you can expect from one of our kind. [t
ngs own large estates in the rural parts of Poland, is likely that he will regain complete power over the
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country during the next couple of years and help it
into a second blooming. This isa place ro warch. Da
Gama used to have a pretty high tolerance tor
different ideas as long as his final authority wasn't
questioned. Those who knew him often claimed
that he embodied the |H':\i[ Ve ["'-il'll.,'IIl::Ii ol |'.,- g_i.:n.
It his sleep — or whatever induced i hasn't
changed him roo much, this should become arather
convenient place for anarchs — or betrer: idealists
whao know their manners.

BoMmanNia

Romania's history is marked by chaos and a
succession of conguerors, starting with the Bulgars,
Mongols and Ottomans in the farther, the Saviets
in the nearer past. Between 1965 and 1989, the
country wassubjected to the rule of dictator Nicolace
{,'w._';luhl.:niu.. 'ﬂ.l‘ul L."li'..'l"'ll."tlll.\i LErrol I1l.| fear ity tlu_'
P'L'k'[."l.k.‘- Jﬁlel!uLL\_E]h ll]l_' presceint government is nego-
tiating wicth the EU to secure Romania's
membership, the nanon’s economy s still badly
damaged. lv also has to suffer from indirect conse-
gquences of the international attempts 10 end the
war in former Yuzoslavia.

As ] am sure vou have heard. this s another
homeland of the Tzimisce. Several of them still own
their huge estates from a thousand years ago, and
thie whole country is poisoned by their touch, as far
as our kind is concerned. In case yvou didn't know,
the (inifamous Carpathians and Transylvania Le
within its borders. However, the Fiends don't seem
to be meddling wich the affairs of mortal Bomania,
otherwise they should have found wavs to improve
the situation. My personal opinion is that they juse
Ehllil'll I|:'l'..".|' i |il.'-: cast |\."~ .Il'.l.i CRLAres :-ru| \.l'\.' '.'.-|1.II-."- er
self-validating things they normally do. However, |
would not try to grab a piece of their land, no matter
how uninterested they seem. And this is no marter
of being an anarch or not. [t s a matter of being
«rll]\'i(] Or o,

Romania and its Tzimisce is a lietle like Austria
with the Tremere. Or with does and their territories,
You o there, vou smell their mark, vou leave, Or face
the COnseduences,

R ussia, Ber orus, UsToNIA,
L aTtvia, LITHUANIA,
MOoOLDOVA, THE UKRBAINE

As vou can see, | srill pur these narions rogerher
under one heading, while focusing on Mother Ras-
sia herself. Or maybe using the name in the old
sense, peographically speaking. The other, smaller
states gained their i11-h-;*-r|1-|u11‘ e just recently and
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have yet to develop their own national personality
in the mortal world. To us, however, it makes all the
more sense to not split them up at this peint since
all these nations are pretty much rhe same from our
point of view, Which is, of course, going to change
rapidly during the next few decades.

L am sure you heard all the stories about Bussia: the
quarrels, the Brujah empire after 1917, quarrels again,
the waking of the Baba Yaga, a being from the begin-
ning of our time. A mad monster hunting the
never-ending woods and snow-covered plains of this
huge counery for Kindred blood. Boo!

Well, one thing is for sure: Russia is indeed
huge. Large parts are uncivilized, empty land. To-
night, its economy is a virtual ruin, broken by
several governments, a rampant mafiva and a cor-
rupt upper class. The inflation rate climbed high
into the 80th percentile during the last couple of
years, and the national debts are mounting, Many
the mare developed areas (such as the ones listed in
the headline) separated from Morher Ruossia, or at
least tried to do that, becoming so-called autono-
mous republics like Adygeja or Chechnva. Srill,
though, the Russian bear is strugeling to pet back on
its teet, the new president Viadimir Putin will have
toinvest much rime and effort to rebuild che state.

Again, the situation of mortal Russia mirrors Kin-
dred Russia. Rumor has it thar the old witch is no more.
| can tell this only as a rumor, since | haven't been to
Russia during the last few decades, bur it might as well
be true us not, Personally, | think it's quite plausible.
Supposedly, the whole Brujah empire, as well as the
Clivil War afrerward, was a set-up of the old hag to hide
her rising from torpor and her tirst killings. When she
had fully rebuilt her strength, she hunted down the
solated small Kindred populations while the land
testered in separarion, inner quarrelling, corruption
and plain chacs,

Mow she is gone, for whatever reason.

As far as | know, Russia is on irs own, Kindred-
wisc. However, the situation for us as a part of the
general Kindred population is a lot less interesting
as in, say, the ex-GDR, The western parts of what |
am calling Russia here feature several larger cities

— Kiev, Moscow, St. Petershurg, Novgorad, to
mention some of them — bur the biggest part of it
is wild land. T will not speculate here on what heasts
may hunt these woods. | will leave thar up ro peaple
more interesced,

In the cities, unlife is pretry easy ar this point. The
mortals are poor and desperate, People do desperate
things all the time, 50 a few more missing will nor stand
out. The police have other duties to fulfill than going
tor Lok for them,

v

On the other hand, to get a firm grip on the
important parts of the country, vou need an awful
lotof money and preferably firsthand experiences in
economics and stare politics. And the will to do ir.
If vou do have these things, go ahead and secure a
big bite of the whole domain. Build a safe haven for
critical minds.

However, enough bigwigs from within the
Camarilla will surely try 1o do the same — or are
already at it. Plus, the dangers of some ancient
Kindred sleeping somewhere under the earth or
waiting hidden for his chance undoubredly exist.
Unce the dust has set and everybody is sure that
there are no more near-Antediluvians hunting Rus-
sia, evervbody who is fed up with something in his
present domain will undertake the journey east-
ward and oy to take part in the big rebuilding,
hoping to build his little utopia out there. Remem-
ber the great tracks into the American Frontier?
Then, it was westward., During the next couple of
decades — maybe centuries — it will be eastward.

Well, most of you are probably too young to
have experienced the colonialization of vour home-
land. If you are of pioneer-spirit who knows!
Maybe Russia is the next best thing for vou. A great
wide open. This is nothing for weekend-anarchs
and people wanting to shake their fists at an estab-
lishment, however, If you have the will and the
means to build something of your own from the
ashes, and if you feel up to the task of doing this
against other interests, take the next plane.

SCANDINAVIA

Because of their similarities, | put these North-
ern nations under one headline. They share some
geographic specialties. Because of their unigque po-
sition on the globe, you get the strange phenomenon
of the midnight sun, which causes our kind to spend
about half of the year in torpor. You also find
beautiful nature resorts, pracrically undisturbed by
Kindred and kine.

Marurally, these countries are traditional Gangrel
territory. As for the ciries, the Kindred government
shares the kine's peculiaritics: The princes are rather
tolerant to the inhabitants’ desires and needs. Before
you pack your bags, though, let me correct the impres-
sion you might have now. You are nor inhabitanes of
these nations. You are strangers that arrive there in the
night, and, from their point of view, you are just
another band of troublemakers spoiling o disturb the
peace they worked for.

All these countries are haven to Kindred whom |
would definicely call anarchs, judging their mindser. In
fact, there was a virrual surge of known anarchs up to
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the north a couple of vears ago. The problem soon
became obvious: The supply of vessels is rather scarce
up there, In addition to the quict, there were hostile,
savage beasts hunting the land beyond the borders of
the cities.

Soon, many the wannabe getaways realized that
they preferred the constant batrle in the crowded cities
turther souch over the relative liberey up here, which
hmu_ﬁ;hl the rask of actually structuring unlife after
ones’ own ideas instead of just shaking their fises
against an abusive system.

Those who remained, though, went to work sin-
cetely and thoroughly. Inside these stares, the Kindred
residents of these domains enjoy liberties unrhink-
ablealmost everywhere else. They criticize the princes’
decisions openly, they freely promote flat hierar-
chies, they discuss hotly with their elders. But if the
outside warld tries ro influence them or force some-
thing on them, they stand united under the leadership
of their princes.

As i guest, you face some of the most xenophao-
bic scrutiny in all Europe. Not because of some
mysterions power, but because all inhabitants of a
city work rogether. Of course, this strange uniry
doesn't root in the fact that all these Kindred grew
enlighrened beyond the average bloodsucker
mindser. No way. This is a lesson about the Kin-
dred nature. And about the powers of threats from
the ourside. The huge areas of uncivilized land
together with the midnight sun effecr and s
mystical power make Scandinavia a perfect resort
tor the Lupines. Even a Gangrel will find it diffi-
cult to run freely there.

Like Russia, this is no place tor a holiday.
Prepare your visit thoroughly and keep it short. On
the other hand, if you have ties to a local Kindred,
seize the opportunity to look at these places for
their unique balance of anarch theory with tradi-
tional princedom.

DenNMARH

The Danesare not very font of migrants; the quota
ot toreigners living in Denmark is at about five percent.
Geographically, the biggest part of Denmark, Jylland,
is attached to northern Germany. The rest is a number
of bigger and smaller islands, some of which are impor-
LAME DALURE FCSOTLS.

Traditionally, the Kindred population recruits
itself from the ranks of the Gangrel, though
Copenhagen sports a full-fledged domain with
Kindred from cosmopolitan clans. An ancient
group of Gangrel, the Valkyries, travels all over
Scandinavia, and has for centuries. They were last
seen on the Faroer Islands, a group of isles in the

MNorthern Atlantic, loosely artached to Denmark
on a political level, when the nature resort was
SC‘-’EL‘CH threatened by the oil from a sunken trans-
port ship.
Finpanm

If you compare the number of citizens to the size
of the land, you can see why this is supposedly the
main haven of the Valkyries. Thus, there are not
many other Kindred up there, and those who are
long for quier and loneliness, which they will pro-
tece fiercely. _]u.-sl i tl'.lllpll._: of decades before, a
relatively large migration of Kindred occurred there,
but most of them left after the peace became as
tense as it was “back home" (wherever thar was)
very quickly. Also, the people returning spoke of a
strange Malkavian hunting the nights up there,
trying o block out the sun, but [ puess this is
nonsense, since | never heard of her again, On the
other hand, if this being is indeed of Malkav's
blood, this may not be a valid indication.

IceELAND

Iceland is probably the most unsuitable place
for our kind to dwell. It has no forests of note, the
vepetation consists mainly of small, uvndemanding
plants, the landscape is pure rock, Apart from the
capitol, which houses about half of rthe popularion,
[celand has no other sizeable settlement. Nearly all
the goods for everyday mortal life have o be im-
ported since leeland self produces only fish, relared
products and aluminum. Therefore, it is very ex-
pensive to travel there.

But il you look for amazing, almost bizarre
landscapes — geysers, volcanoes, etc. — leeland s
a perfect goal. However, should you be up to chang-
ing the world, this is the wrong address. Revkjavik
is the domain of Smilla Grimsson, a fairly old
Eskimo-Swedish Torcador deeply in love with the
land. Beside her, Iccland has only two other known
Kindred inhabitants — her childe Ragnar
Asgrimsson and a Brujah of unknown identiry. This
triumvirate allows nothing but the briefest visits by
strangers, and it has the means to secure obedience.
However, the Valkyries have free access to leeland,
for reasons best not speculared upon.

SWEDEN

Since Sweden has the largest morral population
of Scandinavia, naturally, the Kindred population
is grearer as well. With Stockholm, Skane and
Viistra Gotalands, it also features three urban cen-
ters with more than g million inhabkitanes each,
which provide suitable dwelling conditions for our
kind. You may have heard about several artacks
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during the last couple of years blamed on neo-Nazi
organizations, According to my sources, the local
Kindred deteated an infiltration attempt by a Sabbar
pack supposedly recruited solely from Clan
Lasombra. The Swedish Kindred are probably the
ones closest o the l‘l‘L’L'I.IIZIl'I'I a3 Most youny anarchs
envision it. They have a definite fipurehead —
Giustay Sdrensson, a Brujah whose Embrace daces
back to the time of Charlemaene — but he rarely
decides a large-scale marter without conferring at
lengeh with the other inhabitants. Again, note that
these liberties apply only to locals.

SPAIN AND ANDORRA

Although Spain is one of the oldest Europenn
states, it has experienced sipnificant inrernal dis-
quiet during the last 130 w 200 years through
recutrent political instability, military intervention
in politics, frequent breakdowns of civil order, and
periods of repressive government, This is sad, since
Spain used to be the centerof a virtual global empire
during the 16th century.

However, considering the hidden bartle of Kin-
dred and Cainites behind the also complicared
mortal affairs wirhin the nation, it is a miracle chat
it survived the last rwo centuries without entirely
falling aparc. Much the praise goes to its present
king, Juan Carlos | of Borbin, who managed to form
afunctional parhamentary democracy afrer Franco’s
death in 1975

Apart trom being a strategically importane area,
a center of history, art and politics, which narurally
artract Camarilla Kindred of age, Spain has always
been the ancestral home of Clan Lasombra. lis
capital is firmly in Lasombra hands, considered
unitil recently the domain of the ancient Arch-
bishop Mongada, Barcelona is the place for the
Sabbat's annual celebration of the Palla Grande. On
the other hand, cagey Camarilla elders refuse to
¥ Iﬂ‘l-«l Iiu:ir"-wn small ..|-:L1T|:i11|.l- 1 Sp;lin. Behind Thq::
new peace and order of the mortal society, the war
continues fervently,

Two trones (at least) are fighting over this
domain. lfyou are below a certain age, cunning and
power, you will probably ger caught between the
wheels and crushed if vou are unwise. Both sides
‘J-'I” I'tl'-l'll'fl\l.']n-"-:- ITV B0 TECTULT VOu 8% CAannomn fl;:ll.l‘i_{i_"[
one way or another, Avoid Spain if you can. If you
can't, the potential to play the warring sects off
each other is perfect

but be wary of playing the
Dlevil’s pame.

Tue Basours
The land the Basques claim as their own lies
partly within the Spanish and, w a lesser depree,

within the French terricory, A lictle like the Corsican
people, the Basques seek to create an independent
stare, fighting for their goal by the means of rerror-
ism. However, the Basque rerrorists are largely
organized in the ETA and a lot more violent than in
Corsica. 1 do not know of any appreciable anarch
involvemnent here. The area they want o own is nor
very interesting for Kindred to make their haven in
since it features mostly mounrains and few morcal
settlements. It is possible that some Sabbar,
Camarilla or even a few lone anarch troublemakers
use the ETA as disguise or tool, but there is no way
of telling. As much as the morrals may fuss ahour ir,
this conflict is of interest to us only if it does indeed
prove to be someone’s move in the Jyvhad. Other-
wise, the mortals are welcome to rheir nwn wars.

ANDORRA

This riny country is formally poverned by France
and Spain through one coprincep each. However, an
internal president runs its daily affairs. Andorra’s prac-
tical independence has heen thus agreed upon since

278 in a treaty berween the two co-rulers.

The tiny nation has, effectively, one Kindred
inhabitant who does not mingle with its affairs too
much, especially not in recent nights. Rufus is an
ancient Gangrel, who is said to spring from Basque
toots, However, he 1s mamly interested in main-
raining peace, quiet and independence for himself
and rhe land he dwells on. I know of no official
statement of his opinion on the late doings of Clan
Gangrel but 1 guess nobody will want o risk his
anger by going there to ask for it in this case. His
domain is small and of little importance to the rest
of the world, so why bother? Of course, Rufus has
been known to aid the anarchs of old in times of
dear need. | am sure he will do so again, if he likes
vout sell and attitude. However, he doesn't like to
be hothered roo much,

SWITZFRL AND

Switzerland s — a lot like Liechtenstein a
tather small country in the Alps. Despite its size, it
consists of no less than 28 states, the so-called Kancone.
switzerland's most important political strategy toward
other nations is its renowned neutrality, The Swiss
have a long tradition of minding their own damned
business, dating back to times well before WWI. Ac-
coerdingly, they are part of neither the European Union
not the UN, though the government is preparing to
enter the latrer.

Switzerland's banks have gained the reputa-
tion of being a secure place to store your valuables
over a long time as well. "Secure” doesn't only
mean the F‘-]t‘phll.'.'ri] security here — the Swiss banks
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take their obligation to nondisclosure of data on
their customers very seriously. Many Swiss banks
are rumored to have Ventrue on their boards if not
at the head of them, though there has been a
growing influence from the ltalian family Giovanni
over the last couple of years, If you have much
money (however unlikely this may be), T would
definitely advise you to entrust it to the Roval
Bank of Liechtenstein instead.

Theold Brujah prince of Switzerland, Guillaume,
used ro be an active mover and shaker of the Euro-
pean Kindred society. However, he longed for a
more elusive, philosophical good and is actually
rumored to have reached Golconda. These nights, it
is virtually impossible for anybody but mayhe his
childe Vera to meet him personally. If he wanrs
something, he will find you. By the way, rumors are
often heard that Vera managed to obrain
Licchtensrein through running his affairs secretly
while he complered his quest for Goleonda.

Since Golconda averted Guillaume's eves from
the night-to-night business of his domain, Switzer-
land has become a rather hostile place for those of
critical mind. The people actively pulling the strings
are mainly Ventrue — simply because rhey are the
mast interested in it | also heard whisperings about
the Ventrue cutting deals with Vienna to ensure that
T '-]‘!:,h.i':.' gets 1n and out the country unrecognized.

Fknow of no anarch of note staying in Swirzer-
land permanently these nights, though [ can atrest
to the presence of discrete (and discreet...) cells, It
has become a place for Camarilla hard-liners and
those who would make an example of them. Room
1s sparse there anyway, so the Kindred already stay-
ing there are not likely to give itaway freely — even
fellow anarchs. If you absolutely need to go there,
make sure to spend extra time on rescarching the
current Kindred events. Find our who you have to
meet to present yourselt, or better ver, make a fixed
appoimntment. Learn your personal introduction by
heart. Don't rock the boat unless you're sure abour
what you're doing.

TurKEY

While the name of the country still carries a
faint scent of desert winds, exotic spices and the
whispering of stories about sultans and their luxuri-
aus courts, many problems exist in modern Turkey.
The gap between the rich and the poor is huge.
Since most of the country's inhabitants are of Mus-
lim ftaith, habits unthinkable to our Western ears
are still prerty common, especially when it comes to
the role of women in society, As an example, only
seven percent of the male population is illiterate,

whereas the rate mounts to 25 percent if you look at
the female population. Also, the question of the
Kurdish raises periodic guestions on the ethical
status of the Turkish nation.

However, since they want to become parr of the
European Union, the present government is frying o
work on these problems. [ believe that we are warching
the first consequences of the changes within the
Assamite clan echo these recent developments.

Istanbul, formerly Constantinople, is the bigrrest
city in Turkey, followed by Ankara, Izmir and Adana
As the domain of the Venrrue Prince Mustafa, Istanbul
used 1o be a center of the fine arts, trade and commu
nication. If you didn't violare the Traditions openly,
you could lead a good unlife there, even if vou didn't
care for the Camarilla and its little circuses. Even then,
the influence of the Clan of the Hunr was consider-
able. According to a popular rumor, the Assamires
have some sort of nest close to the city, At that time,
though, the Assassins prerty much minded their own
business since they weren't inrerested inminpling with
the mortals,

Recently, though, something changed. [ don'
know if you heard about it, bur a considerable
part of the clan has petitioned the six remaining
clans to rake over the place in the Camarilla left
by the Gangrel.

So far, reliable sources attest to only a slight
increase in the number of Assassins haunt ing
Istanbul (and, of course, the other large cities in
Turkey), However, think about the implications of
the great political change. If they become part of
the Camarilla, they will adopt certain Camarilla
ideals 1o prove T]'!IL"|'I'I5-L‘E":-'L‘.‘- as valuahle members.,
More clearly: They will eventually rake part in the
whale socia-feudal system of securing tetritory and
acknowledging princes. Now, which place would be
the most logical to start !

A place they already know.

Since they are known for their force in hattles and
teared for their powers, the overthrow is likely o
happen fast and thoroughly once it starts. Recently,
several severe earthquakes shook Turkey, killing many
people. They may be of natural origin... bur mayhe
they aren't.

We have no way of telling whar they will di
about the anarchs, though, On one hand, the Mus-
lims have been well known for their rolerance for
other beliefs since before the 13th century, If the
Assamites still possess that sort of tolerance, Turkey
could become a comfortable place for us. On the
other hand, which some think is more likely, the
Clan of the Hunt will have to prove irself o the rest
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of the Ivory Tower. The best way to do this is ro show
that they are able to run things according to the ideas
of the Camarilla. Which leads directly to an ultra-
conservative, oppressive regime that either kicks irs
crirics out or hunts them down.

One last thing. All this applies also to the other
countries in this part of Europe, Northermn Africa
and rhe MNear East, especially to the ones with a
pohirically powerful population of Muoslims. [f, as an
anarch, [ made my haven there, I'd pack my things
and run. 1f it turned out for the best, | could srill
come back in a couple of decades. Generally, I'd
stay away from there. Alrernatively, 1 know of a
coalition of anarchs ready o nesotiare with the
growing political power the Assamires represent.
Bemember, the Assamites sided with the anarchs
Centuries ago. ..

Tre Unrmrep HiInghDoM—
ENGLAND, NORTHFRN IREL AND,
SCOTLAND AND W ALES—

AND IRFL AND

Greal BRITAIN,
NoRTHFRNIRELAND AND IRFLAND

I would like to apologize if you feel lreland
cannot possibly be mentioned in the same para-
oraph as England. However, this guiJU is not ahout
national e uliarivies burt basic information for fet-
ting around =afely.

The United Kingdom used to be the center of a
huge global empire, owning colonies in Northern
America, India and Africa. Although all rhose
countries have gained independence during the last
hundred years, quite a few of them are still atctached
to Britain through the commonwealth either as
Crown Dependencies (the Channel Islands, the
Isle of Man) or as Dependent Territories (the Ber-
mudas, the Falkland lslands and Gibraltar).
Although Britain is not the place of power itused to
be until well into the last century, you can feel its
connection to the past on every corner. It still
teatures monarchy, though parliamentary, and the
old internal quarrels berween the different king-
doms are seill present in mundane ways.

The British and Irish Isles divide into two basic
types of area, letting the formal structure of the
nation aside (it is divided in several states, the so-
called fiefs). First the cities. London is the biggest,
followed by Birmingham, Dublin, Leeds, Glasgow
and Shefticld. Here, you find classic European do-
mains, if there s such a thing — firmly in the grip of
their princes, a certain level of permanent political

b

intrigues, back-stabbing and bickering. But ar this
point, a relative peace has been achieved in the
major British and Irish ciries afrer several centuries of
war herween several Kindred factions,

For us as rebuilders of the system, this peace will
soon limit our possibilities in these settlements.
London is famous in Europe for its diverse yvouth
subculrtures asarc othercities, like Edinburgh. There-
tore, it was relatively easy for us to set up shop
within the troubled domains, the goth club Carfax
Abbey being the most important meeting pomnt
directly under the eyes of the Camarilla officials.
Similar locations could be found in most cities
suited to i, their existence being an open secret
since the elders had more important issues to deal
with (like fighting each other). But after the bartles
died down during the last vears, it is only a question
of time until they will turmn their gaze to these
havens. Even though most of the self-proclaimed
anarchs in these places are more temporary rebels
with or without causes, these locations provided
the nurturing ground for the more serious idealists,
too. If you go there, you will already find the first
seages of self-restricrion in propress. People start
watching their tongues and thoughts. The parties
aren’t as wild as they used to be. The clever ones
start to prepare either their return to the system or
their flight to more receptive places. Britain's rime
as a host to the anarch subculture will soon change.

The Irish cities are a lictle different from thar, but
not that much. Although the fighting berween the
governmentand the IRA continues, small signs have
shown that some sort of peace may be reached in the
near future. The heat is dving down here as well.

The second type of living space vou find on the
Isles is nearly untouched narure as in the Scorrish
Highlands or the Irish hills and mountains, These
arcas belong to beings wilder and more in touch
with nature than us. Few people live up here, and
even fewer Kindred make their havens in these
rerreats. Those who do chose their havens with
great care. They are looking for the quier and peace
and want to avoid contact with others, Marurally,
some of them are Gangrel or other recluses, who
have some reason ar another to avoid the bustle of
the urban experience.

It is feasible ro call these Kindred anarchs in their
own way, since they deliberately turned their backs
to Kindred society. However, they do not actively
challenge the system anymore, they just deaw out
without looking back. They are more like autarkis.

Especially for Americans, the British and Irish
Isles offera rather convenient starting point within
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Europe because of the considerably lowered lan-
guage barrier. However, in viewing the recent
events, [ would not recommend a long-term stay
tor “cashies,” or casual participants in the Anarch
Movement. In the cities, vou should also rake
reasonable precautions against being sported by
the system (hackup story, formalities), The open
land is no place for young Kindred. You need to be
ahle to deal with harsh physical dangers to dwell
up there.

YUGOSLAVIA, BOSNIA-
HerzEGOVINA, AL BANIA,
CROATIA,.SLOVENIA AND FYROM

| chose not to comment at length on these
countries in order to make a point. As you know,
most of them are splinters of Yugoslavia as it was
betore the war, and all of them are caught in the
conflicts still shaking that area. If they are not
actively fighting each other, their peoples are cur-
rently beginning to clean up the mess. You can well
nmagine what the constant wartare of the last vears
did to these narions. Now, we have no clue if the
mortals managed ro do this entirely on their own or
if some old bastards were pulling the strings. In any
case, this area is still a place of war and chaos with
nothing to gain for us in the immediate future. | don't
even know if Kindred are walking them at all at this
point. When the warfare dies down a bit, then will
he the rime to reform Kindred society there, When
every night bears the threar of fite and explosion,
discrerion is the betrer part of valor, If the kine can't
get it through their heads nor to destroy each other,
speaking pragmatically, what would the Kindred
feed upon!

MIDDLEAND
SouTH AMFERICA

Historically, this is a continent that tunctioned
very well by itself. South America used to be home
to ancient agriculrural peoples and tribes. Their
understanding of the environment they exploired
was far more advanced than that of most European
countries at the time. [n the late 14005, the Spanish
managed o “discover” South America (as well as
the rest) and starred to build cheir rule, T will not
elaborate on the details — all in all, it is the usual
story of berter weapons, foreign illnesses and greed.
However, Sourh America's status quo, namely the
ethniciry of the popularion and the unique sertle-
ment pattern (from a settlement point of view, the

continent is hollow since most people settle near
the shores) base on that past,

'-|_'~'}niii.:|1'fr most of these countries arc I.Et";.'|"!|"|' in
debt to the richer nations of the world. This is due
to widespread attempts at ecological liberalizarion
during the most part of the 20th century, when the
nations south of the US tried o (_']‘I:I'I'IL:R_‘ from 1m-
porting to exporting economies through borrowing
giant amounts of money. During the 1990s, they
switched to an ultra-liberal understanding of mar-
kets to lower their debts by selling state-owned
enterprises to private investors and curring rhe
support for social programs, Narurally, this is, on
one hand, resulting m partial short-term cures for
the debt problem, however, the poorest people are
suffering all the more. | am not telling vou this to
arouse sympathy, There is a lesson within this
history, too. Achieving change and freedom through
such non-physical means as money and politics is
even more difficult than running around rrving ro
kick tome ass or convincing others of one’s own
belicfs. Especially in recent rimes, the financial
networks have grown so mtertwined and complex,
that you really need to know what you are doing if
you tamper with them.

Mow, let’s return to the subject. Like Africa,
South America teatures several urbanized areas and
many natural lands. When the old civilizations
were subjugared, vastareas within its landmass were
emptied of their population. With the rainforest
and other geographic and environmental peculiari-
ties, South America provides some of the richest
and most precious areas of wildlife on the planet
However, these are im great danger due to the
mounting environment pollution. The Amazon
rainforest is being destroyed by narrow-minded com-
panies that are thereby responsible for the extincrion
of animal and msect races as well as plants unique
to thatarea. Again, | am not telling vou this ro raise
some sort I‘l.-?i':r'T'['I]_"HT!'lfTi-C Tancor, bur o 11|.:1L;(; VM
aware that whatever humanity does ro hurt itself in
the |L1l'!§.{ run will hurt our kind in the even ]-.111;_-;-1'
run, too. By destroying the forests that produce the
major part of the planet's oxygen, they will eventu
ﬂ]l‘}' cut off their hHT‘i"i‘g.‘ of it. This also shows you
that every action spawns a consequence and
sometimes one that's a lot bigger than what you
originally intended.

Of course, the remaining nature preserves offer
little place for us as Kindred. They are home to
shapeshifting beast-men and even stranger crea
tures. Supposedly, nomadic tribes rravel through
the moist woods who have never been in contact
with more “advanced"” civilization. Rumors and old
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legends ralk of rich Inea cities vacated and lost to
the jungle. Precious treasures and wonders are sup-
posedly hidden wirhin these areas — well, I'm sure
you have seen advenrure films or read the pulps.
However, all of this is hardlv of any interest to little
anarchs leaving America lookinge for a new haven.

=outh America's cities have all grown drastically
over the last few decades, The gap between rich and
poor is usually rremendous, and the resulting ghetroes
offer extensive feeding grounds. Polirically, though,
South America is at best problematic.

The Sabbat managed to gain domains in larpe
parts of the continent, namely Chile, Guatemala,
Mexico and Peru. The Camarilla has claimed other
territories successfully (Belize, Bolivia, Brazil, Costa
Rica, Panama and Venezuela). The remaining na-
tions are either constant battlegrounds between
rwo tactions { Colombia, Nicaragua) Url“.l:in;_q domi-
nated by still other powers. Honduras is the
acclaimed territory of some ancient entities, while
the war between the two sects has yer to claim
Argenrina, Such agendas matter lictle o the Kin-
dred population mainly of Toreador, Ventrue and
Lasambra origin, The Giovanni somchow managed
to gain significant influence in Uruguay.

The Kindred and Cainites of all these nations are
constantly aware of possible threars from the areas
surrounding them. Even if the local leaders managed
to secure a certain level of peace, the danger is always
present, This makes strangers all the more suspicious,
especially if they have their own ideas about the way
things should run. You also face the constant danger of
being “recruited” — voluntarily or not.

[n :nidlr.iun. .~'-L"'-'|"I'Hl -c1f-t|'|.+.' maore -;!1 ||:'l'i|,'|'|_|‘i i.']'rlﬂ-‘i -,]I_t.ﬁ
managed to secure themselves a piece of the power.
The hor nights down there drew the Giovanni and the
Setites out of wharever hales they normally sleep in.
These Kindred adjust very well to the climate —
political and narural — and their comparably numer-
vls presence would be enough reason for me to avoid
the area,

Fouanor

This is the one real exception ro the rule.
Ecuador faces the same problems as the rest of the
area — massive national debts, significant weal-
nesses in the ecological strucrure and the constant
threat of political instabiliry. However, its Kindred
population is neither Sabbat nor Camarilla, since
those two seemingly see no importance in that
small country. Therefore, a group of five elder
Gangrel managed ro claim it against all the other
factions present. They consider themselves aurarkis
;:l‘u”‘\u'ﬂ.'h|||,‘_1|"-.1-,{1,_Tkncu\'nne nf'qi‘wn:,Knns[ﬂn[[n,

ot old. He used to be an able tighter three centuries
ago, and I guess running with his own has only
increased his capabilities. From all [ hear, he is the
youngest of them, so it is not wise to cross them.
During recent years, this coterie managed to get rid
of the few other Kindred making their havens in the
country. Especially if vou're diplomartic, it should be
possible to obtain at least short-term shelter in
Ecuador, should you manage to convince the five
that you consider yourself loyval to none of the
estahlished groups. Observe their rules and basi-
cally mind your own business.

Riont JanrIRO

Like Sydney, Rio was declared a free city. As a
center of tourism and host of the famous Brazilian
camnival, the city offers food aplenty. [t is not known
who exactly pulls the strings of the dark side of Rio, but
these Kindred surely know how to throw a parey. Of
course, this doesn't make either them or the city any
less dangerous. Rio, too, has huge areas where the poor
rot. Beneath the wealth and the beauriful smiles of the
locals lie crime, hunger and despair.

Snill, its special political status makes Rio a perfect
place togo forone outside the Camarilla, You can meet
all sorts of Kindred and Cainites if you've got the eyes
to see them. Even if you only stay for a while, this
Cul’LHitlI':.-‘ offers the possibility rolearnsomet hingabour
your enemics or ger some first-hand experiences on
those normally only whispered about. However, if you
don't pay enough accention, the firse Tzimisce you see
might as well be your last. Of course, Rin's status makes
it a perfect meeting point for subversives, and vou will
surely be able to run into one or two old-guard snarchs
as well. Then again, there's no relling who might ke
there in advance as long as vou den't manage to get in
contact ahead.

THEANARCH
MOVEMENT IN
NORTH AMERICA

The United Srates has long been known as the
land of opportunity, and what is true for living
immigrants is also true for Cainites. Many of the
first vampires to set foot in North America came for
many of the same reasons as mortal settlers. They
came seeking freedom of thought, freedom of ex-
pression and faith, and the freedom to pursue their
ambitions unfettered by the traditions and machi-
nations of the elders. Thus, it should come as no
surprise that the most powetful bastion of anarch

(e o T AnarcHs

118




though, the Anarch Free Stare, came o rise in

Morth America. Yet, forall the posturing ang

revolu-
rionary fervor of the free state and of those who
helped build ir, Morth American anarchs show a
pronounced tendency to slide into the roles they so
ften claim to stand against: judpe, aurocrar and
ryrant. To study rhe Anarch Movemenr in Nordh
America is to study the variery and contradicrions
har anarch thought often embodies. For every
dical West Coast anarch ready to go to war for

whar he believes in, there's an East Coast anarch
who views the principles of equality and egalitari-
anism as a fascinating theory fit fordebare in Elvsium
bur far too impractical to work in the real world.

Generally speaking, anarchs follow a pattern of

increased fervor and revolutionary spiric as one
rravels from east to west across North America. As
the American frontier moved farther west with
each successive generation of settlers and frontiers-
sa too did the suffocating influence of the
Camarilla creep after ir. While sertlements were
still young and in their formative stages, anarchs

met,

had an easy rime establishing their own rules and
_l_'::\“l"gl_f ||':'||'I'|'I_"\- :Il\._'l;,'l'l'il"'li_r [N |h|.'l| OWn i;:::l._rilrl'."".
While frontier unlife was tremendously difficulr for
Cainites accustomed to working within the relative

.‘\-'_I1I._'L'5. | I.‘=L'I.I[".._ MOsD VAallmpires '.'.ll:'l.l'.\.l. |l.| ZIIl.I.
did so our of free will. While a few were forced out
many will

wl fromrier farmers

from the secure cradles of civilization

ingly tollowed the wagon rraims;

west, secking the freedom and opportunities they
fele were so often denied by the established social
order. Quite often, anarch Kindred would glaim an
emerging scettlement of their own and institute
their particular anarch agenda, be it freedom t

||_|.,||_'_;_.| L'\_l-lhl,] ACCESsS TO Iesources of ar use ol :.!l.
ennre s¢ 'Z]-i_'||!|l.':|l LA I” }\-.II';.'II-.I '.'-.I|I|-|I|I FEsirg

Fion. As rime i) issed, a dominane v IMPEre Or Sma |
care of vampires would emerge, often dicraring
policy either through force of personality or threa
of physical harm. Soon, many of these dominani
juntas would grow ro resemble the very cabals and
elder alliances they rallied apainst so fervently
Sooner or later, a second wave of vampires would
wash over the emerging city and threaten to dis

place the existing vampires, overpopulate the city
and thus strerch available resources to the breaking
point or support a ser of principles and beliefs
incompatible with the first wave’s policies. At this
point, the “older” anarchs faced a difficulr
drive the upstarts further to the west, thus taking on

-.Il"Ea.i.'-

the roles and policies of those they once stood
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against, or capitulate and cither adapt to the new
sacial order ar move on themselves, Ofter, when
faced with the prospects of surrendering contacts
and resources they spent years putting into place
and cultivating, the original anarchs would band
together to drive off or put the neweomers in their
place, The American frontier marked not only the

edge of civilization but also the battle lines of

tiercely contested struggles between anarchs eaper
to lay claim 1o the emerging United Srates.

Over time, many anarchs faced rthe difficulr
choice of whether to practice many of the Pt!]ititﬂ
that drove them to the frontier in the first place.
Afrer working so hard to survive on the frontier and
[0 EVEN eNjoy some emerging prosperity, many
anarchs slowly came to see their vounger brethren's
calls for equality as merely demands to hand over
whar they had worked so hard o create, If the
childer wanted equality, they could have it a few
hundred miles to the west. Afrer all, they hadn't
done all the work to rame rhe frontier, and those
who had shouldered the burden weren’t abour to
give up a piece of the pie for a bunch of snot-nosed
F'-.ll-ll'l.n"r'l..'l'1'III."'|.'IT1_‘t'!.-"1. As far as many of the now-
estahlished anarchs were concerned, the pie had
already been divvied up and the chance for equality
had passed the youngsters on by. They were more
rhan welcome to continue ro the west and learn firse
hand whar ir takes to make it in the world.

I'hus, it comes as no surprise cthat once the
Pacitic Ocean halted the United Srares” westward
expansion, the time and geography were righe for
the emergence of the Anarch Free State. Once
there was no more west o flee b, I was Dnl'_.-‘ a
matter of time hefore the spirit of rebellion and
anger took hold and brought things w a head.
lronically enough, the emergence of baronies and
sharply defined gang turf mirrored the development
ot the American Midwest in miniature. The same
torces that drove anarchs ro transform into mirror
images of their enemies sprung up in California
much as they did in dozens of cities along the way.
He whao builds a social order finds it awfully difficult
to merely hand aver the keys of opportunity and
responsibility to someone who has done nothing to
help erect the current social system and has no
reason to treat it with the proper respect and rever-
ence it deserves. Where were the newcomers when

there were Lupines to deal with and roving packs of

sabbar to drive back down ro Mexico? How can
rhey dare claim the same righrs and respect os those
who gave their time and effort to build the founda-
rion on which they now stand? Every social system,
from the level of nations to the local charitable

club, expects newcomers to prove themselves wor-
thy before giving them rif_t]'l.l'.x and privi |ugo.u within
the system. The first wave of anarchs could practice
what they preached because they had nothing to
lose. Once they established a social order and had a
vested interest in keeping the system in place, their
initial revolurionary fervor wilted away in favor of
a strong desire to hold on to and expand the hold-
ings they'd managed ro wrest out of the wilderness.
It's easy to talk about revolution when your pockers
are empty and you don't have much of a future o
lose in the face of failure. Bur once a Kindred has
sunk a few roots in the local community and learned
what its like to flex his social and political muscles
wver the kine, it's hard for him to go back w
dwelling in rhe purter.

THEANARCHS TONIGHT
INNORTHAMERICA

The bulk of this section breaks down MNorth
American anarchs by geographical region. An
anarch in the free state is a much different Kindred
than an anarch in New England. While the anarchs
inany given region exhibir a rremendous variety in
thought, action and eradition, general trends have
emerged in each region. Many of these trends have
their roots in history. Most of them can be rraced
back to the successive waves of anarchs thar rolled
westward over the years, either forced to find new
havens after being driven out of their old ones or
u'iliingly journeying west in search of a
mold to their own liking. A vampire’s progress
toward the West Coast functions almaost as a barom-
eter for his anarch fervor. The maore dedicated,
outspoken anarchs rended ro either drift to the west
or were forced in that direction by the Kindred they
encountered in the cities of the Midwest,

THeBEAST

The anarchs of the East Coast reflecr the long
years that have passed since Kindred firsr set foot in
the New World. While many of them came to the
Americas in search of opportunity and equality, most
of them long ago cultivated the kinds of enduring
social and economic contacts that make many elders
view anarch thought as anathema o their very exise-
ence. These "aristocratic” anarchs are aften
indistinguishable from the rank and file, die-hard
Camarilla supporters to the casual observer. They
frequent the same social circles and share many of the
same attitudes in practice, if not in theory.

place to
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THropoRE BunMiNG
| Lth generation, childe of Winston Palmer
Clan: YVenrmue
Nature: Architect
Demeanor: Visionary
Embrace: 1996
Apparent Ape: mid 30s

Theodore Bunning is the last person one would expeer to make a killing in the computer husiness.
Tall, well built and with chiseled good looks, he comes across as the type of person who would he more
comfortable on a football field than behind a compurer terminal. In face, it is precisely because of
Theodore's non-traditional approach to software design that he managed to secure a fortune that
weathered the storm that left so many [nternet start-ups as economic black holes. Where many start-ups
pitched products thar had little real-world use but plenty of investorappeal, Theodore designed taols that
presented businesses with solutions to real problems. While many engineers designed systems that on
paper were ironclad bur proved difficulr to implement, Theodore was able to walk the fine line berween
software that funcrioned well and didn’t require endless hours of technieal support to put into place.
Theodore knew thar rhe best choice in an engineering sense rarely translated into success in the business
world, Theodore carefully designed his company o offer short-term solutions that, with some effort,
could be shepherded into long term, sustainable systems.

Theodare has taken the same mixture of innovation and practical application into the modern nights.
He sees the existing Camarilla structure as important to preserving the satety of the Kindred, yet he feels thar
the Kindred could aspire to so much more. An idealist who honestly believes in the power of the Intermet to
transform society, he sees the anarch ideals as an excellent starting point for promoting an equal society where
talent, drive and adaptability dictate a vampire's standing in the night. Theodore sces the Freep as an
important tool for younger vampires to exchange information and coordinate their political efforts. Theodore
knows that many elders are wary, if not disdainful, of technology. He hopes to use this advantage to slowly

but inexorably introduce social change not just in his own city, but across the globe.

Historwy

The majority of true radicals long apo left the
East. However, a further force helped keep anarchs
in line: the Sabbat. The Sabbat’s prevalence in
cities such as New York and its continued pressure
on existing Camarilla strongholds torced many
anarchs to tone down their rhetoric and toe the
sect's line for fear of meering their Final Deaths at
the hands of a Sabbat War Party. Anarchs in some
contested cities conld play the two factions against
one another in an atrempr to scavenge freedoms for
themselves, but mare often than not either the
Sabbar liguidated their temporary anarch allies or
the Camarilla kept their unreliable anarch allies
under careful scrutiny afrer rhe siege ended. Caught
between a rock and a hard place, many anarchs
opted to retreat to the comparative safety of the
Camarilla, using that sect as a bulwark against the
satanic fervor of the Sword of Caine, Particularly in
the early years of the colonial America, the Sabbat
was a continuous threat to the existence of Camarilla
vampires. Thus, soon after the ambitious young
Kindred made landfall in the America, they found
themselves championing the Masquerade and other

trappings of the Camarilla simply to survive. Noi-
mally, such a pool of young vampires with ambition
and energy to spare would be a prime breeding
ground for anarchs. However, in the face of aggres-
sive Sabbat attacks, they were forced to adopt the
very policies that they had fled ro the Americas to
escape. [ronically enough, the Sabbat's disorganiza-
tion and anarchic atritude helped spur many
would-be anarchs to adopt the Camarilla’s ways.
Only by working together and accepting a rigid
hierarchy could they hope to stand against the
sabbar, who often were more numerous and berter
adapting to frontier unlife. Many anarchs who in-
sisted on bucking the Camarilla's dicrates tound
themselves isolated and, in shore order, witness 1o
their own Final Deaths at the hands of the Sabbar.

CURRENT QITUATION

In the modern nighes, the East Coast is a haven
tor anarchs who often philosophize revolution bur
rarely, it ever, practice it. Even among neonares,
talk of equality and justice rarely evolves heyond
heated arguments with more traditional vampires.
Particularly in the Northeast, anarchs have astrong
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MaLLoc

I th generation, childe of Estaban Vasques:
Clan: Nosferaru ansirriby

Nature: Rogue

Demeanor: Conformist

Embrace: 1994

Apparent Age: debarably Bite rwenties

Malloc, as he is now known in unlife, was once a promising young computer science grad student

working toward his Ph.D. at CalTech. Always something of a pariah, Malloc greatly preferred the freedom
i independence of academia to the corpotate world. However, he found that pursuing research projects
lacked rhe visceral thrill to keep him truly engaged. In addition, he was deeply unhappy with living off
nothing more than the stipend provided by his grant. He turned his skills to cracking computer sécurity
and profited from his illicit excursions whenever he could. Eventually, he grew incautious and was charged
with an honor code violation after stealing an electronic copy of an introductory economics exam and
selling it ro a group of undergraduates for a few hundred dollars. Facing a loss of funding, expulsion and
lictle prospect of catching on at any other school, Malloc threw a laptop and a few programming manuals
into his car and headed down to Tijuana to bum off a few days with drugs, booze and whores before
deciding whar to do nexr. It was in Tijuana that he stumbled acress the Sabbat — or perhaps vice versa.
Eager to conscript a highly skilled programmer into the sect, a pack ductus named Estaban Vasquez
Embraced Malloc, bringing the technophile into the fold.

Malloc now answers directly to Cicatriz, the bishop of Tijuana. Eager to spread instability in the Camarilla,
Uicatriz has charged Malloc with heading north to Seartle to worm his way into the anarch resistance movement
that has acereted there. Currently, Malloc keeps a warchful eve on the anarchs and reports hack to Cicatriz an
aregularbasis. With his computer skills, Malloc was quickly welcomed inro the local movement as an intelligence
and communications specialist, a promotion thar lefr Cicarriz supremely pleased,

Additionally, Malloc has managed to work his way on to the Freep subscription list. Without the hishop's
knowledge, Malloc has used the Freep to make contact with a few radical anarchs remaining in the East, Malloc
rypically contacts them off list, claiming 1o be o prominent anarch who has managed to uncover evidence that
afacrion of the Camarilla wants to ally with the Cathayans and destroy the Anarch Free State forever, Most
of the Kindred he has contacted wrote him off as a raving lunatic, but at least in two cases Malloc has managed
to incite direct assaults on “traitorous” elders. Mallac is unsure of how best to handle this operation, yet he
knows that he'd rather keep it to himsell for now. Cicarriz, as far as he can see, cares little for events in the East,
and the ever-greedy Malloc is convinced that he can leverage this side operation into considerable power and
prestige within the Sword of Caine.

(=8

emphasis on intellectualism, political theory and
sacinl analysis. Few anarchs see violence and fore-
thle change as a worthy goal, preferring instead to
treat anarch concepts as an ideal that rarely works
well in practice. That doesn’t mean that anarchs in
this region don't push for real change, On the
contrary, many of them are in a posirion to pressure
A prince into accepting or promoting anarch poli-
cies. A surprising number of anarchs are themselves
established elders. While tew, if any, are willing to
risk their comfortable positions in favor of advanc-
ing a political or social agenda, they do rend to look
upon younger anarchs with a distinet sense of parer-
nal understanding. Afrer all, the eldest of the East
Coast vampires can remember what it was like to
stand at the absolure barrom of the Camarilla torem
pole. Often, anarchs find themselves tolerated, if

not encouraged by some of the more eccentric
elders. Of course, as soon as an anarch crosses the
line between fiery orator and firebomb-rossing li-
ability, the prince purs the hammer down and cither
orders the recalcitrant anarchs destroyed, if their
actions warrant it, or banishes them {usually west-
ward, again, to preserve a trend ) if their offenses are
relatively minor. This bemused rolerance acrually
does a great deal to diffuse anarch fervor. Many
times, an outraged voung anarch has released a
scathing manifesto or delivered Aan |:||[*1|--iﬂm'd
screed against the powers that be, only ro find elders
who cast aside the very same belicfs as impracrical
long ago, taking his arguments to picces with a
practiced calm. Many East Coast anarchs make the
western migration move out of a sense of social
shame than anything else,
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ANDREA DARKER
L Lth generation, childe of Lindsey Rimer
Clan: Toreador
Nature: Thrill-Sceker
Demeanor: Director
Embrace: 1994
Apparent Age: late twenties

Andreaisachild of privilege, having attended the prestigious Phillips Academy Andover and later
earning a BA in English from Harvard, Her education resulred more from her family's leeacy than any
talent on her part, and her subsequent career as a freelance writer was lareely underwritten by the
sizable trust fund from which she drew the vast majority of her income. Despite her dependence on her
family's wealth, Andrea developed quite an independent streak. Part of her wanted 1o make it in the
world on her own, but an even larger part of her was too well adjusted to skating by on her family's
wealth and connecrions. Therefore, she developed into a parlor radical, willing to slum with the lower
classes and leaf through Marx, but unwilling to do anvthing cruly dreadful that would cur her off from
the family fortune.

Une skill Andrea possesses in spades is the ability to survey the soeial landscape quickly and carve herself
a tenable position out of it. While she may lack the talent to put together anything that can'c be published
without burning some of her family’s influence, she is a master of verbal barhs, social jockeying and using her
good looks to her advantage, The eldersin the city see her as asort of mascort, and despite her occasional remper
tantrums, they consider her 2 welcome diversion trom the often-dull Kindred social scene,

ABRFSTEWART

10th generation, childe of Pug Jackson
Clan: Brujah

Natore: Visionary

Demeanor: Child

Embrace: 1999

Apparent Age: carly twenties

A subscriber to the Freep, Abe is one of the few dyed-in-the-woal revolutionaries who keeps company
with Andrea and the Liberty Club, more out of a lack of other options than anything else. Abe continues to
deal with the endless bickering and posturing of the club primarily because he has no one else to tum to in
the nights. His sire made the journey to the West Coast in late 1999 in hopes of helping out with the resistance
effort in the free stare. Abe, arimid and quiet bay in life, preferred to stay in Boston, lending his technical and
camputer skills to the anarch cause from a distance.

While decply distasteful of the Liberty Club, Abe hatbors an idealistic vision of toppling Andrea and
the other social favor-moengers who dominare the Boston anarch scene, then bringing a truly active
political voice to the nights. He finds it deeply troubling that a city with such a leftist history and an
active intellectual community as Boston is so deeply entrenched in tradition. He also scorns the political
theorizing and debate of the more established anarchs viewing them as little more than lapdogs to the
established elite.

Recently, Abe has come into contact with the Sabbar infiltrator Malloc via the Internet. Abe's quiet
[L“-f'uiu[iv.-nal‘? tervor has led him to buy into Malloc’s ralk of a hidden conspiracy against the easrern anarchs.
He is slowly forming plans w undermine Andrea, whom Malloc has convinced him is acrually a Camarilla
agent charged with cowing the Boston anarchs, and bringing about true revolution in the East. Tragically,
Abe’s idealism and extremism are a bad mix. He wants to starr a fire, but he cannor understand rhe
repercussions of any outright rebellious moves. Should Abe openly move against Andrea, mose likely he'll find
himself on the receiving end of an elder's wrath, and more than likely he may cause the established Kindred
society to crack down on the anarchs.
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In addinion, the Camarilla is currently riding
quite a wave of good publicity afrer the retaking of
New York City. Many young, energetic vampires had
the chance to prove themselves in the taking of the
Big Apple, giving them an avenue to advancement
and prestige normally denied to Camarilla neonates.
Afrer all, New York is quite a big |11:|u_'. and the
power vacuum created behind by the Sabbar’s defear
provided a lot of space tor the more ambitious and
ralented neonates to build a comtortable haven. It's
precisely the type of neonate who's brave and ambi-
tious enough to take on the Sabbar who would be
liable ro foment an anarch uprising. These neonates
were able to find comfortable and prosperous places
in the Camarilla well betore the time it would nor-
mally rake to acquire such a position,

The malcontents and saber-rattlers remaining
among the Camarilla are a fractured and opinionared
lot. Many, even among the younger Kindred, preferto
dwell on the theory of anarch thought rather than
torce such ideas into pracrice. With the Anarch Free
State beckoning ro the west, few diehard revolutionar-
165 S&¢ any reason to stay in the east,

However, very recently a subtle change has
begun to take hold among the anarchs of the East.
With the Cathavan beachhead established in San
Francisco, the Anarch Free Stare no longer looks
like a land of limitless opportunity and promise for
an ambitious young anarch. The anarchs who do
speak out against the establishment are prowing
more and more restless. Recently an investigation
into the desrruction of 8 respecred elder in Charles-
ton, South Carolina turned up not the Sabbat
infiltrators thar the Camarilla expected, buta small
cabal of young anarchs eager to strike out ar the
ciry’s most powerful vampires, Whispers now circu-
lare in the halls of power that perhaps isolated acts
thar were believed to be the work of Sabbar War
Parties may have originated from within rhe
Camarilla’s anarch ranks. Increasingly, hotheaded
anarchs who may have been wlerated in the pase
have come under suspicion, Whether the more
defensive rather than patronizing attitude adopred
by some princes will only exacerbate the situation
remains to be seen.

O RGANIZATIONS

With such a rradition of polite defiance, the few
|'1~.'l:i"f‘—:[fl'|1i||ﬁ'|'§.' .'|1'|||TL"I'I L‘-lulilil.l]'ull[.l.".' rl_"['ld FOY COME ACTOSS
more like debate socieries and social clubs rather
than bastions of radical thought and revolutionary
ideals. However, if the nascent suspicion that the
previously benign eastern anarchs are growing vio-
lenit hears any fruir, the anarch organizations may be

promptly targeted for investigation and destruction.
The ringleaders of these groups in particular have
already drawn the eyes of the more suspicious elders.

The Anarch Free Press

Established by Theodore Bunning, a compurer-
literate Ventrue with extensive experience in the
computer technology business world, rhe Anarch
Free Press is a heavily encrypred digical publication
distributed via the Internet with a primary focus on
the New England, Virginia and New York compurer
industries. The Freep, as it is known amongst its
subscribers, is an important source of gossip, ideol-
ogy and social jockeying among anarchs who are
either direcely connected to the compurter industry
or who are enamored of the concepts of free soft-
ware and their implications for morral sociery af
large. Currently, some 20-plus Kindred subscribe to
the Freep. While peographically scatrered, they
represent some of the most active and brightest
minds amongst the anarchs of the East. A screed
delivered in a Boston coffeehouse might circulare
to half a dozen Kindred. A well-worded editorial in
the Freep touches nor only the journal’s subscribers,
but the anarchs and Kindred thar they in turn
maintain ties with in their local community. Thus,
the Freepserves as a catalyst and important commu-
nication channel tot the d;gitull}' aware anarchs.

Additionally, the Freep is an important link be-
tween what's left of the free state and the anarchs in
the East. An important figure in the growing anarch
resistance movement, Malloc, regularly contributes
news and opinion pieces to the Freep, and his com-
puter skills and audacity have eamed him quite a
measure of respect amongst the plugged-in anarchs
wha follow the Freep.

The Liberty Club

This small cadre of anarchs based in Boston is
LI'['I.E'.L'I'I'TH!'IHTE‘.l'!.-' Tl.‘i"-l’L’.‘\Cl'll'il|"i"|r'C LFE. 4 COMTmo i"l:d[l.:]'l.
modus aoperandi in the eastern Unired States, Draw-
ing from a small pool of vampires connected to
Boston's rich academic scene, the Liberty Club
serves primarily as a social club and secondarily as
the de facto voice of northeastern anarchs. The
clubmeets monthly ar the haven of its current head,
the Torcador neonate Andrea Parker. Parker serves
as equal parts social facilitator and political ceordi-
nator. While her politics and social preferences
lean toward anarchism, she is well established as an
important hub in Boston’s Kindred social scene.
Her tendency toward rebellion is seen as simply
::H'|[_'Il'|.-l'i.TT I'I:-IIL'.LTT L]'F h[.'.'l' {l‘l:l'ri'l:'llih 1E11Ili[1g A1y ";i?l._"i.ﬁl.
engagement the delectable possibility of an emo-
tional rant or shouting march. Inviring the Liberty

ot 10 HE Anarcs

(24




Club to a gathering or, even better, leaving enough
hints of the festivities to lure them into crashing ir,
is a surefire way to kctp A party going.

The Liberty Club carries lietle polivical or social
weight outside of the neonares of the Mortheast. The
elders see it as a convenient vehicle that turns the
youngsters' energy toward social jockeyimg among
themselves, rather than direcring their anger and
enerpy toward the established social order. The club
combines the worst aspects of a college sorority with
the self-satisfied intellectualism of ahigh-school news-
paper edirorial page. ltsmembership is more concerned
with playing little games of social brinkmanshiprather
than working for any real change in the Kindred's
economic and political order. The Liberty Club's phi-
losophy is equally flighty as its social order, as political
theorists fall in and out of favor with the latest shoes
and the horrest band.

Mariy of the bravest and most valued anarchs who
now operate in the free stare were once reviled and
mocked by members of the Liberry Club before head-
ing west. Ourside of the Northeast, the club is seen as
livtle more than a useless collection of whiners, poseurs
and wannabes. However, the club has quire a hit of
influence in Boston street culture, particularly in the
music and club scene.

THr AMmerican MimbwesTt

Just as American pop culture often glosses over
the very existence of the Midwestern states, the
region is often seen by anarchs as lictle more than a
daunting barrier to the migration from the plﬂtid,
stultified East to the dynamic, exciting West. Many
of the princes who claim domain in Midwestern
cities actively encourage traveling anarchs to pass
through the region as quickly as possible. Anarchs
whao stay in a city for any length of time tend o
artract other anarchs, either because the original
anarch helps expedite travel or because he offers a
relatively safe pit stop on the journey west. More
than a few times, what started out as a casual
stopover point has evolved into a hotbed of anarch
intrigue and plotting. The Midwestern princes
learned the hard way that anarchs are best sent
packing as soon as possible. Like tenacious weeds,
anarchs are often extraordinarily difficult o dis-
place once they've set root in a city,

A further factor that works against anarchs in
the Midwest is that many members of the Camarilla
establishmenrt there were once traveling anarchs
themselves. Like their modern counterparts, they,
too, fled from the established cenrers of vampire
culture in scarch of a chance to make a better

unlife. Unlike most anarchs of the modern nights,
these Kindred pioneers struggled against Lupines,
battled the elements and fought among them-
selves 1o build what rhey have tonight. These
princes who pulled themselves up by the hoot-
straps are extraordinarily protective of their
holdings, especially when faced with neonares
who have ambition and daring that they are quite
familiar with. Rather than view the migrating
anarchs as comrades or Kindred spirits, they view
them as parasitic whelps who are just waiting to
swoop in and claim the fruits of their elders' labor.
This iromy isn't lost on the elders of the Midwest,
but that doesn't lead them to rrear wandering
anarchs anv differencly.
HistoRy

The anarch movement that does exist in the
Midwest tends to represent a very broad spectrum of
anarch political and social thought. Many of these
anarch cells started out on the East Coast but lost
their fervor for travel westward as the full risks and
hardships of the journey became more evident with
each passing mile. These anarchs rend to find a city
along the way where the elders aren’t guire so
oppressive and the opportunitices just a little more
within reach, enough thar the continued risk of the
journey doesn't outweigh the relative comforrs and
opportunities evident ar the anarch’s current stop-
over point. Anarchis who lose their way on the
westward journey rend to quictly integrare them-
selves into the local Camarilla structure, ar least for
a time. Some find a place where they can setele on
a permanent basis, since the problems and barriers
they encountered in the East simply not present in
their new homes, Others evenrually prow bored or
frustrated with the city and once again hit the road,
often nor before arousing the ire of the prince and
any other established Camarills Kindred.

Whether merely temporary residents or perma-
nent settlers, these anarchs rarely present a tangible
threat to the establishment. However, these anarchs
have managed in some cases to either force our a
prince in favor of a more palarable elder or build a
powerful coalition of anarchs capable of exerting
pressure on the prince equal to the city's most pres-
rigious Camarilla members. In turn, these veritable
anarch havens tend to artracr still more anarchs,
leading to the vicious eycle that prompts Midwestern
elders o upraot nascent anarch communities before
they have a chance o prow large enough to be a
serious political and social headache.

[espite the elders’ generally resentment and
tear of uproored anarchs, the Midwestern states can
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claim more elder anarchs than any other region in
North America other than the Anarch Free State.
Many of the Kindred who rank in the tiers of power
and influence just below the dominant cabal are
often anarchs who long ago made the westward
journey in scarch of a betrer furure. Finding the
tronticr a dangerous and unpredicrable place, many
of them chose to settle in areas where vampires had
already established havens. These Kindred reasoned
that strength in numbers would help all partics
survive against the dangers of the frontier and the
threat of Sabbar atracks rhm hm—'u_‘rtd OVEr cvery
Kindred in colonial America. Sometimes, these
impromptu alliances worked out for all parties. The
established vampire found himself with eager allies
who were willing o pitch in and make the frontier
a viable environment for all partics. The elder
vampire often assumed the station of prince or A
rough equivalent thereof, while vampires who ar-
rived later filled out the other levels of the power
structure and often were ranked socially according
to how early they had arrived on the froncier. Of
course, given how fractious and competirive Kin-
dred are among themselves, such neatly evolved
arrangements often failed to materialize. Instead,
the Kindred typically fell to fighting amongst them-
selves, striving asainst one another for domain over
asection of the American frontier. Evenrually, one
side would win our, leaving the other 1o cither roe
the new regime's line or content themselves with
struggling against the newly established prince.
These losers of the early power strugeles are tonight's
Midwestern anarch elders, grizzled veterans of the
fight for power redistribution who, over rime and
with cunning and patience, have managed to build
acomfortable existence. An anarch elder may seem
like a contradiction in terms. Afrerall, what kind of
clder would want w destroy the social system that
provides his sec urity and prosperity? Often, it is the
sort of vampire who lost out on his bid ro become
the most powerful vampire in a region and scill
harbors the ambition o topple the prince and build
the equitable and fair Kindred sociery that he fiest
dreamed of one or two centuries apo.

Many of these conflicrs followed the same general
evolutionary path from open conflict ro the simmer-
ing tension between prince and anarch. However, if
the initial conflict between established vampire and
newcomer didn't end in a decisive victory, both sides
dug in for a long, protracred struggle. The first step
both sides usually ook was to either Embrace sympa-
thetic locals or recruit wraveling anarchs and ocher
Kindred, with some combination of these two strate-
gies typically employed o huild the fighting

r

entourages. Ofren, the strugele an this point would
become just another squabble or rivalry woven into
the fabric of the Camarilla. However, in more
isolated areas or in rare situations were both sides
turned exclusively to Embraced locals far support, a
long-running and often deeply rooted feud devel-
oped. Lacking the proper context in which to place
their Kindred heritage, newly Embraced Kindred
were fed all sores of propaganda thar turned them
into rabid supporters of their sires. These neonates
knew nothing more about the world than that their
sire and his allies were the good guys, while the rival
pang was irredeemahly vile. As the conflict dragged
o, these fantasies become accepred history and
tact as they were passed down to each successive
generation of Kindred. Somerimes, the original sire
would meet his Final Death, leaving behind a large
brood of vampires ready to carry on a crusade in his
name, To this night, in isolated towns and wild
regions of the Unired Stares, these feuds still drag
on. While the majority of these combarants have
long since been contacted by and exposed 1o the
Camarilla, some still fight on in stasis or inertia.
Run-ins with Sabbat vampires and rampaging Lu-
pines have left them extremely suspicious of
strangers, making them dangerous to all Kindred,
Camarilla, Sabbar or independent.

Evenafrer exposure to the rruth of their condirion,
many feuds still continue to rage. Afrer decades of
fighring and surviving on their own, these vampires
have little use for outside influence and don't particu-
l'al“i'g." CAre [y ‘Hll:L" m'd&*n: i"l'['i-l'l'! TR RIT~ up."-'[ﬂ_l’[ E""r'i|'||,_'l_‘.
Although not often self-identified as anarchs, these
independent vampire families look after their own,
have a healthy distaste for outsiders and are often
accomplished, experienced fighters. While they are
not liable to torm an alliance to topple a local prince,
they present an otten-insurmountable barrier to com-
plete dominance by either Camarilla or Sabbar in a
region. T hey are anarchs by dintof rejection of intrud-
ing social structures.

Finally, some anarch groups naturally evolve
trom a prince's antagonistic or heavy-handed poli-
cies toward a city's neonates. Just as they do the
“"-‘"rid OvVer, [I'IL" YOI \-"i'll'l.'l]."‘i res of acity may l..l'i..‘l.." II._:||..'
thuat enough is enough and revolurion is the only
answer. These anarchs often are a bit more radical
and active than their East Coast brethren. While
Midwest neonates have an casier road to the Anarch
Free Shll‘v‘:, the Midwesrem elders have a much
more antagonistic arcitude roward anarchs than
their eastern counterparts. Anuarch strugeles that
originate in the Midwest are often quite personal
aftairs, with anarchs struggling not only against the
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rules and dicrates of the Camarilla but waging a war
fueled by personal hatred and distrust of the prince
A vampire who wants freedoim might he conrent to
migrate west and make his haven where conditions
e to his liking. A vampire who wants a particolar
prince uprooted and cast from power is more likely
to stick around and cause trauble. In the Midwest,
the struggle is often carried by grudges, thus leading
toa decidedly lower rare of migration imong the
anarchs there

CURRENT SITUATION

The sready rrickle of anarchs from the East has
always been a thorn in the side of the Midwesrern
princes, but the recent Cathayan invasion in San
Francisco caught them by surprise. While many
anarchs fled to Seattle to help organize the anarch
counterattack, many of those not quire so dedicared
to the anarch cause chose to retreat eastward, back
toward the supposed salety of the American inre-
rior. Many princes in ciries from Las Veagas to
Pitrshurgh have seen a sudden influx of wayward
anarchs, some of whom are simply passing rhrough
while others are looking for a new place o build a
haven. The often xenophobic and reactionary
princes, especially those in smaller cities that can
not cope with the sudden appearance of two or

'||1"L'\' oW Kullxlll.‘d. |..1'-.-.' respe nded 1 I|:;_:~|_ e -

theit arv. threats and
intimidation. Unlike the typical anarch neonate,
though, thes

comers with CUSTOMN
) .
e newcomers are often bacdle-hardened

willing
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veterans of the Anarch Free Srate, ready,

Al

trated violence. Thus tar, an outright rebellion has
yet to tlare up, bur already in a few places the anarch
newcomers have responded to their hosts' belliger
ent artitudes by guictly purting out the call for
reintorcements and |:|\|n-_' I|'.|. El wndwork for ATL-
otheruprising. These embryonic anarch sanps ofren
simply transplant the styles,
they favored in LA or San the
liberal Midwest. Often, these Kindred find plentiful
mortal vassals amone 1

weapons and tactics

|':.|[|l_|'\-._:- L] IS,

EEIR

i.-'-. I|*~ 't'-']l- 1T CHEer o
|l"1Tl". all about life in thie “real” hig city I'rugs, arms
dealing and other acrivities once associated with
big ciries on either coast are now commanplace in
arcas where gangs were once thought to be only a
hig ciry problen

This new breed of anarch gang, assumed free
from the once steadying influence of the anarch
leader Jeremy MacNeil, now often run rampant in
the night, taking whar rhey please and paying lirtle

heed to the Traditions that would encumber them.
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Insome areas, these anarchs are mistaken for invad-
ing Sabbat, further ratcheting up the tension
berween the establishment and the West Coast
migrants. Many anarch neonates never new unlife
beyond the boundaries of the Anarch Free State. To
these vampires, the Camarilla is an aging dinosaur
that can be broughe low through warfare racher
than diplomacy or negotiation. Furthermore, many
of these vampires spent their mortal lives in a city
such as San Francisco, San Jose or Los Angeles,
leaving them with a snobbish disregard for Mid-
western mortals, Kindred and culture in general.
They see the Midwest as an easily conquered trace
at malls and prefab housing developments char
should quickly fold in the face of their inherent
superiotity. If a great city such as LA could fall to
the anarchs, a two-bit burg in Kansas or Wyoming
should prove Lirtle trouble, to this school of thoughr.

ORGANIZATIONS

Most anarchs rise and fall with the group they
decide to associate with in the Midwest. While gang
membership in the West and one’s social circle in the
East can play a big part in determining an anarch’s
status in the modern nighes, a vampire's social con-
nections in the Midwest can spell the difference
between survival and Final Dearh. Midwestern cities
tend o cover a lot of area while I;qulug the pupulu»
tion to support a sizable number of Kindred. Thus,
few vampires are capable of claiming their own do-
mains or hunting ground withour some assistance
from other Kindred.

The Nickerson Clan

Founded 150 years ago, this tightly knit band of
Kindred believes thar they are all descended from
their original sire, a transient anarch from Arlanta
named Harris Nickerson. Nickerson moved ro Kan-
sas in the decade before the American Civil War,
when conflicts berween Northern and Southern
sertlers were at a fever pitch wirthin the stare.
Nickerson used the violent backdrop of the rimes as
acover to move against the few Kindred who made
their havens in the state at the time. While a
relatively young vampire, he Embraced the mean-
est, toughest fighters he could find into his “clan,”
telling them that it was their God-given mission to
cleanse Kansas of all Kindred. Nickerson’s plan
worked well until he and his followers collided with
Ambrose Clifron, another anarch neonare who de-
cided thar the only pood Camarilla vampire in
Kansas was a destroyed one. Soon enough, though,
the two anarchs fell into a bitter disagreement over
who had first pick of feeding grounds in the region.
Since then, the two camps have waged a steady, if

rather quict, war against each other. Nickerson
claims Topeka as his haven, while Clifton has
marked Lawrence as his domain. Both ignore the
Camarilla yer observe the Masquerade, more our of
a sense of self-preservation than anything clse.
Neither is willing to accept outsiders who are un-
willing to cither move along with due speed or
strike an alliance with one side or the other. Not
that rtheir fury has stopped the Camarilla from
thriving in Kansas...

The Anarch Railroad

Dubbed the Freedom Train by some anarchs, this
network of Camarilla vampires sympathetic to the
anarch cause helps ferry Kindred between the east and
west coasts. The railroad provides rransportation and
safe houses to anarchs on the move, and often employs
mortal and Kindred agents who arrange safe transport
and scour out travel roures for anarchs.

At least, that's whar the Anarch Railroad's
supposed to do. The envire organization is actually
infested with Camarilla spies who work to docu-
ment and track anarch movements across the
continent, Thus far, the Camarilla has been careful
to avoid arousing suspicion, While the majority of
anarchs find safe passage through the railroad, their
movements are carcfully logeed and any suspicious
congregations of anarchs, especially large proups
heading to cities experiencing anarch troubles, is
either delayed or intercepted. The railroad is far
trom being a complete Camarilla wool, but enough
spies have gained key positions to make the net-
work serve the anarchs only nominally more than it
does the Camarilla. The entire railroad situation
highlights one of the anarchs’ bipgest weaknesses:
Lacking a central authority, any large-scale opera-
tion is driven largely by motivated volunteers. A
would-be agent need only pitch in and display a
s?mpmhﬂi-: front in order to gain o key position in
the operation.

WeEsT CoOAST

Long both a stronghold and shining beacon for
the Anarch Movement, much of the West Coast is
now a hotly contested bactleground for the anarchs
who survived the Cathayan invasion. Not only did
the mysterious invaders from Asia destroy and de-
moralize the anarchs with their attacks, but their
later move ro offer anarch leaders and barons lead-
ership positions in their New Promise Mandarinate
undercut the anarch political structure and rook
devastating advantage of existing anarch rivalries
and grudees. Furthermore, Tam's *defection” to the
Camarilla fold and her ascension as the prince of
San Diego is a harbinger of another troubling trend
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in the Anarch Free State. Many anarchs under
attack from invading Cathayans, seeing their rivals
secure leadership positions within the invader's
ranks, have openly turned to the Camarilla for
support, The anarchs' disorganization and the break-
down of the free state into a multirude of perty
baronies left them withour an infrascructure or
binding social compact. The open fighting and
struggles within the anarch camp left them ready to
fall in the face of a determined enemy who was
smart enough to play to this weakness.

History

California has long been the heart of the Anarch
Movement in North America. Los Angeles was the
sight of the first known successful anarch uprising in
America, and the city served as an example thar other
anarchs looked to for hope and inspiration. For over 50
vears, LA was a beacon of hope that drew young
anarchs across the continent, Now, LA is o conrested
demain that threatens tospell the doom of the Anarch
Movement inMNorth America orherald itsrise as a new
force 1o be reckoned with, on par with the Camarilla
of S:_'l]!"ll".(-'ll.

CUBRENT SITUATION

San Francisco, as a domain, is now held tight
within the grip of the Cathayans, while Los Angeles
teeters on the brink of becoming the mysterious
Asian vampires' second beachhead in North
America. LA'smights are alive with continual, low-
level skirmish warfare berween Cainites and
Kuei-jin. Violence and guntire on the streets have
escalated noticeably since the invaders arrived, bur,
thus tar, the surge in crime has been blamed quea-
sily {and with increasing fragility) on conflicts
between various underworld groups.

While the Cathayan invasion was bad enough
for the LA anarchs, worse yet were the reported loss
of their leader in all but name, Jeremy MacNeil, and
the defection vf several influential anarch figures o
the Cathayan cause. MacNeil refused any formal
office, in keeping with his anarch ideals, yer his
assumed death lefra remendous void in LAs power
structure. While MacNeil refused to accept any
formal title and his rather Darwinian views on
survival prevented him from taking an active hand
in leading LA's Kindred affairs, he did provide an
important and well-respected voice in the anarch
community. (fren, MacNeil's wishes became a re-
ality not because of any official authority he wielded,
but because of the deep respect many anarchs held
for him. LA anarchs only now realize how impor-
tant a figure he was. Even worse, the vacuum his
disappearance left behind is rather tempring plum

for the more politically minded anarchs. Disorgani-
zation has always been a critical anarch weakness.
MacNeil helped mask this, as his considerable in-
telligence and charisma often helped bring the
more truculent and divisive anarchs into line. With-
out MacNeil around, many old rivalries and hatreds
have flared up into ourrighe fighring, even in the
face of the Carthayan invasion.

Compounding the loss of MacNeil, several key
anarchs, including the highly respected Salvador
Garcia and rhe well-connected Ventrue Louis
Fartier, have thrown in with the Carhayans. Most
anarchs see rthis as betrayal of the worsr kind, and
many of them spend their nights targering the “sell-
outs” for revenge, tather than focusing on the
Cathavan presence in the city, More importantly,
both Garcia and Fortier were logical successors to
MacNeil's legacy as the foremost anarch in LA.
With borh of them accepting positions in the
Cathayans' New Promise Mandarinate, the power
vacuum in LA has been further aggravared by this
defection of two of LA's most well-connected and
financed anarchs. In particular, Fortier's economic
acumen has left the remaining anarchs in LA facine
a critical shortage of financial strength

While LA was once divided into a senies of
haronies, each claimed by a powerful individual
anarch or gang, the old structure has collapsed in
the face of the Carhayan invasion. Many of the old
pangs have disappeared, meering destruction in the
fighting or fleeing to greener pastures, This power
vacuum has attracted many of the less than dedi-
cated anarchs, neonates who see in LA the same
opportunity that many Camarilla vampires took
advantage of in that seet’s taking of New York Ciry.
While LA is rife with danger and instahility, it does
offer an ambirious and rough neonate a chance to
accumulate power and influence far beyond whar is
normally possible in the elder-dominated structures
of the Camarilla and Sabbat. More than a few
newcomers have arrived o stake claims to baronies
of their own. While many of these would-he war-
lords face challenges to these claims from vampires
who have established holdings in LA, some of them
arc left unmolested as the conflict with the
Cathayvans demands the vast majority of the anarchs’
atrention and resources.

ORCANIZATIONS

As home to the Anarch Movement, the West
Coast has more than its share of anarch milivias, gangs
and social circles. Few of these groups actively extend
their influence beyond the immediare borders of their
tettitory, but their words and actions often reverberare
with anarchs from coast to coast,
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Tre AnarcH Fres STATe MILITLIA

Founded shortly after Salvador Garcia and ather
tmportant anarch figures accepred an alliance with
the invading Carhayans, the free state miliria is
dedicared to driving both the invading Cathayans
and putting a stop to the growing Camarilla influ-
ence in California, With Jeremy MacNeil and
Crispus Artucks, two influential and respected
anarchs, vanishing or meeting Final Death in an
attempt to prevent a Camarilla-Carhayan peace
negotiation, the ragtag militia faces a severe lack of
vereran leaders. Most of the anarchs with a srake in
California have accepred Cathayan offers of co-
habiration, rerreated to the Camarilla for protection
or met their final deaths within the past few years.
Thus, while what remains of the informal miliria is
often poorly led and disorganized, it does offer an
ambitious and skilled neonate the chance ro quickly
rise to a position of respect and authority.

Currently, the militia is holed up in Los Angeles.
Its members are loosely organized into packs of up to
siv vampires, Usually squads arise from anarchs that
are predisposed toward one another or from gangs
whose rerritory has been claimed by encreaching
Carhayans. Unforrunately, this does not always vield
the most tactically effective unit, and packs are often
led either by its most well iked member or via popular
vore. The anarchs' chaotic nature and distrust of
authority makes it rather difficult for them to form into
a true military seructure.

What the militia lacks in tactical sense, it
often more than makes up for with enthusiasm,
daring and dedication. Carhayan morale in Los
Angeles seems to ebb and flow, and some anarch
scouts report that the Cathayan foor soldiers are,
like the anarchs themselves, youngsters forced o
abide by the rules and orders laid down by capri-
civus and often uncaring elders. There's been some
talk within the militia of covertly rurning
Cathayans to the anarch cause. Much like the
Cathayans turned the anarchs against themselves
by offering a few key anarch leaders positions
within rheir power structure, some anarchs feel
that the lower echelons of Cathayans may be
amenable to an offer of freedom and egalitarianism
within the anarch camp. Thus far, the militia has
not put this plan in morion, ver should it draw
some Cathayans into the anarch fold, it may be the
perfect strategy for breaking the invaders' hold on
Los Angeles and dislodging the traitorous anarchs
whao've thrown in with them.

Untorrunately for the militia, few members SUp-
port this initiative. The group is rife with infighting
and jealousy. Many of its members see the militia as

little more than a rool to srrike down the traitorous
anarchs who have joined forces with either the
Cathayans or the Camarilla, Others seek to even old
scores and expand their baronies, using the losses
incurred by gangs targeted by the Cathayans and their
own prestige within the militia to seize territories once
claimed by rivals.

The Seartle Commuttee

While rhe free state militia strives to use violent
means to dislodge the various interlopers who have
made inroads into the Anarch Free State, the Se-
artle Commitree is composed primarily of politically
minded anarchs. The committee's main purpose is
to rally support for the anarch cause among who-
ever is willing to listen. Thus far, the Sabbar Bishop
ot Tijuana, Cicatriz, has agreed tosupply the anarchs
with what weapons and financial support he can
affer. The commitree has yor to unearth any other
supporters, with the prince of Vancouver claiming
thar Lupine troubles prevent him from sending aid,
and Prince Tara of San Diego offering aid only if the
anarchs help dislodge the Cathayans from her do-
main hefore she can aid them.

Faced with unsymparthetic cars in all direcrions,
the committee decided to focus more on the galva-
nizing the often splintered and fractious anarchs into
a force capable of expunging the Cathayans from the
West Coast. Committee agents have spread out across
the US, speaking with anarchs wherever they can
find them and urging them to take up arms and head
tor the desperate Anarch Free State. These recruiters
have met with mixed success so far, Many within the
Camarilla see them as rabble-rousers looking o touch
off anarch uprisings across the US. Others see them
as a convenient method to pawn off troublesome
autarkis and neonates on to the free state. As for the
anarchs with whom rthey speak, many of those wha
want to make a difference in the struggle have al-
ready raken the trip westward. Those left behind are
more interested in playing political games with the
prince or holding on o whatever freedoms and
comforts they've earned at home. Srill, the recruiters
have not been a total failure, as they have generated
some financial and marterial support.

THE LINpousT

As the war with the Cathayans draps on, Kin-
dred in the Anarch Free Stare have come ta question
whart exactly the Anarch Movement stands for. For
untild nighrs, the anarchs have railed asainst a
vampiric sect, usually the Camarilla, butsomertimes
also the Sabbar. Why, these vampires ask, should
anarchs define themselves as h*m!_: against some-
thing! Insread, the anarchs should define what they
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are and whar they want. Rather than casting them-
selves as a reaction to something, these anarchs
want to redefine the movement as a new mode of
thought, one that can exist without either the
Camarilla or Sabbat. While the Unbound are cur-
rently few in number, their influence on the anarch
cause is slowly bur perceptibly making itself known.
The war with the Cathayans has forced many anarchs
toask themselves just what exactly they are fighting
for. The existing Camarilla-influenced order of bar-
onies and gangs that dominared the LA ni;.:’nl.i for
decades was, in many cases, little different than the
Camarilla itself. After all, it marrers livtle if The
Man is an elder prince or some neonate with a gun
and a fawning posse of childer and ghouls. The
Carhayan incursion has shaken the West Coast o
the core, causing many of the survivors to re-assess
just what it is they want out of unlife. Toppling the
old order in LA and ushering in the free state was
not a calculated move, but rather the resulr of years
of selfish Camarilla dominance combined with a
critical mass of independent and unruly Kindred
who had decided enough was enough. The struggle
against those who threaten to destroy the free stare
requires both planning and time, both of which
allow anarchs of all stripes to carefully consider
their actions as they take them. Some anarchs, after
reflecting on their current dilemma, have decided
that the anarch cause has to be something more
than a counterpoint to the Camarilla.

While the Unbound are currently few in num-
ber, they have proven to be some of the most effecrive
anarch agents in the struggle to reclaim the Anarch
Free State. They tend to enter the struggle with their
eyes on frecing the West Coast rather than building
a petty barony, grabbing domains or evening old
scores. Their idealistic vision has given many young
anarchs something to struggle for, and, in some areas,
has helped re-energize vampires who faced abysmal
morale and little drive to take the fight 1o the
Cathayans. Whether this newfound passion will trans-
late into the development of something truly new or
if becomes just another footnote in Kindred history
remains to be seen,

MERICO

Long the domain of the brutal Sabbat, Mexico
has little o offer most anarchs. While few non-
Sabbar Kindred willingly travel there, the region
does have a surprising number of anarchs. Typi-
cally, the Sabbar moves to crush any Cainite not
loyal to that sect, destroying anarchs in freshly
overwhelmed or long-held cities. In Mexico, though,
the Sabbat’s success has left it somewhat soft. Many

anarchs continue on simply because the local Sabbar
|'|i:'ll..'kﬁ'l..'-i'll'l.| hl.,'.‘ I.'H.lt hi..'r'l..'d llliJ'I..'q"II “-'I[I"I |.‘|'I1...'I'|'|. U.‘illcl"\'.
unless the pack grows bored enough to seck out and
hunt down an anarch, a low-key and discreet vam-
pire can eke out an acceprable existence in Mexico.
However, in arcas with a strong Sabbat presence,
such as Tijuana or Mexico City, the sect ruthlessly
“drafts" down anarchs and other unaffiliated vam-
r\lrl."!r. "'I 'lhl,"‘ Silhh:l[ h:i!‘i ave .‘l[l.,"‘l.l mnterest ina n_'gm'['i.
|t l.ii'H..'!i “'1 ll'l'l,"i[ [EA] F‘rﬂlt,'l.:T 1 h}' ﬂllunlllu i'l“-ll['l."l none-
Sabbat vampires in the arca.

A large grouping of anarchs artracts unwanted
Sabbar attention, leaving isolation as the best strat-
cey for survival. Anarchs south of the border are
often rugged individualists who care little for the
company of any other Kindred, even other anarchs.
The anarchs who travel here usually do so 1o be
alone, as most of those with a real interest in further-
ing the anarch cause make a beeline for the Anarch
Free Stare, rather than waste their time and risk their
continued existence in Mexico. Some anarchs come
to Mexico to escape a vengetul prince or to otherwise
put their pasts behind them. Buying protection in
Mexico is relarively easy, as the drug trade has left
many public officials quite receprive to bribery. Fur-
thermore, the relative strength of the dollar in
comparison to the peso makes it rather easy for even
a neonate to migrate to Mexico and establich a safe
haven. Of course, the Sabbat's presence makes “safe”
a relative term, bur for a neonate who faces destruc-
tion in his home city, Mexico is a tempting and
sometimes workable solution, as long as he's willing
to quiet down or become autarkis entirely.

The anarchs who make their homes here keep
to themselves, content to lead a relarively free
existence, assuming they don’tattract any unwanted
attention.

CANADA

While Canada is not under the Sabbat’s thumb,
it has many characreristics thar make it an even less
attractive place to call home than Mexico. Given the
undeveloped nature of much of Canada’s land, Lu-
pines are a constant threat to any vampire in the
Great Whire North, leaving the unity and security of
the Camarilla as nearly a prerequisite for any indi-
vidual vampire’s survival. Furthermore, Canada's
population is concentrated ina few cities near the US
border, leaving it susceptible to “spill over™ influence
from whichever sect operates in the region of the US
closest o a given Canadian city. Ciries such as
Vancouver and Montreal were long ago claimed by
the Camarilla and Sabbar, leaving most anarchs little
reason to migrate northward.
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However, some anarchs see in Canada the same
opportunitics and possibilities that many Ampires saw
in the old American frontier of the 18th and 19th
centunies, Much of Canada lies ignored by Kindred,
allowing a vampire who stakes a claim to a region the
chance to get in on the ground floor of human progress
as tonight's frontier tums into tomorrow's city, How-
ever, much of the Canadian wilderness is bitterly cold
and inhospitable, making it unlikely that a mass migra-
tion will herald the rise of new cities in the north. Still,
that doesn’t discourage idealistic anarchs who seck 1o
build their utopia from the ground up from making the
journey north.

Canadian anarchs tend o take great pliull: in
their continued survival, embracing a frontier phi-
|~.!w]'r!!'|',' that putls a premium on creating a new
existence out of the unclaimed domain. They of-
ten have lictle respect for their relarively more
urban cousins to the south, secing little need 1o
talk about revolution or plot against the city's
elders when, if one simply travels north far enough,
one can find vast domain unclaimed by both Sabhar
and Camarilla.

In Canada's urban centers, anarch life rends to
mirror trends in the United Stares. Toronto anarchs
are often more wrapped up in politics and theory to
put their ideas into practice, while Vancouver's
anarchs are a bit more on the radical and proactive
side. Srill, Canada tends to remain a sometimes
amused spectator in the power struggles berween
Camarillaand Sabbar thar rage in the United States.
Many of the ambitious neonates make their way
south across the border to pursue their dreams, with
the Anarch Free State ranking as the most popular

destination. Much to the Canadian Camarilla's
approval, the more loud-mouthed and dedicated
anarchs tend to take the initiative and head south,
and with the Cathayan invasion putting the Anarch
Free State in peril, the rate of migration has only
increased noticeably.

IN CLOSING
M,

Thank you so much for your efforts, though
you obviously weren't able to just give me unbi-
ased information. | threw some of your old-school
doctrines and opinions out of the document since
my people need hard facts and help, not theoreti-
cal lecturing.

Anyway, | hope you will change your mind
about the fight and yourself one night. You used to
be a real asset to the movement. | feel your fire has
merely burned down for lack of wood, but it is not
extinguished. How do | know this? Well, you man-
aged to keep the descriprion (betrer: mentioning)
of yourself very sober, but 1 could feel the old heat
in you when you described the history of the island
and the way it is being suppressed — it has always
been asymbol for our own suppression to you. Don't
forget that you didn't choose to become who you
were — it is in your mind and soul and you will
sooner or later hear the call again. It is not over, and
it will never be,

If you are ready to follow it once more, 1 will
be there.

Always.

I
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To know how o free oneself is nothing: the arduous
thing is to knoaw what to do with one's freedom.
—André Gide, [he Immeralise

By their very nature, anarchs make up a tremen-
dously varied lot, Just as individual anarchs represenc
a vast array of beliefs, goals and methods, so, too, do
the stories possible with anarch characters cover a
wide area. Anarchs aren't all merely bomb-throw-
ing revolutionaries out to topple the existing power
sttucture. An anarch’s goals, methods and oppo-
nents goa long way toward defining whar an anarch
actually does and rhe stories possible with such a
character. Anarchs cannot possibly exist in a
vacuum. Anarchs must struggle against something,
be it the prince's overbearing policies, the Sabhar’s
wanton abuse of mortal society or the choking stasis
of the Camarilla. An anarch without enemies is no
longer an anarch bur just another element of the
status quo. What use are slogans and audacious
["Ii'lllF for conguest once the tir.rug;.{]n_' is won! An
anarch’s srruggle does much to define him, espe-
cially within Kindred society. Assuch, this chaprer
examines how you can create an anarch chronicle
by defining what anarchs struggle for, why they
seruggle for i and who stands in their way.

1T ARGETS

On their most basic level, anarchs want the same
things that every other Kindred desires: safery, comfort
and power, Thedifference is thatanarchs are willing to
move outside socially acceprable channels to ger whar
they want. The results are often the same, even if the
journey there is litrered with political slogancering
and outright physical confrontaton.

Economic ExpaNsion

Mnm' vampires who wish ro carve out a fortune
from the Kindred or kine rely more on patience and
politicking to meet their goals rather than a bril-
liant business plan or the cold cunning of a
Rockefeller or Kennedy, A neonare often faces an
old-boys’ network of established power brokers who
have no fear of retirement or any chance of growing
too old to handle the business — at least nor for a
tew centuries. Particularly among the archetypal
Ventrue and other eradition-minded Kindred,
childer and neonaces are expected o fulfill the
elders’ desires and make themselves useful for a
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century or two before taking their place among the
real captains of industry in Kindred society. A newly
christened vampire from a business background may
e trom managing millions of dollars in assets and
swimming with the sharks of capitalism only to find
himsell babysitting his sire’s chain of third-rate
mutual funds. It should come as no surprise, then
that many vampires who originate from the most
tradition-bound vampiric quarters may choose to
become anarchs. After all, the very attributes that
make a mortal a promising subjecr for the Embrace
— ambition, drive, competence and cunning —
may very well lead him to scorn the traditions and
values he's expected to uphold.

¥

Anarchs who seck to make pains in the business
world very rarely pursue overtly violent agendas, A
destructive, scorched-carth policy is usually bad for
business on horh sides of the fence. Furthermore, an
anarch who secks to take on the elders in the business
world can'e afford to antagonize his opponents two
openly. After all, success in business relies on culri-
vating contacts within mortal society and developing
ties to the community. A transient Brujah radical can
aftord to provoke the elders, since all he has to do o
save his hide is pick outa well-hidden sancruary unril
the heat cools down, On the other hand, the elders
are likely wo simply purchase, ourspend or legislate
out of existence an upstart vampire's source of influ-
ence in the business world, Previously untouched
economic venues represent the best shotr ot success
for an upstart neonace, Nor only does the anarch
avoid the elders’ wrath by leaving their business
concerns intact, but the elders may have little inrer-
est to begin with in an emerging economic sector.
The powers that be can't howl in currage if their own
contacts and businesses continue along unaffected by
the anarch'sactiviries. Furthermore, the rapicly shift-
g, ultra-fast-paced world of a newly emerging
technology marker requires precisely rhe adaptabil-
ity, daring and cutting-edpe knowledee thar elders
lack and young Kindred — anarchs ineluded — often
have in spades.

The boom and bust of the dotcoms represents one
of the greatest business opportunicies since the discovy-
ery of the New World for rebellion-minded childer.
] 1'Il..' HyweT ]‘].l‘.—'i_‘!’.—i In [l'h." virtn || Wi ||']-.||.||'-[g_~| LA AL oL
of nowhere or were previously only marginal players in
the business scene before striking it big with a killer
AP Or @ b ||.n.| Fusiness |‘1|;'|[], 'Il-?"'”:IP"-‘UIIn.I.'i.]lL[ the appor-
tunity for many anarchs is the anti-establishiment
arrirude of rH:IH'g.'Il‘l[unlutf]'lal.*t'd|*~L|:~||11:F:~'e.w.ﬂwduLuum
revolution promised tw rework the rules of doing busi-
ness, thesort of artitude that repels established vampires
and atiracts r:."\]{-r:lllns_' neonates lilee |i|-.'-lhs o oA

flame. A hotshot, nightelub-hopping anarch could
not only talk the talk, but with connections to the
right start-ups, he could walk the walk while pulling
in a seven-figure income. Meanwhile, the prince
continued to reap the benefits of his long-estab-
lished ties to more traditional businesses. The
anarch’s investments and meteoric rise might make
him unpopular in the circles of power, but withour
an obvious infraction of the accepred social order,
the anarch is largely free from any direct rebuke
from the elders.

Had the new economy actually evolved into some-
thing more than what will be the subjecr of trivia
questions and sentimental “remember when's,” then
perhaps an uncomfortable but manageable stasis be-
tween Intemet-driven amarchs and old business elders
could have been reached. But when the lnternet
bubble burst, the chance for anarchs to truly build
something new faded away with 1. The clders could
chuckle over the informarion revolution while con-
tinuing to reap the fortunes provided by empires of
influence and business holdings built up cver decades,
it nor centuries.

The rise and fall of the new economy is o wonder-
tul I"a'll.."{th'-:.rp tor stories that revolve around a band of
husiness-orienred anarchs. The characters strike our
on their own and meet with sizable success while still
remaining largely within the Camarilla’s bounds,
which makes this an excellent option for ronning an
anarch chronicle that doesn't devolve into the ste-
reorypical leather-and-Harley pack with a penchant
for property damage. In addition, you may want to
play around with the timeline of your pame. Set the
chromicle ro begin in the mid-1990¢, allowing the
characters a chance to hirch on to the Intermnet's
rocket to the rop, all while the promise of its ultimate
tailure looms just over the horizon. Emphasize the
ephemeral nature of the new economy. Fortunes are
made and lost in the course of a single day of frenetic
trading. Yesterday's promising 1PO is tomorrow’s
hottest topic on fuckedecompany.com. The CEO drives
a Porsche to work but doesn't even own a couch.
Employees sleep in the office, the morral program-
mers leading cerily vampiric existences as they only
rarely head outside ro see the sun. A sense of camara-
deric and the prospect of carning millions unites
everyone in the face of grinding work hours and
impossible deadlines, Be sure to remember that this is
the World of Darkness and adjust the feel accond-
ingly. The rank and file programmers work themselves
to death while management heads our on investor-
relations junkets ro Vegas, Industrial espionage runs
rampant, as 1o tactic is roo dirty when the difference
berween hillions and bankruptcy can be a few eritical
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lines of cade. The manpower of a company finds itself
on the streer while management pillages the
|_'\.~1|.:}1.L|_]l.-,":- coffers and moves on to Ve A her h1g’h-
paying, prestigious position, swearing up and down
thar they've learned their lessons. Replace Dilbert’s
s with a cunning predator who hides a malevolent
purpose behind his seeming incompetence.

lirconrrast tothe fast-paced, high intensicy world
of the new economy, the established powers tn vam-
pire sociery enjoy less precarious unlives of carefully
tended affluence. The prince doesn’t merely diceace
where the neonares may hunt but guides their eco-
nomic amhirions with a few well placed investments
here, the callous terminacion of funds there. The
elders may not understand the Internet, but without
their financial hacking, the doteom revolurion has
no gas torits engine. The anarchs struggle to throw oft
the last vestiges of the prince’s power, coumumg on
the sheer energy and spirit of innovation that they
rely on ko overwhelm rhe old economy and bring a
new order to the nights. While the anarchs work
themselves unceasingly, the elders sit back and enjoy
the privileges of their station. The struggle lurks
beneath the Kindred's social interactions. The
“anarchs” might be otherwise perfectly behaved
childer. The tension ratchets up, though, as the
struggles for economic dominance spill over inte
other arenas. No anarch wirth a vested inrerest in
business dares openly strike against the existing or-
L]I_'T, I 1\Z-H|.'I_”\p'l._'|_'., | I_'L\.,l.\,ll,,“\"\- .-'||'|:-1i'|.'| 1, |!'|:'\- Fll...Eth' "'\’-'Killt'l'l. 111.’
the rush of success in the digital world, may attemppt
to appose the existing arder directly, only to find his
hazardous business position shatrered by a spate of
negative press or an indifferent stock market, Other
anarchs may find themselves forced o kowow to
princes whose fortunes their own holdings dwarf. In
this case, the anarchs may find themselves strupsling
against an enemy that relies on social and polineal
connections to keep rthe neonates in line. Open
conflict could very well result from this situarion, as
the anarchs decide to buy their freedom with guns,
rented muscle and bribes.

OF course, the Internet’s promise of a new
economy proved in realicy to be little more than a
hollow swarm of buzz and useless hype. Such a fare
lends a sense of doom and forchoding toa chronicle
SET ATIROMEST ']ll.' 1i‘|L' a|]||,|. I.:-lll (Pll l,ll'l.l:' 'i.Ii:l|'i. OIS, A8 Il]L‘
characters struggle to succeed while the players
know that their Quixoric journey is almost cer-
rainly destined for failure. On the other hand, it
|'|!,-'|'!| F'Il'i WE CONMYETeTel o ]]til‘;ﬁﬂﬁf' ]l]hl |'||"f4lI i E"i.T |'|.|'h.|
1llow the conflict berween new economy and old,
estahlished clders and neonares, to continue on
xl&"\]""lll._' historical fact, Sucha story could chart the

Craprer Froe: SsoRyTELLNG
|37




rapid evolution of society and its effect on the
modern nights as kine huetle toward the radical
new social landscape thar most of the new economy
failed to deliver. The anarchs finally have the
social and historical forces that may allow them to
topple the existing social order and usher in a
golden age of equality once and for all, if only they
choose their investments wisely.

SOCTAL ADVANCEMENT

Frequently, the social subjugation of neonates by
elders brings about the genesis of anarch cells. You can
deny someone a few avenues of economic growth if be
enjoys an otherwizse comfortable existence. No one
enters the political arena expecting to leap to the top
of the heap from the get-go. But a casual insult here
and a snub there could leave rancorous wounds thart
tester into the anger and open defiance of an anarch.
Anarchs who turn against the existing social structures
may seek not only to build their own communiries but
to rear down the existing order. Popular nightclubs are
marred by bloody brawls, illicitly tripped fire alarms
and all sorts of other disruptions thar shatter the
prince's caretully arranged social world. Dance clubs
and music venues firmly planted on the wrong side of
the tracks supplant the established rendsetters and
ather traditional cultural barometers. While Elysium
still stands as the bulwark of Kindred unlife, its atmo-
sphere is strained at best as the anarch faction stands
in blarant conerast to the traditional dictates of Kin-
dred taste and bearing within the city. The anarchs
flaunt their mastery of the latest trends, peppering
their speech with the latest buzzwords and littering it
with pop culture references thar leave the elders con-
fused yet disdainful of the upstarts, Every interaction
berween the anarchs and the established powers leaves
the anarchs dancing ali g the razoc's L‘L|gl.: Letween
disrespect and outright revolt. The neonares actively
COMTT |.|'IL' |1.-.1l'rl._'~'t' new acts and seek toc urry Lu'ur Wik l'|
rising stars betore their muosic hits the airwaves, The
socially ac e L'El.ll_'l'h are I-|_11'|._'4:J Lo enrer r|1¢ :u]::m_h.-i'
territory, lest they find themselves rapidly falling out of
Rl :1.'||.'|1|'I~| tavor

An anarch chronicle set against this backdrop
offers a nice mix berween street-level violence and
high-level politicking and plorring. The anarchs may
bust heads ata club one night while dickering with one
of the prince's cronies over hunting in what once was
a social dead zone. [n a sense, the anarchs could face
the reverse ¢ if the Ir‘:]'u."r'»'q'-r:| anarch situation, Rarher
than struggle to tear down the elders’ foundations of
power, the characters may have ro wark o hold on o
previously undesirable rerritory and sectors of socier ¥
thar are oW I'il.k‘-]'l.in.lu:,ﬂ\'l.: with 1|‘|-.L' kiru: and thus in

demand amongst the powers that be. The chatacters
may wage a virtual guerrilla war to hold on tw their
hard-won success, lest the elders reap the fruic thart the
anarchs worked so hard to tend.

Guerrilla war doesn't have o translate into a
violent conflict. A player’s anarch character may cul-
tivare a mortal band afrer noricing the raw talenr and
charisma its members possess ar a small, hole-in-the-
wall bar. After struggling ro arrange backing for the
hend and bringing about their big break, the ciry’s
prince steps in and sets the band up with a big record
company contract, leaving the characrer with nothing
to show for his :\I'Ii'll'|" eye for talent andd shrewd |':|}|]'|-
ning. The character may have wo struggle to establish
his own avenues to success despire the prince’s inter-
ference, either by delving into the business side of
crtertainment or L".él‘:ll"l]ih]rilig an ironbound connec-
ticn to the local CHLCTTR T T il]ld ﬁ(]k:iill SLCTILS,
FEI‘C[‘I_L:I.]I.L'I‘LiI'l:_I his pu:-'uiriun |‘|3-' CUTrying favor with in-
fluential and popular mortals.

Of course, guerrilla war can translare casily inro
open defiance. In this case, the prince may push his
comtagts incity hall to shur down the upstart clubs and
social venues, using rrumped-up charges and overzeal-
ous police investigations wo cripple the emerging social
scene before it has a chiance w displace the old. Whar
Ay look like ju.‘il' another hii"-h“[‘ SUPHETELLT ]*]L;L‘pﬂ Lup
by the cops for carrying a gun could be an LT
turning point in the struggle ro define how and what
the city defines as tendy.

The advantage roa chronicle centered on social
and culrural conflicrs is thar there is a lor of room for
comtlicts outside the often cliché anarchs railing
against the prince. Slimy mortal record executives,
racist law enforcement officials, and rival neonates
eager to carve their name on the emerging social
scene all provide plenty of contlict tor the players'
characters. The characters have a chance to directly
confront opponents against whom they have a real-
istic chance of success, leaving the prince and his
allies as a threat thar looms above the entire pro-
ready to crush what the anarchs have
worked so hard to build. Coteries may jockey for
tavor amongst the leading figures of the city's social
and music scenes, while the leeches and sleaze-bag
agents thar rely on gullible artists to make their big
scores work to undermine the anarch social move-
ment, however unwirtingly.

cecdings,

Remember, though, that this story is supposed o
be about anarchs, not just o bunch of neonates whe
listent to heavy mertal, pierce their nipples and engage
in ortherwise harmless behavior thar just doesn't hap-
pen ta play well with the 19th-century ser. The anarchs
may have other concerns tied into the emerging social
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scene, such as the drug trade, legitimate businesses
and perhaps even political influence, that ¢|iru-:t|':.'
challenges the city’s status quo. The hor new club
doesn’t simply attrace the ciry's elire, bur it sucks
them away from the very nightclub owned by the
prince. The city's endowment for the arts ignores an
influential Toreador's personal favorites, instead
awarding grants and publicity to voung upstarts that
travel in the anarch social circle and have lictle use
for the Tareador’s sponsorship.

Anarchs aren't always just a bunch of pissed-oft
neonates gunning for the top. They could simply be
vicrims of their own success, lL'L‘I.IPI'r‘g.'IL'-‘i of the might
forced to take on the prince or lose the niche that
they managed to carve out of the city. The anarchs
may find themselves as mere pawns in the machina-
tioms of the elders, a diversion allowed to prosper juse
enough ro draw the prince’s attention away from the
true threat. The anarchs might even have to some-
how ienore their own righteous fury against the
presumptuous ¢lders who rhrearen to stomp on their
tuef 1 order o discern the true threar to the ciry's
peace and stability. The characters may even decide
tothrow their lot inwith the |:‘-'|l. ILECTs, become anarchs
in name only and possibly set themselves up merely
for oppression under a different oyeant.

Social advancement cannort eake place withour an
existingsocial structure. Therefore, an anarch chronicle
that focuses on the conflict between established and
emerging cultural forces lacks the visceral impact of a
let's-stake-and-roast-the-prince orgy of violence, The
themes and plor ideas explored here are racher easily
subsumed into a more waditional, streec-level anarch
game, and they can provide a nice backdrop for the
emergence of a ciry’s anarch faction. The elder's sei-
zure of a cultural hotspor from the neonares who
helped nurture it might be the last straw ina city where
the neonates have long chafed under the abuses of the
elders. Cultural bacdes fearure a racher strong influ-
ence that can level the disparity of power berween the
established elders and a group of neonates, Obviously,
the elders outclass the anarchs in terms of raw physical
and mystical power, but all the money and political
influence in the world can’t buy vour way inco the conl
kids’ club. A cultural war may be the bestsetting foran
anarch chronicle if youwanr the players’ characrers 1o
have a shot at approaching the prince and the other
elders as something approaching equals. Thar doesn't
mean that the characters can simply kick the prince's
ass or “shrick” their way inrto power, but it does mean
that the detinitions of power and success are based
more on personal style and panache, rather than the
size of your bank account or the number of votes you
can line upeal Ciry hall.

Potrmicar InFr uence

Mortal politics are an important battleground for
anarchs. Much like the city’s social scene, it has
avenues of advancement that a prince or other elder
cannot completely deny to a group of anarchs. Every
politician has o start somewhere, and if the anarchs
latch on o fhk" |'lL':|"If l_'i'll'lljli.f.lll.' ar an L'LI]']‘!' '.'I'h'.ILI.L:h
point in his career, they could find themselves with
the mayor in their pocker if they play their cards
tight. This sort of chronicle focuses on the polirical
maverick, the kind of candidate who tlouts the exise-
ing power structure and strikes our on his own, Adrer
all, the local political parties are probahly aleeady
thoroughly sown with bureancrats and polirical flun-
kies overwhom the elders have some sort of influence
Political partics are far from monolithic structures,
but their very nature dnves politicians to seek a
common ground within the parey racher than risk
internal clashes thar could let the other party gain the
upper hand in an election. Therefore, anarchs prob-
ably either seck our radical fringe parries or pur their
support behind iconoelasts who can afford to buck
the party's wishes hecause they have the populariry
and charisma to et away with it

An anarch chronicle thar focuses on pnhru:c
features a strong element of the new versus old
order, perhaps even more so than one that dwells on
cultural and economic clashes. The srory of the
firebrand reformer who, upon taking office, be-
comes part of the very political machine he once
openly challenged is an almost cliché story, but one
that holds an important grain of truth. A politician’s
effectiveness is determined by whar he can do, and
without allics and favors to call in, a politician can
get nothing dene. The give-and-take nature of pali-
tics means that someone who doesn'r rock the boar,
who goes along with the political flow and does as
he’s told, stands the best chance of eventually mak-
ing his way o the top. Much like neonates often
endure years of abuse and choked-off opportunities
under the elders, so too must a starting politician
work his way into the good graces of a polirical parry
or existing power structure in order to claim power
for himself one day.

Theretore, a political anarch chronicle has a
rather nicely packaged parallel berween the anarchs’
pasition in Kindred socicty and the landscape of
modern politics. Not only can the anarchs srrive
against the prince's dominance, but they also have
the chance to strike against the same forces for inertia
and stasis in mortal socicty, The themes tie together
neatly, as many anarchs were themselves political
radicals during their mortal lives, Their inducrion ro
the Kindred world serves only to reveal the truc
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power behind the forces of oppression and allows the
pulitically minded anarch ta simply continue to pur-
sue the political agenda he upheld in life.

An anarch chronicle that incorporates mortal
politics should focus on the seducrive allure of selling
out one’s ideals in exchange for a comfortable exise-
ence. dure, the families down in the barrio may need
someone o take on civy hall, bur if ciey hall is offering
i six-figure salary position as a “special counsel on
minority aftairs” then even the most diehard reformer
might think twice about selling out. Emphasize the
seductive nature of power, and how ideals and beliefs
must often be sacrificed or compromised in arder to
bring about the harest modicum of reform. Polirics
requires a give-and-take exchange between rwo par-
ties, unless one is so dominant that debate and
clections are mere formalities, Of course, if one side
is 50 overwhelmingly strong, then a chronicle focus-
ing on politics rather than revolution is a hit pointless.
More likely, the anarchs and the mortals with whom
they work must walk a fine line berween cashing out
enough of their core beliefs and goals to keep their
primary prize within sighr and completely selling out
and becoming no better than the powers against
which they once stood, Emphasize this balance as rhe
characters work their way through the political world.
Yesterday's beacons of reform and hope now work o
hold on to their crumbling power network and fight
rabidly to kecp some young upstart from doing o
them what they did to the last generation’s old order.
supposed allies drop out of sight as soon as they need
o pony up i renl commitment o n_'h:lm_{q;, '-.'\'hilq:
others work strictly on a tit-for-tat basis, refusing ro
give any ground unless rthe anarchs are willing to pay
for it in bload,

I'he danger of any anarch chranicle based on
mortal polities is that, in the end, a worthy prince
ten has enough economic and social leverage o
contain any political advances that the anarchs may
mike. Mortal politics do not function outside of the
other arenas of mortal lite, Therefore, this chronicle
more than likely must focus on very short term
![-".I'!H. ] |i|1'|||'1'x! }_:L"Uqf:l'[‘h!l::'ll area, 0or a :.[;1,211;:, spe-
citic political issue. More intriguing, though, is the
prospect of the anarchs themselves selling our and
|'u._'|_-.lll|||1u little herrer than the |;L|‘ulug.l,- and poweer
brokers against which they railed and struggled. As
the SayIng goes, 1.11:11_; the heartless can be a Young
conservative, bur only the foolish can he an old
liheral. The anarchs may find themselves h'li}"l"illa.t
into patterns and activities that they find so dis-
tasteful and oppressive in others. In some cases, last
night's revolutionary leader can find his underlings
and allies lubeling him as the enemy and turning

against him as tonight's oppressor, As was discussed
previously, anarchs need something to struggle
against. Sometimes, they can end up struggling
against themselves, Success and power are often the
bane of a fervent revolurionary.

OppoNENTS

Anarchs suruggle against the dominant power
brokers regardless of the context in which they
operate. In a Sabbat-dominated city, they figh
against the bishop and his followers. In a Camarilla
city, they work to foil the prince and achicve equal-
ity of opportunity for all Kindred. In general, the
anarchs’ enemies go a long way roward forging their
identity in a particular time and place. The anarchs
under a Camarilla prince may rely on politicking
and persuasion to per their way, only to turn o
violence and assassination if the Sabbat lays siege to
the city and seizes it. If the anarchs do manage to
achieve their goals and displace the prevailing pow-
ers, it may well be only a matter of time hefore
anarch rirns against anarch. The barons of the
Anarch Free Stare may not have been a fluke, bur
merely the logical progression from revalurionary to
victor fo prince, as some cynics conrend.
THECAMARILT A

The princes and archons of the Camarilla repre-
sent  the rraditional antagonists in an
anarchs-versus-prince power strugple, However, de-
spite all the anarchs” gun-waving and hold demands
for justice, most of them aperare within the Camarilla
and seek equality and power within that oreaniza-
tion. If the anarchs simply desired ro smash the prinee
and do as they please, they'd simply be sectless terror-
ists — which is noe to say that some anarchs don’t
work roward such ends. However, most anarchs seek
equality of opportunity within the Camarilla, nor
merely equality of opportunity as defined by the
world at large. They accept the Masquerade and
acknowledge the sancrity of Elysium, but they see no
need for the rigid, largely inflexible division of power
and opportuniry amongst the Kindred. For ananarch
chromicle that pits the Camarilla in the role of the
oppressor, the theme should be mare of rebellion and
defiance of words and thoughts, not necessarily one
of violent revolt and destruction. The anarchs don't
usually want to destroy rhe existing system. They just
want A more cquitable place in ir.

A chronicle that focuses on the strggle for
equality could rake a few pointers from the American
civil-rights struggles of the 1960s or the current fight
for gay righes, Much of the struggle revolves around
demonstrating the inherent flaws of the current
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system and appealing o the better nature of those in
power fov correcr ir. OF COLESE, the lﬁriru'r.- and his
supporters are not likely to suddenly develop an
anarch outlock and meer the anarchs' demands.
More likely, the anarchs muose sway the ancillae and
other mid-level power brokers to their way of think-
ing. The anarchs must walk a fine line berween
ohviaring rhe need for reform and avoiding causing
too much rrouble for the Kindred. They risk alienat-
ing patential allies and allowing the prince to write
therm off and deal with them as mere spoiled childer
who must be put down with an iron fist.

Much of this chronicle could be spent on rallying
indifferent or hosrile neonates to the anarch cause.
Withour a unified front, the Anarch Movement risks
appearing as nothing more than an isolated band of
malcontents. Politics and negotiation are rhe order of
the nighr in such a game, as the characters must
gather support for their cause, carefully keep their
supporters in line lest they risk arousing the prince's
wrath, and then work to bring younger ancillae and
opportunistic elders into their camp. The basic poal
of such a story is to bring wogether a large enough
allinnce in favor of the anarch demands thar the
prince can no longer ignore their pleas for equaliry if
he wants to hold on to the ciey. If the anarchs can
force their best interests to coincide with the prince's
best inrerests, then the prince has little choice but to
either capitulate or fall from power.

OH course, should the prince remain inflexible,
Il-.H.\l'l ||}‘. -.'|!iILII'Hl |t' Can H'l.’ulE\_.ll gl:”!\ i||'|['|_\ I'Hlli_rli_h ti
violence. [n fact, such a shift might provide for some
very thrilling stories. Perhaps the truculent Cairiff
who's been behind the cause from s inception has
had enough of the prince’s erap and wants his revo-
lution now. The characters may find themselves
working to hold back the dde of violence while
desperarely working ro enact change through politics
and negotiation. Should the anarchs explode into
violence, the hard work and progress toseard realizing
their position goes up in smoke and may leave rthe
characrers accused as rabble-rousers and revolution-
aries. Play the pressure on the players' characters
from both directions, as the rradition-minded prince
refuses to yield, despite the obvious signs that the civy
is ready o go over the edge. Meanwhile, anarch
extremists pour gas on the fire and do what they can
to push the revolution along, whether anyone is

B
ready for it or not. The characters may well find
themselves canghr in the middle as cheir plans for
change warp and twist out their control.

The characters may open a floodgare that sweeps
them and their plans away in a tide of long-restrained
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anger and resentment. Old feuds break into open
violence and conflicr as both elders and ancillae use
the "anarch problem™ asan excuse to evenold scores
via direct methods. The characters could find thar
the movement they began on the streets turns into
just another vehicle for venderra in the hands of the
city’s established power brokers as it progresses
through the strata of power, The anarch ideals have
been around for o while, and any prince worth his
title has ar least a few object lessons in how to deal
with demanding childer rucked away in his mind,
ready for reference.

[ he critical thing to remember when building an
anarchs-against-the-Camarilla story line {5 the {deal-
ism and deological aims of the anarchs. They aren't
nihilisrs, nor are they merely the Sabbat with a differ-
ent name. The revolution isn't one of dominance or
control, but one of potential, The anarchs don't have
to go out of their way simply to topple the prince,
that was all they wanted, things would be much sim-
pler for them. Instead, emphasize the lack of options
that many childer have in the nights and how many
anarchs seek to correct that imbalance berween young
and |1|LI. cutt ill;:*l'l[ﬂL‘ and tradition.

THESABRRAT

Unlife an anarch can be hard under the
Camarilla, but beneath the iron-shod boot of the
Sabbat, it is often unbearable, While the Camarilla
frowns on dissent and often responds to anarch com-
plaints with social pressure and increased vigilance,
the Sabbat is likely to just smash the whiny liccle punk
into pieces and burm whar's left. The Sabbat has no use
tor mealy-mouthed cries for equality and opportunity.
It takes what it wants and does as it picu.‘aur‘-. [sn't that
equality! Never mind thar the bishops and their su-
penors truly hold power and that packs often serve
merely as tools for some grearer scheme. 1ts been said
that capitalisin’s strength is that those it oppresses
don't realize that they're being used. Such is often the
case for the lower ranks of the Sabbat, Tht'l'rluw, the
anarchs have lictle chance of drawing recruits from the
Sabhat's ranks. The rank-and-file packs are often happy
cnough terrorizing the kine, feeding as they wish and
pulling the fangs from hapless Camarilla Kindred who
find themselves in the wrong domain, They don't need
to talk about egalitanianism. They'll just bust some
heads rlﬁtl clatm it tor i |1L't11m;_'|~;|._':.. Bi_*:-\.idn;:_u,, |'|1§: _""!',|]1|'|;.1[
has bigger fish to fry in the form of the slumbering
Antediluvions, Who gives a rar's ass about handing
every vampire an equal shot at power if Gehenna is
right around the corner!

A5

Anarchs tend to have livtle choice but to resist
the Sabbar whenever their paths cross, While the

Camarilla threatens to suffocate the yvoung with its
burdensome tules of conduct, carefully apportioned
spheres of influence and rigid prowcol, the Sabbar
sitnply subverts wharever it needs to its couse and
ignores any possible side effects, particularly those
thar may leave the anarchs high and dry. At least
business and politics are possible under the Camarilla.,
When the Sabbar claims domain inacity, things rend
to go down the toiler, fast. Business opportunities dry
up, bribery and extortion leave the poliucal land-
scape inacontinual srare of upheaval, and strong-arm
tacrics and brute force replace negotiation and tradi-
tion, Where the Camarilla rades in tradition, the
Sabbat works with raw muscle and brute force, Even
if an anarch is capable of mixing it up with the
Sabhar, that sect’s us-versus-the-world attitude trans-
lates into ]":i'.:ic{h |.1q:uuug the Crap our of any rogue
atiarchs who don't come around to the Sabbat’s side
of things.

The Sabbat provides a pood antagonist foranarch
chronicles, particularly as a counterpoint to the more
refined struggles within the Camarilla. A ciry char
his recently experienced an upswing in anarch activ-
ity presents a rempring target for Sabbat, who tend o
dismiss anarchs as rabble (despite their experiences
int the Anarch Free State) and any prince who can't
keep the whelps in line as ripe for a sicge. Let the
characters grow comfortable jockeving for power
against the prince, only to find that as they near their
poals, the sabbat suddenly lays siege to the city. Old
enemics can become instant allies as the battle rages
across boardrooms, srreer corners and smoke-filled
backrooms where political bonds are made and bro-
lken. The characters could even find themselves stuck
berween the Camarilla, who refuses to trust them,
and the Sabbat, who ofters them an entirely different
=i '|.'II: :\L'l-‘i'i.l |||.!L". Il'n}:."r'; Lt = 1,.'t:'r=_ | |'|ﬂ_‘ ';.||<|||'|1_|_ﬂ_']‘\ r'l_'lfg'l'q- \\'L'I'l'k
tirelessly torepel the siepe, only tofind in victory thar
the Camarilla cstablishment is stronger than ever
Adter all, it was the anarchs’ aggressive moves that
|'.'rL'I1IL:|H the Sabbar down LEfICHT the cily {\]|1|1_.' a fool
would continue to brook such dangerous radicals
after the horrors and losses of the sieze. The chal-
lenge remains for the anarchs to survive the sicge
while keeping their hard-won political and social
aains intacr.

The Sabbar offers irs own seductive message to
anarchs. lnmost Sabbar cit ies, pac ks move abour the
ciry, ﬂ:‘u!-ciu:_: to either recrut or 1|1_':-11'|_1'\I\ the |11|.|4.:p|:11-
den ‘L'-‘-\r1l|1irl‘.‘i ar those who have no love for the
Camarnlla. Always eager for clued-in but disposable
fighters, the Sabbar welcomes such recruirs with
apen arms and then lines them up along with fresh

cannon fodder for the first wave of arracks on
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Camarilla strongholds. Anarchs usually face two op-
tions when the Sabbat rolls into rown: fighr or flee.

Anarchs in a city already under the dominion of
the Sabbar have desperately short unlife spans. An
anarch’s best ber in such a situation is to lie low and
plin an escape or organize a revolt, The anarchs'
biggest advantage in such a sicuarion is thar the
Sabhat complerely discounts the threat of an attack
from non-Camarilla vampires on its own turf, A
careless bishop may leave himsell open to a lighring
raid on his stronghold, and the rest of the Sabhat
typically degenerates into vicious infighting or a
violent stasis with him pone until a new leader
emerges. During that window of opportuniry, a well-
organized anarch strike can eripple the Sabbat before
it has a chance to redefine iself. With a little work,
the anarchs can paint the assassinarion as the produc
ot an inrra-Sabhbat strugele, covering theirown rracks
and setting the Sabbat against irself. Such a chronicle
has the feel of a desperate, secretive rebellion against
long odds. The story would have plenty of open
fighting and a lictle politicking, theugh much of the
challenge would lic in bringing rhe fisht o the
Sabhat in a way that leaves the anarchs unexposed.
The characters may operate an underground railroad
ot sorts, ferrying anarchs in and out the city while
trying desperately to escape the Sabbat’s notice. The
characrers might even pose as a Sabbat pack, worm-
ing their way into the secr's heart while carefully
holding back their true plans unrtil the moment is
right. Should the characters succeed, they still face
turther problems with ather anarchs and the
Camarilla. Do the archons and war coteries move in
aim the city for the Camarilla? Do the anarchs
usher out the abusive monsrers of the Sabbat omly o
keep things largely the same in practice, just with a
new set of Cainites dominating the night!

o

ANARCHS

Umeof the remendous disadvantages that anarchs
suffer is that they tend to have litle large-scale coor-
dination or cooperation. Anarch goals and methods
rarely coincide neatly across all anarch factions in one
city. Often, an anarch “faction” is merely a single
Cainite with an agenda. Some “anarchs” want o
topple the prince while others wanr to effect their
changes upon the economic and political arenps, Still
athers chafe under acknowledgment and hunting re-
strictions. Forging a cohesive faction from among such
disparate individuals is 4 war unto itself. Each indi-
vidual anacch o faction Las its owneagenda and ofren
cares litele for the concerns of others.

A chronicle could follow the first unsteady steps
of organizing a city's anarchs into a true political and

social force instead of merely a colleetion of loud-
mourh malcontents. Again, politics and negotiarions
are of primary importance here. The characters muse
balance their goals carefully with the goals of the
anarchs they seek to unite, all while trying to keep
their anarch alliance together in the face of their
rivals. Obviously, forcing order on a group of Cainires
that generally chafes under anyone's leadership is
dilficult. Furthermore, the characrers' rivals seek o
splinter the anarchg, perhaps offering incentives 1o
the charcters' supporters to break away from the rest
of the anarchs. A few token compromises from the
prince might leave many of the anarchs happy, thus
ercwding the characrers' power base, while |‘_';L'..'1':|'|;_'T'|h-
important issues [or ar least the anes that are IO
rant o the characters themselves) unresolved. The
Kindred must struggle against their own supposed
allies, working to keep them in line and mainrain a
focus on the real goal at hand, In this sort of story, the
characrers spend more time handling the anarchs and
keeping a unified front rather than dealing with the
powers that be.

A chronicle designed to give the p|<11.'|_~1"' char-
acters a chance to lead a coalition of anarchs lets vou
design aseries of stories that gives the characters an
opportunity towork on a scale normally reserved for
much older and more powerful vampires than the
typical bepinning playver’s charscrer. Rather than
acting in response o the elders' demands or i
accordance with duties delegated by more powerful
Kindred, the characters have much freer reign o
choose what to strive for and how o po abour
clatming it. Unlike most chronicles, those invalv-
ing anarch characrers who concentrate on dealing
with other anarchs allow a tremendous amount of
free reign to build power bases and political unions
ourside of the highly stratified and rather inacces.
sihle warld of the prince and the elders.

STucHINTHE Mibn e

As if unlife wasn't interesting enough for an
anarch, it’s pessible w construer stores where the
characrers are caught in two- of even three-win
struggles for power. Anarchs are ofren seen as wild
cards in the struggles between the Camarilla and the
Sabbat. The anarchs are also an important potential
weapon in any intra-sece struggle. The faction that
can sway the anarchs to its side may have a decisive
advantage in the conflict, at the costof having to deal
with the amarchs or make concessions to them once
the conflict is over, [ronically enough, the fractious
and disorganized anarchs make pood allics during o
struggle because it is so casy to shorrchange them
once the conflicr is over. Lacking a unified front, the
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winning side in a struggle can often get away with
merely paying lip service to the anarch cause. After
all, the anarchs have no one else to tumn o, having
helped remove or neutralize the current domain's
Preaiest threat.

Stories that pir the anarchs in the middle of a
greater struggle should emphasize the anarchs’ poten-
tial for importance in the greater scheme of things.
Sure, the bishop and rhe prince are willing to lie
down with the anarch dogs for now, bur chances are

that the anarchs will be consigned to the rrash bin of

history once the conflict is resolved, their sacrifices
and heraics forgoteen. Neither side is liable to view
the anarchs as particularly trustworthy, The Sabbat
i ',.'["il..'-il[':‘-' takes an active dislike toeverything outside
of that sect, and the Camarilla already has a dim view
ot young, upstart radicals who don't know their place.
Flay up the anarchs' precarious position. Perhaps
hath sects make moves that leave anarch stomping
(L i 'lliuih 1].I1'I.'Iii=_'_l."'.|. aither l|‘|1'nu}_‘_'h CCOROIMIC, e ||||_|_|'_:‘;_-'|I_
or open watfare. A favored anarch meeting place is
ambushed by the Sabbat because they mistake it for
a Uamarilla safe house. The Camarilla derains and
harasses anarchs on suspicion that they're working
with the enemy. The anarchs have little to gain from
the struggle, vet they often are stuck in the crosstire,
taking flack from rwo sides while having no real
chance of striking at both of them without falling
under the influence of eirher.

Anarchs in such a situation could become king-
makers. The players’ characters have a chance o
approach situations and deal with the established
powers in a manner thar is typically far beyond the
scope of most younger, untested Kindred. The elders
on either side can’t simply destroy the anarchs, unless
it looks as if the anarch faction is abour to ally with the
enemy, as that would stress aleeady limired resources
and even test the Traditions. Kindred devoted ro
destroying or containing rhe anarchs eould he much
better served in going to fight the primary battle,
rather than some sideshow. Dealing with either fac-
tion could leave the characrers dangerously exposed if
the side that they back falters. After all, the winners
we very liable to seek payback against everyone who
stood apainse them,

The characters could very well decide to turn
wainst borh factions, using rhe seruggle as the perfect
diversion w carve out their own territory and drive
bath factions from the cicy. The Sabbar and Camarilla
are sure as hell not going to unite to deal with an
narch uprising, which could leave both sides fight-
ing the anarchs while simulraneously dealing with
cach other. The characters enjoy a remendous ad-
vantage here. Forall intents and purposes, the anarchs

canconsider both sides ro be ane, unified enemy then
plan accordingly to deal with both. And once again,
the characters must handle intra-anarch conflicrs
while jll:_r,;‘-:lin;: the responsibilicies of containing both
Sabbat and Camarilla forces.

THEMES

One of the advantages of running a chromicle
based on a group of anarchs is that you have the
opportunity to focus on the anarch deology and
drive a story with i, Of course, not every anarch isa
die-hard believer in the anarch cause. However, a
vampire needs a strong reason to spurn the Cxisting
social structure of Kindred sociery. Camarillasocicty,
for all its drawhacks, offers the Kindred stability and
safery. A vampire needs a good impetus w tum his
back on that, even with the often-suffocaring struc-
ture of the Camarilla. An anarch chronicle can
provide the opportunity to focus on more intellecrual
goals, such as a particular political philosophy or the
“progressive” concept of “Kindred rights” Anarchs
get away with doing things thar most sensible Kin-
dred consider near suicidal, such as apenly defving
the established vampires, risking Final Dearh for
mere political pladorms and untested philosophies
and drawing the arrention of those who are much
more powerful and well-connecred rhan themselves.
You need believable, compelling reasons for why
anarch characters do rhese things.

Brevoruionarivy

Mot every vampire's view of the world is tinged
with the I-.'ff'nil.'.iﬁm and sarcasm of the modern ui,-:hri.
While many vampires abandon the political agen-
das that they pursued in life in favor of jockeying for
power ameng the Kindred, some Cainites' political
leanings are magnified in the wake of the Embrace.
Vﬂ“‘l["'l[t‘--" wha held radical |'l1.'l|I|it"rI| VIEWS 10 par-
ticular are |‘~!'-.I|‘|L‘Tn|m'|.'u wming anarchs. f"atml'b'dl.iling
the entrenched powers in morral sociery, it only
follows that they pursue the same idenlogical agenda
aganst the Camarilla and other Kindred establish-
ments by habit. Such a vampire's polirical beliefs
and aims are highly colored by the ones he held in
life. Communism, anarchism and libertarianism all
have theirdie-hard supporters in the modern nights.
Many of these movements have strong ties to a
particular bloodline or lineage, with a single vam-
pire actively Embracing mortals who follow his
political philosophy.

dMany followers of failed political philosophies,
particularly communism and even fascism, do indeed
view the modern nights as an opportunity to enact
policies thar previous, martal regimes could not enact

ot 1o THE ARARCHS

|44




successtully. These faithful revolutionanes pursue
theiragendas with afanatic’sabandon, On one hand,
they have little choice bur to cling to their beliefs.
Trapped without any obvious allies and likely Em-
Rraced by a mentor who aims to inseill his belief inoan
already receprive childe, those Kindred who bother
with such political leanings are often guaranteed to
be fervent believers, Furthermore, the modern nights
often represent the last chance that a failed phileso-
phy has to claim any influence in the world. After
learning the ways of the Damned, a revolution-
minded Kindred could come to see that perhaps he
stands some chance to instill his beliefts on cthe world
around him with the rnighe mortals behind him. An
avowed anarchist might support highly organized
campaigns against the Camarilla, not in hopes of
stashing Kindred soc ety buir in |"|I,'|1IL' Hf.q_l-[:'il\]'di_'ll'lf_;
the Camarilla’s influence over the local government
with hisown. By cultivating contacts in local govern-
ment, arevolutionary could hope to furtherhis agenda
in mortal and Kindred societies. Of course, a vampire
has lirtle chance for extending hiz influence on a
national scale, bur that doesn't mean thar a revolu-
tonary can't try it ar set his plans in motion with a
“mrass-ronts” campaign.

Revolutionaries can build foundations ina wide
variety of settings. By rheir narure, they rend to be
somewhat nomadic, as their fervent belief in the
cause often prevents them from engaging with the
established vampire leadership on anyrhing less than
antagonistic terms. Such vampires histarically rended
roend up pushed from one hostile city to the next, but
a small political cell could take root in a city that
lacks a strong, cenrralized authority or has a permis-
sive (or overconfident.,.) prince. Sometimes, the
political climare of a partcular city or social setting
allows a politically morivated vampire ro find a safe
and secure niche, A large, urban college compus is the
ideal serting for a politically radical Kindred, as fringe
politics of all stripes often sarner livtle atvention ina
college environment where such beliefs are almost
starus quoin same circles. An active college professor
might have rrouble dealing with unlife (classes and
meetings often take place during daylight hours) but
she'll find plenty of other roles that a vampire could
fill. Most campuses are quite acrive afrer dark, giving
a vampire an acrive social scene to move and hune
within. Furthermore, radical beliefs are far maore
common ameng students than the population in
general, piving a vampire a gnnd source for sy ITipil-
thetic mortals who could make a good herd and may
even become phouls.

An anarch chronicle centered on campus radi-
cals might highlight the often-unbridgeable gap

between academic rhetoric and realpolitik. Sure, it's
easy to talk abour anarchy in a coffechouse while
sutrounded by easily impressed, naive coeds, but
putting such policies into practice on the streets and
under the prince’s watchful eyes requires far mor
dedication and grit. There's also quite a hold line
between theory and practicality, How does one orga-
el Lan a campus
theoretician put together a plan thar isn't crushed
under the weighr of its own ideological purity! Con-

nize anarchists, of all peopl

sider the sometimes outlandish and often ridiculously
impracrical demands of the tvpical student radical
and bring that to the fore in this chronicle. Ir's all too
CaSY o lvse .‘iighT of a revolution’s soals or to become
mired in theory and doema while debacing the fine
points of communist or anarchist thoughr, A cam-
pus-based story should also have an extremely
il'l‘l["ﬁl‘liiﬂl social component., Politi ]-.HIL: and social
srandstanding are two imporrant pastimes for faculry
members eager for tenure, and such acrivity may
include the characters if they make names for them-
selves as leaders of or advisors ro radical political
arganizartions on campus.

[peALISTS

Oddly enough, despire rhe fervent cynicism of
the modern nighrs, some vampires srill cling ro
what many see as little more rthan a charming
memento of the past: idealism. The idealistic vam-
pire is probably relatively voung, having been
Embraced recently enough rhat the Machiavellian
sharks who often dominare the modermn nights
have not wholly distorted his view of the world.
Surprisingly enough, idealism sn't all that far-
fetched fora vampire. The Kindred face no shortage
of sustenance (if they act wisely), have liccle to fear
from disease and most common morral fears, have
countless years with which to address their prob-
lems and are in a position to enact real change on
mortal and undead society. Few enough Cainires
typically exist ina given city that one determine
vampire could very well make a true difference on
the local area. Kindred have the ability to sway
local bureaucrats and, by extension, the politicians
they serve. With their lengthy unlife spans, vam
pires have the time to shepherd a long-term social
movement trom genesis 1o the final implementa-
tion of change, Therefore, while itmay seem rather
unlikely, idealism is possible in the modern nights.
It might not be commeon, but it i=n't unarrainable,

An idealistic vampire, much like a political radi-
cal, more than likely started thar way rather than
picked up his idealism after his Embrace. A '60s politi-
cal acrivist makes the archetypal vampiric idealist.
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Raised on the principles of peace, love and brother-
hood, such a childe could see the machinations of the
elders as pointless wastes of time, Who needs political
power and economic leverage when one has unlife?
Sucha vampire could oravitare toward philosoplical
intrispection and political theory. Unlike a radical,
though, the idealist worries more about the ends to
improving Kindred society, rather than the means o
arriving there.

[dealists are often mistaken for fools in the mad
ern nights. Cynicism and opportunism reign supreme
in most vampires’ minds, leading most to view any-
one who holds such ourmoded beliefs as |_'h;1|'|r_'!,' and
the berterment of all as cither a naif or a snake-oil
salesman. The sccond belief, that idealists merely
scek to cloak some self-interesred arenda hehind
their veneer of L'u|e|.+|'li'g.-: Iepreseis he I"IF_'LEIL'\-‘- barrier
to gerting the word our to the rank and file Cainirtes.
Most Kindred are used 1o expecting the worst from
anyone who claims to have their best interests at
beart, Dwell on the inherent cynicism and mistiust
that plague the modern nights. Highlight thar orhers
have come before the idealist character, bearing
similar plans and ultimately either sold out or met a
gruesome Final Dearh for his rroubles, possibly taking
some  unrelaced vampires down with him. Orher
anarchs are also Liable to see an idealistic Kindred as
the perfect vehicle for their own apendas, While the
idealist might honestly want o make the world a
better place for all Kindred, other vampires might be
more than willing to pile on their own self-interested
goals on the idealist’s coarrails. ldealists can ofren
paint themselves into a corner. On the one hand,
they can't get much done on cheir own. On the other,
few Kindred outside of the idealist are liable to have
such confidence in the cause rhar they're willing ro
pursue it for its own end, rather than for their own
gain. An idealist needs allies, bur he has to balance
the good of the cause carefully against the often self-
interested morives that bring vampires to his banner.

OpporTuNIsTS

The anarch cause has more than its share of
hangers-onand opportunistic members, Sure, equality
and opportunity are worth fighring for, but who needs
them if they can't provide a tangible, measurable
henefit! Many neonates take up the anarch cause ot
hecause they feel thar all VAMHres should have « |_4||.L]
access to the halls of power. Instead, many anarchs
want equal access for themselves, and o Hell wirh the
rest of the Kindred. The elders have whar che neonares
Wanrt, ::illl.i Ilh..‘ atarch cause is a convenient vehicle
toward that end. In many ways, an opportunist might
even strugele harder than the typical anarch for the
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cause, since he has a very clear view of what he stands
to gain from any anarch progressin the city, He also has
enrered the anarch arena with a clearagenda, so he has
a vested interest in seeing it through. An ambitious
voung vampire risks a great deal by associating wich
those whom the Camarilla establishment finds dis-
tastetul. ‘The elders have long memories, and a few
rransgressions committed now may yield penalries
that echo through the decades,

However, while opportunists might have the
vision and political savvy to help propel the anarch
cause forward, they tend to jump ship quickly once
their personal needs have been met. This theme is
important when running a chronicle that features
opportunistic anarchs. Emphasize the gulf between
the anarchs who are in it for their own gains and
thost who honestly believe that the anarch cause is
worth fighting tor. The anarchs are linble to turn
against the opportunist, labeling him a sell-out and
working to undermine whatever gains he may have
enjoved throurh his temporary alliance with the
anarchs. Compounding matrers, the Camarilla es-
tablishment is unlikely ro view the opportunist as a
trustworthy vampire and may do lictle to suppore
him. A vampire who rans with the anarchs while
planning to evenrtually either turn against them or
drop our of the fighr once he's made his own gains
risks hecoming a social pariah ar best and a perse-
cuted rraicor ar worst. Such a fieure makes a very
eood choice for chronicles that highliche the gulf
between the wealth and power of the elders and the
dead-end “opportunitics” that the neonares are left
to work wich, Opportunistic support of revolution
might be the only real path w any economic, social
or perlitical prominence for a childe not prepared for
a few centuries of service,

WitHiNntHE Forp

While anarchs are primarily defined by their
struggle against che existing social order, plenty of
todder exists with which to make stories thar focus on
the politics and jockeying for position within the
Anarch Movement. Anarchs don'r spend all their
time plotting agaimst the prince or whoever else claims
supremacy in 4 city, Given that the anarchs represent
‘|'||-i'|:'l A I'IE'I'I:'ILl ‘il'll'i_'['l'l.ll'll 1'||- |'\I_"|_i-;_"".‘5| l-i"fcl]-\-“ ;'llh_l l'|'|l_"‘|'|'|l,'l|_|1.I
vialence and power strupgles flare up within the move-
ment '|.".'i| |'|. dan :-'Il!'l'l:'r‘.\'l,' [ERIRIN IR rl._"f_'!_llli:'lri.l",".

VioLeNce
Maost anarch struggles rake place insacial cireles

arel economic niches that are below the notice of

the elders. Afrer all, most of the truly valuable assets
in a city have long been under the influence of the

elders. The streets are the typical anarch barttlefield,
with direct violence and physical assaules taking the
place of the elders more retined power struggles and
carspaw maneuvers, Many anarchs lack the resources
to flex a few political muscles or make a few well-
placed phone calls to deal with an upstart rival.
Luckily for the sake of the Masquerade, most anarch
conflicts take place on a very small scale thar leaves
the police and other authoritics writing the afrer-
math off as another example of urban violence or an
argument turned violent,

Violence doesn't have to be confined solely to
direct, hand-to-hand confrontations berween
Cainites. Firebombing an anarch's favorite haunts o
picking off a few of his mortal allies is a standard tactic
in anarch-versus-anarch conflicts, While anarchs
don't often work at the same levels of mortal socieny
as the elders, thar doesn't mean they don’t cultivare
contaces and allics. Gang members, political activises
and right-wing paramilitary organizations can all
supply needed muscle for an anarch conflicr, as can
faithful congregations, savvy homeless and... well,
just about anyone a person might meer on the streer,
Since many anarchs follow a particular political phi-
losophy, it’s a natural progression for them to become
involved in local cells thar share similar beliefs, Jusi
as Kindred can -.]I‘.i_'.{ these morta mro an
anarch-anarch conflict, so too can the reverse taks
place. One mortal camp may cross another, leading to
open contlict. Pulling out all the stops to help pur
down their rivals, a mortal gang could inadvertently

AsEETS

touch off an anarch brawl when rwo sides unknow-
ingly turn to a Cainite for aid. On wp of this, the
anarchs as a whole may depend on stability among
their mortal allies, requiring the anarchs to caretully
Lll:fll.‘\'n.' Ihl' thII:]FiiII'I “‘i“lllﬂ“ |I|-'IE||r'|L: 'I|I;.'|| |'|_|||'|_I_i T
their allies,

[PoLmmics

Anarch politics usually involve allinnces and
relationships forged among Kindred and the inter-
ests that they keep their fingers in. Much like
high-level vampiric intrigue, the anarchs plot among
themselves and work to gain notoriery and respect
fraom their kind. Politics within anarch facrions,
much like viclence, has a very direer, visceral feel,
Anarchs are much more hikely to sit down and carr
out negotiations and cultivate rivalries ina face-to-
face setring. While the elders may rely on
Machiavellian politics and mortal agencies to forge
their power base, an anarch can get by with nothing
more than panache, wit and a social fearlessness.
Once again, rthe streets and personal confroneations
are the order of the night for the anarchs. They
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simply don't have the resources and backing to play
out larger-scale political sames.

The most common conflict among anarchs con-
cerns ideological purity and self-interest. Ananarch
stuck with the sell-out label can find it extremely
difficult to get anything done with his fellow anarchs,
leaving him in an isolated, ineffectual position.
Ironically enough, the more successful an anarch is

and thus the more valuable he is 1o the move-
menl the more likely it becomes that a jealous
rival may seek to tag him as having cashed in his
beliets for an easy existence. Given the desperare
nature of many anarchs’ unlives, anyone who has a
hint of prosperity and success often bears the raint
of working wirhin the current system to move on up
the socinl and economic ladder.

In any anarch chronicle, the characrers might
eventually have to deal with some ambitious young
punk who sets out to displace the players’ characters as
aleading voice in the anarch community. The anarchs
aren’t immune ro conflicts based on nothing more
than ego and pride. Wirh so many anarchs .ull}'-.*-.iﬁling
on little else, such conflicts are probably even more
common among theo than among the elders. A vam-
pire who has spentdecades, if not centuries, establishing

himself can'r afford to risk it all in the interest of

avenging some social insulr or slighr, An anarch with
nothing to lose, on the other hand, is liable to goall our
to even the score against his rivals.

&

FoonomMIcs

Since anarchs have so little access to money and
power, many conflicts within the movement are cen-
tered on money, often in sums measured in the hundreds
or thousands rather than the hundred thousands, A
stolen car might simply be a temporary convenience ro
an established Kindred, while it could mean a huge
economic score or even a mobile haven to an anarch,
Guns, drugs and other easily liquefied assets are critical
to anarchs, who ofren lack the resources and connec-
tions to handle anything that requires more contact
with mortal society, especially in areas where the
elders thoroughly dominate Kindred presence in mor-
tal business aftairs.

Ananarch who manages to pur together a sizable
ser of assers 15 a tarper to any other anarch who needs
tesources and docsn't happen to agree with rhe pros-
perous anarch's brand of politics. Sure, the prince can
squash you if you knock over the wrong hank or rough
up mortals in the wrong neighborhood, but most
anarchs lack the muscle and influence to decisively
stash anvone who messes with them. In addition,
nailing an anarch’s assets makes it that much more
difficulr for him ro follow rhrough and track down a
thief. Remind the players thar cash isn'r a given inan
anarch chronicle. A few hundred dollars can mean
the difference between survival and Final Death
whenaCainite has to operate outside of the Camarilla
or any other highly organized secr.
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Disciplines play just as important a role in the

nightly existence of the anarchs, bur the nature of

that role is different for them than it is for the
Camarillaor Sabbat. In the 600-some-odd years since
the emergence of the first true anarchs, certain par-
terns ol coping with, thinking about and using
Disciplines have come abour amone them. It is to the
anarchs’ perspective on Disciplines that this chaprer
is dedicared.

THEAVAIL ABILITY
OF DIscIpLINES

The first aspect of Disciplines thar you must con-
sider, both in L'|541Til{h‘i’ and L'hu'in;_' 4..|1..|r:|-._'[|:|'q_'j'l;_';|ri|_1] 1,
is how available those Disciplines are, The very fact
that your charaeter has the Disciplines that he does
should make some sort of sense, atter all, and is always
subject o Storyeeller approval.

Anarchsare not forbidden by the rules from leamn-
ingany of the Disciplines that have been written up in
any extant Vampire sourcebooks. However, common
sende dictates that ko wledge of some Disciplines is

harder to come by than that of others. After all, if

VOuL Ve never spent any time ta Lasombra's COMp=ny,
where would you learn Obrencheation?

Common Disoipr ines

The common Disciplines include any of the
ones that are described in the Vampire: The Mas-
querade core rulehook, but which are nor specific to
any particular vampire clan. They include Animal-
ism, Awspex, Celerity, Dominate, Fortitude,
Obfuscate, Porence and Presence. These Disciplines
represent the most basic extensions and develop-
ments of the Cainite existence, from enhanced
senses to indomitable toughness to eerie charis-
matic magnetism. Fundamentally, the Kindred are
beings who hunt and feed upon humans, and the
common Disciplines give them the hasic edges they
need in order ro do s,

Anarch vampires practice these Disciplines more
aften than any of the others, and itis these Disciplines
that are rhe mose in demand among vampires of all
stripes. As waols of social barter, the common Disci-
plines provide their reachers a surprising degroe of
clout, becauze of the thar li'.cf.-"]'c st &0 sl
Each such power makes hunting easier and mereases

the vampire's chances of surviving against a variety of

threats. Regardless of his sect, a vampire can do a brisk
trade in accruing favors and garnering influence by
teaching his allies how to use these Disciplines,

SprECLAL em THSO iNes

[t is not our of the question for anarch vampires
tohave and use cerrain of the specialized Disciplines,

w

but these powers are usually harder to come by,
Obtenebration and Vicissitude, for instance, are
primarily Sabbar Disciplines, which wsually limits
their availability among the anarchs. Thaumaturgy
is the sole purview of the Tremere, and since the
Tremere are ner only hidehound and insular but
staunch allies of the Camarilla clans as well, finding
one among the anarchs who is willing to teach any
of this Discipline's paths is no mean fear. Ir is
possible — and easier — to find Malkavians and
Gangrel to teach Dementation and Protean, respee-
tively, bur doing so is a risky proposition at best for
characrers who are not of those clans, Chimerstry
and Duierus are hard to come by because of how rare
the vampires are te whom these Disciplines come
maost naturally. Giovanni are exceedingly unlikely
to teach their family's Discipline to any oursiders,
and learning 5:‘|‘|‘r|;|11 is from a Follower of Ser |[lij£ht
wind up costing a careless anarch more than the
benefic is worth. Again, players of anarchs are not
barred from ]."lll'{l‘li.ih it these Prerwers, bt the reason
for why their characrers have them should be appro-
priate to the story and rhe character's concepr.

BareDiscipriNes

The rare Disciplines include such hizarre permuta-
tioms of the Curse of Caine as Daimoinion, Dark
Thaumaturgy, Mytherceria, Sanguinus, Temporis,
Valeren and Visceratika, as well as any Disciplines
created by thin-blooded Cainite wretches of the Four-
teenth or Fifteenwh Generarion. Especially among the
anarchs, it is almost impossible ro find vampires who
possess these Disciplines, [vis even more difficulr ro ger
to know such Kindred well enough to realize that they
have these Disciplines. It should, therefore, take damn
near an act of God Himself (or His least favorite angel)
for YO standard anarch characrer 1o learn ALY O« if
these Disciplines,

Forthe sake ot arpument and the st ory s integricy,
Storytellers may well consider all of these Disciplines
torbe off limits at character creation, If you would like
tor your characrer ro learn one of these Disciplines,
vou must give vour Storvreller a reason to include it
in the game in the first place (preferably in the form
of a plor hook or through an mteresting potential
Storyreller character)., I, as a Steryeeller, vou are still
disinclined to allow any of these obscure powers into
your game, you are justified in giving the interesred
player a firm denial.

It is technically possible ro play an anarch vam-
pire from one of the clans to whom these rare
Disciplines belong, but the burden of proving o
vour Storyreller why he should allow you to do any
such thing lies entirely on your shoulders, To put it
mildly, Gargovles, Baali, Salubri and other such
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freaks are simply too rare and otherwise challenged
ta rravel in anarch circles.

L EARNING [DISCIPLINGS

Learning and improving one's mastery of Disci-
plines is as important tooa Kindred as learning lite
lessons such as how to read, type, drive or make love are
to a repular mortal. While not strictly essential for

survival, these skills greatly improve one’s odds of

success in the modern nights and make existence char
much easier. And, as is the case with the listed moreal
skills, finding willing reachers and going through the
trial and error of learning Disciplines vields plenty of
material for entertaining stories, [fyour characrers find
themselves facing an obstacle that they cannot over-
cotne, and some new or improved Discipline is just the
hoost that they claim to need, their quest to discover
and leam said Discipline can make for an enjoyable
and rewarding side-story in your chronicle.

Anarch characrers most frequently learn Dis-
ciplines from the following sources and in the
following ways.

FromErnrrs

Anarchs learn the Disciplines with which they are
the most comfortable from their elders — specifically
their sires. Is thew elders who teach them their
huncing skills as well as the most immediare and

effective ways in which ro manipulare morrals from
whom rthey don'tintend o feed. Many elders consider
this turelage nothing more than an exercise in prorect-
ing their investment, In most cases (more so than is
true for mortal reproduction), Kindred creare childes
consciously and for a reason, so it only makes sense to
see thar their progeny do not go to waste out of a lack
of familiaricy with their predatory advantages. [tis also
the sire who instills a voung Kindred with his persped
tive on his DHsciplines, their use, their relative
importance and how closely knowledge of them must
be puarded.

h-'1l.|'\| | ||-|'|'It"'| 111 L= Il'.'l'l.l.-'r".t'l,:l S1068 TE AL ||.I."" |'I Sk : 1] '\.l:
only what that childe absolutely needs to know in
order to survive and fulfill her designarted purpose.
Camarilla sires often do just that in order to reinforce
their childer’s dependence on them and o groom
them into efficient wols and pawns. They deny their
childer the hope or possibility of further advancement
s0 as not to enable their childer to challenge their
power or usurp their resources. Contenrion over this
sringiness can be yet one more example of what it was
L]_I_;I_L ',_l[{)"."l_' o \|";.|L|[.|.H ';.::Li_llif.”'”.lll '|':|t|.|'|'|||'l.' 4] 1:|.|\:‘:' |||"' r]1l'
anarch cause,

Vampires who are Embraced into the Anarch
Movement by anarchs usually tind chac cheir sives are
less relucrant to teach them abour their Disciplines
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and help them improve their skills. Afrer all, moss
anarch sires Embrace childer for some purpose relating
to the movement, and it behooves them ro make sure
thar rheir childer are well suited to achieve thar
purpose. Besides, allowing a childe free access wo the
strange new powers thar Disciplines give them is a
goud wiy to convince him of the sincerity of the sire's
devation to the cause.

It an anarch wanrs to learn new Disciplines from
an ¢lder who 15 nor his zire, 1‘||.'|EE:iug in l'l'lih L_:;||m;'_~:
rules stands in his Way. His :1l1illl'=,' to do =0 s limired
by only his natural charm and his rapport with a
Kindred who has the Discipline in question. The
trick lies in convincing thar older vampire that she
{the student) has a rrue and ressonable need o learn
that Discipline, and thac fulfilling that need benetits
her prospective teacher in some way. Thar benefit
could be the acknowledgement that the student owes
her teacher a boon, the promise to take on a danger-
ous but important errand or the simple knowledge
thar the student will use her new knowledge to spite
one of the teacher's enemies.

Fros Deers

More often than not, anarchs learn entirely new
Disciplines (and develop their existing Disciplines)
with their peers’ help. The term “peers” often refers to
kindred of the same clan, of the same relative age, of
the same starion {or experience) and of equal genera-
tion. Usually, though, an anarch acrually considers
members of his pack to be his closest peers.

While undead predators don't tend to make real
friends, as such, the members of an anarch gang rely
on one another for support, protection and amusing
diversions from the constant struggle that their
unlives are heir . A part of this reliance lies in
knowing that every pack member is devoted to
accomplishing the pack's poals and that they're all
committed to ]1L‘||'-i|‘u_; one another 11{',11_..' their pares
in doing so. As such, most anarchs realize that it is
it their best interest (individually and collectively)
to share what they know with their coterie mem-
hers, where Disciplines are concemned. They alsa
know just how precarious their position is as part of
a sub-faction in the Jyhad, and they recognize the
tolly of putting all of their eops into one basker
sSpecialization in a concentrated area of study is
rewarding to a marivared group of individuals, but
overspecialization turns into a liability for the group
it something happens to the individual specialist.
Forinstance, a reconnaissance-orienred anarch pack
is more effecrive if it |,'-:"-1]‘|[1|'j.-\|,_-~ several VAMpLres
whoare proficient with two or three levels of Auspex,
rather than il one Kindred in the group has masrered
the Discipline and his fellow packmares exist only

ta pracect him while he's working. Thar division of
labor is inefficient, and the types of stories thar arise
around it leave various members of the group out of
the action from time to time.

Frod Rivars

An anarch’s rivals include those vampires who
cotipete with him toachieve the same goals, burwho
do nor wish him active harm. Opposing anarch packs
sometimes consider one another nivals, and many
anarchs who were ance Camarilla IU'g."LilibTb consider
their erstwhile Camarilla associates to be their rivals.
Underunusually rare circumsrances, particularly mili-
tant anarch pangs can even develop rivalries with
uncharacteristically laid-back Sabbat packs. Since
rivals are not inherently inimical to one another, it is
not out of the question for them to share Discipline
koowledee among themselves.

Convincing a rival to teach you something help-
ful is not altopether easy, however. Convine ing him
to agree depends on how heared the rivalry is be-
tween you and what gain he can find for himself in
doing so. If the rivaley s a sporting matter berween
equals, then trading Disciplines might just be a means
of keeping the odds even. Ortherwise, teaching prized
Disciplines mighrt be the rerms of a contesred wager.
If the comperition between rivals is more intense (if
both competirors are struggling over the same set of
resources for the sake of survival, yvet neither is
impeding the other directly), trade is decidedly less
likely unless a common enemy arises and endaneers
the pair of them. The only rimes in which anarchs are
likely to trade Discipline informartion wirh and offer
training to their rivals is when it is obvious to both
'[‘r:ll'til:.\' thar L|1‘:-'il'|ﬂ A0 'U;’i" T-n:'r['w:'hrn;_:| Ilu_* MOYement 1
some tangille way,

Froum ENeMIes

A Kindred's enemies are rhase who nat only
compete with him for resources, but who also seek ro
do him harm in the process. Cainites of the Sahbat
are the anarchs’ most recognizable enermies, but frus-
trated Camarilla Kindred who have been the victims
of certain anarchs time and again can develop nro
potent and dangerous enemies in their own right. It
is nor enough in an enemy’s eyes that a character fails
ro achieve his poal, he must also suffer. A such, it is
extremely unlikely and difficulr ro have one’s enemy
teach one even the most rudimentary levels of any of
his Diisciplines.

Yet, while such an undertaking s difticul, it is
not wnpossible. If a proup of anarchs manages 1o ger
the upper hand on a potent enemy, that enemy can be
tortured, cajoled or convineed to spill what he knows
upon pain of Final Death. One can even use extreme
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and repeated spirit-breaking sessions to foree a pris-
oner to dish out the goods before being staked out for
the sunrise. OF course, the risk of using either one of
these methods te wring information from an ENemy s
that an enemy becomes more desperate and more
dangerous the more often his caprors degrade him
and compromise him. It is rumored that the Ama-
ranth isalsoaway to learn Disciplines from a “teacher,”
bur its side effects are rather final.

CREATING ENTIRFLY New DD ISCIDLINES

A has been rumaored by many superstitioos Kin-
dred in the Final Nights, some rare vampires of the
Fourteenth or Fitreenth Generation can invenr en-
tirely new Disciplines. Such a vampire can improve
upon these odd Disciplines by up to four levels of
proficiency, and he can even reach them to other
Kindred of any clan or bloodline, Unusual Disci-
plines of this nature are rare among the anarchs,
however. While it would seem that the downtrodden
and outcast vampires of these pitiful penerations
would make wonderful anarch idealists, they are
olten dismissed oul of hand as too rare and weak wo be
ot any real benefit to the movement. They don't rruly
tirwith the anarchs philosophically either, because of
what they represent. The anarch sub-faction is a
lorward-looking orpanization with desigos on the
future. The existence of roo many thin-blooded in
the ranks serves ro remind the more knowledpeable
anarch leaders that vampires in general might not
even have a future w look foeward w,

UsinG DiscIprINes

No two anarchs are exactly alike (and circum-
stances |1I'L'L:Llux-.‘l.:pl'h URER RN ]‘u.‘ nnril'l]', l'lll[ ACertain
general outlook on using Disciplines is fairly com-
mon among proponents of the Anarch Movement.
The things for which anarchs use their Disciplines
are fairly standard among Kindred of any sect, ra be
sure, but the ways in which they actually do so is
what sets them apart from their opponents and
their enemies. The average anarch uses his Disci-
plines for hunting, for protection, for social gain
among his peers and, in some cases, to help manage
his resources.

As always, though, the prudent anacch knows that
as usetul as Dhisciplines are, relying overly on them can
prove to be one’s undoing. The Kindred — even the
anarchs — are subtle creatures who must hide among
humaniry, lest they be found out. Addressing every
challenge with the supernatural edge of Disciplines is
like swatting flies with a baseball bat: 1t's not necessar-
ily the most efficient way to accomplish something,
and someone's bound to notice sooner or larer.

HumTiNG

When anarchs hunt, they proceed in roughly
the same style as do staunch Camarilla loyalistes,
Since the anarchs are Camarilla sect members in the
first place, this similarity is only natural. Therefore,
they rend ro keep their use of the more visible and
frightening niht'i}‘]i[1L"i (such as Mrotean or Potence)
to a minimum. Both Dominate and Presence are
useful hunting Disciplines for anarchs who hunr
publicly in rheir own baronies, and Obfuscate and
Auspex work wonders for sneaky anarchs who poach
from their greedy elders.

What distinguishes anarchs in the way thar they
use their Disciplines on the hune is the group work
ethic that they apply. Like Sabbat packs, anarch gangs
humnr ropetherin order o increase their odds of suceess,
Howewver, they retain a sense of decorum and subtlery
that most Sahbat |“;n_|..h lack. Therefore, ihn_-':; :||'[1i-!_'
bath clever Discipline use and coordinared reamwaork
for maximum efficiency.

ROTECTION

The modern woeld is dangerous for most Kindred,
and anarchs recognize this reality keenly. Many
Camarillaelders take what opportunities present thems-
selves to be rid of upstart, immature rebels, Fanatic
Sabhar warriors prey on anarchs who will nor converr
(if they even get the chance to convert in the firse
place). Strange witch-hunters with unpredictable abili-
ties roust them out in their sleep. Feral Lupines pant
and snarl ar ciries' edpes. just waiting for careless
Cainites to steay too close to cthe tree line, Anarchs
must use every means at their disposal just to make it
through the night.

Without the resources or influence that their
Camarilla rivals wield, anarchs often have to fall
back on their Disciplines to ensure their survival.
Crhtuscate is particularly effective for Kindred new ro
the anarch cause who know that they have to main-
tain a low profile after having turned cheir backs on
their former sect. Obftuscate also profects domain-
ralders who insist on making nuisances of themselves
in Camarilla territory, Fortitude aids the more mili-
wantly rebelliousanarchs who put their faich in guernilla
assaules against agents of “the establishment,” yer
who aren't careful enough on the job, Celerity and
Presence are old standbys of many anarchs who rec

ogiize the value of t]uumg from a losimg firht (s0to
last another night } or defusing a dangerous situation
socially before any blows v,

Many anarchs are concemed with planning for the
future, though, so they choose to protect themselves
proactively rather than reactively. Therefore, they em
ple vy careful foresight and coordinated reamwork in an
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-
attempt to keep themselves our of trouble from the RBesournor MaNAGEMENT
start. The Discipline of Auspex and even the first Resource management cotnprises the acts of pain-
level of Protean make this preventative protection  ing resources, maintaining those resources and
much easier. protecring them from greedy rivals. As important as
. = managing their resources {which are represenred in
Soctar Gar ; 3
Even though older Kindred in Camarilla soci- game terms by a character's Backgrounds) " “.1 dedi.
e ; cated anarchs, they use every weapon at their disposal
ety are expected to display among their peers only e
. in order to do so,
the social acumen that they have developed naru- o o T
rally, the young vampires who populare the Anarch When it comes to BAILIE. TERAUNCES, ] tEekR
Movement feel no compunction ahout augment- an .J“'.l!.u['u-.!l.m'q‘ arnong '-:-'Li[Il].H:L‘H tavorite HI.\CI]‘I-‘“_HL':
ing their social prowess supernaturally, The tools. Repeated uses of the Presence POWEY of En-
Presence Discipline grants a careful user instant (if ~ francement m".'l".rt.h £ kit “;|||u:- A .H.H:J
temporary ) status among many different kinds of "l"[""’i“"*'“‘L‘”-‘"‘-‘*‘”fI"I‘-"!-..'j”l"“"-lf"'-'”-"-"""'T]_W-‘:‘i?'"'“ ?
the undead, and it is also useful in winning (again, ~ TOuch can clue an investigative vampire in on
temporary) allies and contacts. While it's less subtle, where to find "”"L‘Jr“l. SR T"”"?\" Status and
Jominate can have a direcct impact on others' Influence can 'I“T””" from one’s use of Presence, h_ur
hehavior that clever anarchs can use to their ad- worthy shows of force in tense confrontations (for
vantage. Flaunting one’s Dominate powers is risky which one relies on Potence, Cul:{rir'g.' or Protean)
at best in the presence of Camarilla Opponents, can win one an L"-I“'_'-"I amount of acclaim. One's
f'u IWEVET, SINCEe many ot the I:‘QT-'II."'li.Rl"aL'{I. Ell‘.ILI - h(.']'l.i, Hl'f_'\llq'ill‘.']‘r' one of ||‘.Il._' most iImportant resources
trenched Ivory Tower Kindred are of more powerful - 0 any anarch, grows most easily as a resulr of
pencration than the averape anarch. Even the Presence and careful uses of Dominare.
physical Disciplines such as Potence, Celeriry, Maintaining and expanding one's resources usu-
Fortitude and Protean can garner a degree of social — ally requires further uses of the Disciplines thar helped
clour it rthe pracritioner has a good sense of tming  give nise to the resources in the fivst place. If an anarch
and @ flair for the dramaric. is keeping his sources of Influence in line through che
Where most anarchs are rn:ly able o reap social judicions use of blackmail, tor instance, it behooves
rewards trom their ["11-:|_'|1wh[:|_~.a is inacting as brokers of him mkcti‘l a prerernarural eve onsaid sources juse oo
knowledge abour those Disciplines. An enterprising  make sure that his blackmail informarion is current. In
anarch who learms a wide ranpe of Diisciplines or Tl‘lt'L':L:-t‘::-f-un-_-'r:-l_'xlul:|-_'|:-»ul'u]'w;-,[h.:,-‘*;uml—'urcupuk;n
masters @ select ser of particularly useful Disciplines and 1 '-‘li'F"'ﬂfl"'!' powers help one to remain vigilane for
can gain a grear deal of acclaim and status by making I"'-'[l'”TiHl ] h'—'m":r' him (or guile over already having
himself available as a reacher, A willing Kindred with done so) among the people upon whorm he relies for
a rare or specialized Discipline can do rhe same by information and assistance.
offering instruction to athers with need of it. A par- Protecting one's assets ocours either as a series of
ticularly adventurous anarch can even gain moderate  prevenrarive measures o as a series of emergency
fame among his fellows by making a successful study of — procedures afrer the facr. A well-prepared anarch
his enemies' Disciplines. protects his property and investments simply by main-
What's more, a patient, civilized anarch can tining them properly and watching constantly for
parlay his Discipline knowledge into significant potential threars. An anarch whois caught unaware by
Iy crage in n epoTiarions |‘IL‘[1.1.'I..'L']1 his ‘-1.‘I]‘I[_‘I1!||_'[I,_"]'b SO0EC lh]’L‘JH to his FESCHITCES, INLst 111.fl.;'['| It‘l',' 011 l’fl';w';i-
and their rivals in the Camarilla. Young Kindred  pline uses thar are more immediate and forceful. The
can be bribed or won over outright by an anarch Forgetful Mind application of Dominate works won-
who offers knowledge that their Camarilla slperi- ders in a pinch, as does the Dread Gaze Presence
0ors l-;u-:p seeret. Some anarchs are so well known for power, 1T pn;mplc Tepresent the vampire's endangered
performing this service that they have sained a  assets (such as his allics, contacts or herd), it mighs
modicum of srarus among the Camarilla Kindred take demonstrations of his Porence, Fortitude or even
whomm they reach. Ar the same time, those same  certain strains of Animalism ro prorect them from
anarchs gain even more acclaim among their own outside threats,
taction for being able to wring favors and informa-
tion from I::I;'H.'L'E.::ﬂn::rilh:' contacts. Some brave Dlt’;('—ll-"'INE:RUl S
(or foolhardy) anarchs play an even more danger- Before beginning play, be sure to keep in
ous game by rrying to act as a similar kind of liaison mind the following rules thar rake Disciplines
tor the Sabbat, into accout.
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CHARACTER CRFATION

The standard character-creation process allows a
Vampire characrer three dots of Disciplines, as long as
those Dhsciplines fall within the trio thar comes most
naturally to the given vampire's clan. As noted on p.
85 in Chapter Three, however, anarch character cre-
ation allows a starcing anarch vampire four dots of
Disciplines. This extra dot represents evidence of the
anarchs’ broader access to Dhscipline training, as well
as the greater importance they place on using Disci-
plines. A plaver may purchase even more dots for his
starting characrer with freebie points at creation (for
the standard cosc), but has reason for doing so should
make sense and he consistent with his character's
concept and background.

IMprROVING WITH EHDERIENCE

Improving one’s knowledge of and proficiency
with his Disciplines during play costs the same amount
of experience points for an anarch as it does for any
other vampire. [t takes 10 experience points to gain
the first dot of a new Discipline, one's desived rating x
3 to improve one's understanding of an in-clan Disci-
pline and one's desired rating x 7 to do so for an
out-of-clan Discipline. For example, a Brujah anarch
secking to learn Potence 3 would have to pay 15
expericnce poines, while she would have eo pay 21 to
learn Protear 3. The only differctices in the process for
an anarch lie i the serting-relared details outlined in
the previous text.

Disciprives Arove Five Dots

Aus is true for all vampires, anarchs may achieve
levels of mastery over their Disciplines that exceed five
dors. However, certairt tules siill apply. Firse, the
anarch in question must be of ar least the Seventh

Generation, as shown on the chart on p. 139 of

Vampire: The Masquerade. Second, the anarch may
not start play with such a high Dhscipline rating,
regardless of whether or not he can cinker with his
frechic poines it such away as to make it mechanically
possible. Once a characrer has achieved rhe proper
ratings (through game experience and the appropriate
expenditures of experience points}, he may thenspend
the requisite amount of experience points to purchase
a level-six Discipline power as is explained on pp. 81-
82 of the Guide to the Camarilla. Remember, though,
that each such experience-point expenditure gives rthe
anarch access to only one level-six Discipline power,
whether the plaver makes up that power or uses one
thar is already written up elsewhere. Keep in mind as
well thar vampires who are old and canny enough to
have acquired such a degree of mastery also have the
power to garner what resources they need and may
have prown away from their anarch sensibilivies,

LearNinG CoMBINATION DISCIPT INES

Strange and powerful combination Discipline
etfects are rare and almost prohibitively expensive
for anarch characters, but they are not our of the
question. Remember, though, rthat attaining the
high Discipline-rating prerequisites and expericnee
point totals is somewhat out of character for most
modern anarchs. Should a character be inclined o
pursue such a power, however, remember that he
must have paid the experience points and spenr the
game time to learn the listed levels of the prerequi-
site Disciplines, He must then find someone 1o
reach him the specific power in gquestion, and only
then can he spend even maore experience points in
order to be able to use that power,

New ANARCH
DiscIpLINE DOWERS

The tollowing is a collection of new Discipline
effects that the anarchs have developed in their long
strugele against the Camarilla and the Sabbar for
equality and survival. These powers cover the gaps
hetween the anarchs' specialized necds and the urilivy
that the more familiar Discipline powers provide.

COMBINATION DISCIpI INES

The anarchs often find themselves on the ropes,
and as a result have to become very adaprable, lest
adversity bring the Anarch Movement to a hale.
These young, impassioned Kindred are quire cre-
ative in combining the edges that their undead
natutre bestows upon them, What follows are a few
examples of combinarion Disciplines that repre-
sent the non-conventional methods ro which the
anarchs turn when faced with the fangs and ralons
of the opposition.

Asgpror or Beag
ANIMATISVM T®*® TinpiuaTe * 8 e

By calling upon another Kindreds Beast, an
anarch using thiz power causes his subject to display
the mien of an animal. In some cases, the subject
actually resembles a literal beasr-man hyhrid, but in
most situarions, people affected by this power are left
witlia vagee and unsectling impression chat the focal
personality of this power reminds them uncomfort-
ably of an animal.

System: The player invoking this power spends a
Willpower poine, or a hlood point if he knows the
Nature of the character he wishes o afflict with an
animal aspecr. The player also rolls Manipularion +
Expression (ditticulty 6}, The subject of this power is
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&
B L T T 4 T L, R c 2 3 = 5 . i |
: L e e __.__%’.‘-f | rhe person who looks upon the characrer with rhe
' 1 animal aspect. The subject sees the character as if he
Vit l' v 7 /;.' had some animal characeeristic. A cold Ventrue mighe
\ 2 . ; R :
4 ./ appear as a shark, while a cunning Nosferatu mighir

appear as a loathsome fox, [f the subject's Willpower is
less than 3, the characrer literally appears as a “beast-
A man” and probahly causes some sorr of panicked
reaction. Subjects with Willpower scores above three
are left with the distiner impression thar the character
reminds them of an animal. Roleplay this reaction
accordingly, or simply add vwo o all Social difficulcies
faced by the animal-aspecred characrer,

Tl\l‘ :Irlll-l‘l:!l 'I"|I|'l|'¢'.‘\?‘-||l“ l.IlniI”'L"il ‘!1L'lltn| |-‘|..' |
logical result of the given characrer’s personalivy. A
rimid characrer, forexample, isunlikely to appear as
a bear, while a noble character probably docs nor
11.|'|."|" ||'I!' .!‘!llﬂ‘l._| l.I'. ol "'1|i|]\t'. T!'Il' H“:'l"..'ll'”l'r L& :il'.'
final arbiter of whether or not a certain aspect is
suitable to a given character and how rhe attecred
character (if someone other than a player’s charae-
ter is affected) reacts,

Mote that this power is an applicarion of rhe
Dominare Discipline. The Kindred involomg the hs-
cipline must be of equal or lower generation than her
subject, or the power simply fals 1o worl, Addition-
ally, this power affects only one character at a time.
That is, each use of this power convinees one characrer
of anorher person’s animal nature. The user may con-
vince multiple people that the character in question s
f'\-l.'ll'lll."lll.'l'\.'b' |'ll.'2‘\-|i.||I :II'II\.‘I ||.\'.." TN VT o I'Ii'll.'lhl'.' ::'C.EIHIL']L"”]

animal for various subjects ro see, but doing so requires
separare uses of the power.

The number of successes on the Manipulation +
Expression roll determines this power's duration.

| success  Ohne scene

2 successes One night

3 successes One week

4 successes One month

3 successes One yeal

This power costs 15 experience points to leam
THEBaAbGer s Hine :

(FORTITUDE® PROTEAN® @@ # )

Asmight be suspected, the Protean-based com-
bination power was developed by o Gangrel, When
the Kindeed uses this power, his skin becomes
rough and leachery to the rouch. As a badger's hide
repels the stings of bees while it takes their honey,
sodoes the vampire’s skin repel artacks thar would
pierce Luis Mesh.

Svstem: This power costs one blood poing. For the
remainder of the scene, any artacks that pierce (but
not cut— Storyrellers, make a suitable judgment eall),
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such as stabbing knives or impaling spikes and
spears, have their damage halved after the characrer
soaks, Round down, though any successtul arcack
that isn't soaked does aminimum of one health level
of damage.

[v costs 12 experience poines to learn this power.
Cart uponTHE BLoon
(ANIMALISM 88 A spEn @88 J

Used by anarchs to scour out the strongholds of
hated enemies, this power allows the Kindred o
“feel" for the Beast in the immediate viciniry. The
Animalism aspect of this power attunes the Kindred
to any creature that harbors a Beast, and the Auspex
clement allows him to interprer it and extend his
senses beyond their normal limits. Doing so allows
the scout to know approximately how many Kindred
ot ghouls are in the area.

System: The player spends a blood point and rolls
]“‘l‘l'l,'r'["llil.ll‘l -+ .""u il ]*:a;'ﬂ. “.rhr rosl] 'L'é.nl,u;n;_‘t:hhi-ul: ll'u;'
character pains a farly accurate impression (give or
take an enrity) of how many Kindred and ghouls are in
close proximity. The distance to which this scnsc
extends depends upon the successes accumulared on
the roll,

I success  Small area: a hotel room
! successes Large area: a ballroom or salon
¥ successes Oreat area: a house
4 successes Huge arean: a city block
5 successes  Vaso area: an entire estate

Storytellers, nate that this power calls to the
Beast in all Kindred, and impressions will include
the presence of Kindred and ghouls in the anarch’s
own retinue. Also, because it prods the Beast in
beings to see it it’s there, particularly aware Kindred
and ,'-_l;]‘uu 1= ['III]-_'I‘H feel their Beast awalken or recail as
the power takes effect, perhaps alerting them to the
presence of some disquieting presence. The sensory
information sleaned by this power is also a bit
1".1'\'|'d!l.|ll.lik—l\-: |!'| '\."'iTl['lﬂ il-lt' Hl"i"l"l 11 &40 I'I'\I:ll"l"r' crearures
to take note of oneself is bold, to say the least. Be
wary of players using this power as a defaulc *Derect
Kindred spell.” Cainites who tely too much on
provoking the Beast in others may find themselves
on the verge of frenzy, as it temprs their own Beast
each time they use it

This power requires 18 experience points to learn.
CraosFoon
{(DEMENTATION ®*® # 8 TYoupiNATE #0989

dalkavians among the anarchs are more common
rhan one mighr chink, and this power proves just how
much they can offer the movement if they truly take it
toy heart, This power allows 2 Malkavian to "fold” a

latent derangement into the mind of asubject and key
it to manitest ar o cerrain event. Until the evene rakes
place, the subject is unaffected by the derangement,
and it may subsequently vanish thereatrer, but to the
anarchs, that's the beauty of this power. It makes the
victim completely capricious and unreliable, which
can be a boon if they're trying to make a case against
someone’s credibilivy.

System: The plaver selects a derangement and
rolls Manipulation + Empathy (difficulty 6 if he's
trying o implant a derangement thar the character
using the power already suffers; difficulty 8 if he
does not suffer the derangement himself), The
subject may resist with a Willpower roll (difficulry
7). If the character invoking the power gains more
successes, he implanrs rhe derangement, otherwise
the power fails,

The trigger event can be as specific or as vague as
the Kindred wishes, from “when vou nexr meer wirh
the prince” to “the next time you feel hunger on 2
Friday after midnighe.” When the circumstances are
righr, the subjecr suffers a full-blown arrack of the
derangement in question. If the Kindred obrained five
successes on the resisted roll, the derangement mani-
fests permanently at chat point,

Mate that this is a Dominate power as well. As
such, it requires eye contact and that the user be of
equal or lower generation than the subject. The sub
ject will nor necessarily know what's happening as the
character purs the deranpement in place. In fact,
undess she's particularly suspicious or the situation s
suitably uncommon, she probably won't give i a
second thoughr.

It costs 24 experience points to lean this power,
Grve 't Hert

FORTITUDE ® OR DOTENCE ®, PRESENCE 2 @ @ )

Champions of the anarch cause have the power to
motivate their fellows when push comes ra shove and
the only choice left 15 violent action. This power
allows a Kindred we stir has allies with valor and
courage in the most desperate of situations, rallving
them to the fight. The anarch stands and cuts an
imposing figure on the bartlefield and bolsters the
bravery of those following him.

System: The player must be visible to those he
wishes to affect, and he chooses who receives the
]-".'l-!':||r 1:‘1 |:'||‘\ 'L||'\r||r]'lr ';"'l hlt’ﬂi*]u ]}ll"L‘k] il 'I.'|.|L|I._E]
phvsical Discipline he used as the basis of this power
(Fortitude or Potence), the character makes a dis-
play of his greatness in combat. For example, if he
used Porence as the basis of this power, he might toss
aside a barricade intended ro block atrackers. If he
used Fortitude, he might shrug off what loolks like g
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crippling blow, Thereafier, the charactets he se-
lected to use the power upon gain three extra dice to
any toll involving Courage or otherwise defending
against a tear or demoralization effecr (the Story-
teller is the final arbiter here). In some cases, this
power has even Incited anarchs to acts of kamikaze
sacrifice, throwing themselves boldly into rthe hera's
cause. The player rolls Charisma + Leadership (dif-
ficulty 73, with each success enabling up to three
characrers {as well as the user himeelf, if he wishes)
o enjov the bonus

MNate, howewver, that the character invoking the
power chooses who it affects. Cynics whisper tha
rraitors to the cause have used this power to embolden
the anarchs' foes just before abandoning the cause and
hanging rhe anarchs out to dry.

It costs 11 experience points to learn rhis power,

GUARDIAN VIGH
(Ausper ® , CeLerITy ® FORTITUDE®)

Developed by anarchs poseed as puards, this power
allows a Kindred to maintain an aware bur trancelike
state of readiness, in which he's poised like a car 1o
react to the first sion of imminent danger,

System: The player spends a blood point, For
rhe durarion of the nighe, the characrer cannot be
surprised by convenrional means as long as he stays
inone place (not traversing an area longer than a
tew footsteps). In game terms, the character is
considered to automarically have initiative for a
single turn i someone acts against him or does
something that he can perceive and atrempt o
stop. For example, a characrer might dodge a bullet
almost before his arracker fires, or he could move
Lo intercept an intruder Just as the intruder starts
tor dash past. The upshot is thar the character
becomes aware that somerhing is about to happen
to him and reacts just in time to do something
about ir.

Supernarural effects that would cloak orotherwise
protect the potential transgressor must be of a higher
level than that of any of the prerequisite Disciplines
levels thar make up of this power. That is, a character
attempting to sneak past the anarch must have an
Obfuscare of level two or higher. The vigil also fore-
stalls mundane means as well. An artrempr to move
||"'t|-IJ_E -I.-";l.h'.lll.]'l s .‘-ll!‘-LL"I”i.l"'lL"‘ rt‘g:ln”-.,'.lj.-,-' I.J'E lll.:l‘u'ﬂ.'- LI'L"]],T':.
dots the ather character has.

The action taken against the character must also
affect him directly and immediately for this power ro
prove of any value, A sniper would find himself foiled
if hie tried toshoot the character, buta camera p]:mrrn.l
in the building during the day and activated remotely
atnight would have no chance of being detecred under
the use of this power.

Mote that this power lasts forasingle curnand then
expires. Therefore, if a combat ocours, the characrer
using this power has the benefit of initiative for only
the first turn, then he must act as normal thereatter. A
character may activate this power as many rimes as he
wishes in the same night, but each acuvation works
anly for one immediate threat. A character cannot
“srack” turns of guaranrecd iniriative.

This power costs 15 expenience points to learn.

HivogorFTtHE I
(ForTrrun:=ee PrEsENcE ® ")

A character who possesses this power cannor be
knocked off his feet. Even if a stampeding animal
charges him or a car runs him over, the Kindred
remains rooted to the spot, adamant refusing to vield
his posture. This power was developed by a gang
leader in the Anarch Free Srare, who is ramored to
have met his Final Death after being hit by a train in
an attempt to see just how far the power would
protect him. Unformunarely for this anarch, King of
the Hill doesn’t confer any exora resistance to dam-
:‘gt’. il I.\l'lﬂl:'l‘_‘h'!l' ]1|L"l.'l_"|||5-- |]1{‘ Ki]ll.]]'l.'-'ul !.l'l.ll:ll E"'L"!.'Ilf-_r
knocked aside or to the ground.

System: This power s considered “always on,”
though a character may choose to turn ir off. Quite
simply, the character cannot be knocked aside or
down — he stands his ground, Whatever caused the
impact must yield instead. ln most cases, this presents
no problem, as the person hirting the character ab-
sorbs the stress instead. In some cases, howey or, this
power is 4 downright threat to the Masquerade, asa
car will rehound off the character as if it had hir a
telephone pole.

If the impact of whatever causes the damage is so
great that it kills the Kindred, this power immediarely
ceases to work, and his corpse {or whatever remains of
it} 1s battered aside, Thas is presumably why the train
that hit the gang boss wasn't derailed. Small objects,
such as bullets, may also “blow through" at the
Storyteller's discretion, though they are just as likely o
be lodged in the Kindred's body.

It costs 12 experience points to learn this power.

Memory RiFi
(OrFUsSCAIE®® JPREsENCE®® )

Invoking this power causes a single subjecr to
forget the user's presence during a single scene or
specific event. The Kindred merely invokes hes
mystic ability to vanish from the mind's eve and
then convinees the subjeer throuph force of cha-
risma that she was never even there in the first
place. The subject’s memory of the Kindred's at-
tendance ar the event in question fades like fog ar
worning's lighr.
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System: This power works on only one subject
at a time, but it may be used multiple times to aleer
the memaories of mulriple individuals. The Kindred
spends a blood point and the player rolls Charisma
+ Subterfuge (difficulty equal to the subject’s Will-
power). If the Kindred is successtul, the memory of
her participation inthe event of her choice vanishes
from the subject's memory. The subject often re-
members the event itself, but not the participation
or presence of the Kindred using this power. He may
even go so far as to construct and believe “logical”
courses of events, such as an individual "slipping”
off a bridge when in actuality she was pushed, Note
that the memory is still present {(and may be found
with certain applications of Dominate and similar
powers), but it is repressed, ipnored or otherwise
covered up subconsciously.

The Kindred invoking this power must leave the
subject’s vicinity within five minures of the POWET's
wse, and thereafter remain out of his sensory range for
at least an hour. Failure to do so means the power fails,
passibly in the form of the memory “tlooding back” ro
the subject's consciousness,

It costs 10 experience points to learn this power.
Beraw tHe Quick Broon
{(Crirnrve®®® Oyers*ee)

In the nights of the Anarch Revolr, the
Assamites had an informal alliance wich rhe antitribuy
who raged against their sires. Although few anarchs

possessed knowledge of the Assamite Discipline of

Chajetus, a few did, and they learned this blond-
conserving technigue to aid them. In rthe modern
nights, this combination Discipline is known only
to 2 few anarchs, mostly elders or Sabbat deserters.
Still, it is a powerful tool ar the call of Kindred who
lenew how to use i, Rerain the Caick Blood allows
a Kindred toocall upon the preternatural gifts of
vitae without expending them as is often required
for ather Disciplines.

System: Any blood that the player spends on
Celerity returns to her blood pool ar the rate of one
hlood point per hour, Blood returned in this way
will never exceed the character’s maximum blood
poal — ifhe's full av the time thar another point of
blood would return to his system, rthat hlood point
is lost, {as ure any others that would be returned
from use on Celericy).

It costs 15 experience points to learn this power.
T SEVvENTH CHINESE BROTHER
(Cricrriv®® Forinmupreeess)

According o a folk wale, there were once seven
Chinese brothers, each of whom was possessed of a
unigue mystical abiliry. One of these brothers' blessings

was bones of iron, which he used to prevent his head
from being chopped off. This power emulaces that
folk tale, allowing the Kindred to harden a part of his
body and speed the recuperative powers of his bload
to 1t soras to make 1t impossible to sever alimb. Those
anarchs practicing this power have intimated that
they have most often had to protect their own heads
from being severed, but that it works equally well in
situations that would result in the loss of a hand, arm,
leg, ¢t cetera,

System: The player spends a Willpower point and
selects an appendage (including rhe head and neck).
The next blow that would result in that limb being
lopped off is ignored utterly — 1t does ne damase ac all.
The character may then activace the Power again, if he
wishes. As long as he has Willpower, he can protect
himself. A lesser-known but still viable application of
this power is to harden the flesh and bone that protects
the heart. In this case, a Kindred can protece himself
from being staked, at least inwally,

[f the end of the scene comes before the disastrous
blow comes, the power has no effecr, bur it can be
invoked again during a furure scene, Addivionally, a
character may protect only one appendage at a time in
this manner.

It costs 21 experience points to learn rhis power.

3T Imi]m'!{‘*:;'l RICH
TDomiNaATC #88 OpruscaTc®88)

Atrributed to the rogue anarch Smiling Jack, this
puwer causes i Kindred to confuse one Kindred with
another. For a hrief period, the subject consistently
mistakes the user of this gift with anather Kindred in
the immediate vicinity. According to the story, Jack
tound himself caught by a scourge and his lieutenant.
Invoking this power, Jack made the scourpe believe
that his lieutenant was actually the anarch and vice
versa. As the scourge rurned his attentions to the
licutenant, Jack escaped mto the nighe, cackling all
the while.

System: The player makes a contested Manipu-
larion + Performance roll [ditficulry of the subject's
Intelligence + 5, to a maximum of 10) against the
subject’'s Wits + Subrerfuge (difficulty 7). If the
subject gains more successes, the power fails, [f the
character succeeds, the subject briefly but
unfalreringly transposes rhe character using the
power with another Kindred in her line of sight,
From there on out, it's up the character to make the
best of the situation, but the strangeness of the
change usually buys enough time to escape, if not to
complerely change the anarch's position,

Mote that this s a Dominate power, so it works
IJI'I|1|' on those hlll‘ljl.'-;.‘h ol 1."L.|I|.'i| or lower generation as
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the user. The duration of the power's effect is one hour
L0 times the subject’s lntellipence) minuces.
It costs 18 experience points to learn this powet,

SucK It Up (ANIMALISM ® , PDROTEAN ®® )

The sites of anarch conflicts are no SUTANZETS L
spilled blood, and even the side that arguably wins the
conflict is probably a bit thirsty after calling upon the
pifts of Caine, Still, contlict attracts attention, and the
last thing anarchs wane is to be caughr hune hing aver
afallen Kindred, sucking the last draughts of virae from
the beaten hodiesor |.!|";:"i|i;fl.|§" blcod from I]u:}_{rulun_i.
I'his power allows the Kindred to simply rouch a poal
of Blood and draw it into herself.

System: The Kindred rouches a quantity of spilled
blood and adds it o her blood poal. The Storyreller
MLSE ke o IIleL'I'I’iL‘m k'-.'lll a5 Lo ||H1.". ]'.'.-II'L']'I blood can
be raken. (Remember that one blood poin is literally
a tenth of the Blood in the human body, about half a
lirer.) This power doesn’t “strip the ground clean,”
l'il']llil. id SO \IH.I“ amount is likely o stain the
pround afterwarnd .

Be aware that bodies left hloodless will stll ateract
attention as well, whether it went into the vampire
through her mouth or fingertips. Kindred are advised
tor use this powwet L||-|L_[1_‘k.'Ll':.'

It costs nine ex perience pointsto learn this power,

™

TeneRROUS VET
{ORFUSCATE® ORBTENERRATION ® )

Many anarchs have found themselves in the
wrong place at the wrong time, and often what makes
the difference between being found our and being
i.li:'";.‘l"l‘f.'n.‘l.l.-\] 15 |.|1L |||'i.||(..il.”.|.'\ s (_'t- "-|,||_'n;_'||_'|_l|_I'_|_|I'.|] ]'Ii_“."."
ers. This power, created several centuries ago by
Lazombra and Malkavian anarchs, allows the Kin-
dred to stand stock-still and avoid being seen in
almost any location. As ]L'l['iL: as somme shadow s
Present, T]'H‘. Kil‘lt[l't‘n! Can I!L‘1h| it ':I]'l.'llli'ILi ]1!.-5 |'!|:\L|':. :IIh{
thereatter use that shadow to conceal himself from
the minds of any onlookers.

System: Mo dice roll is necessary, As long
there is some shadow in the area, the Kindred can

remain cHectively unseen for as long as he chooses to

remain motionless. This power combines the hasic
principles of Obtencbration and Obfuscate. It is very
simple, but very effective,

[t costs six experience poings w leam this power,

ANARCH THAUMATURGY

While few anacchs have the time, inclination or
cven understanding o make great leaps in the blood
SOTCEry of the Tremere, 2 few have been I eToLs
enough to create simple rituals of great ucility. As
anarch thaumaturges are exceedingly rare, 5o, too, are
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many of these rituals, althoush rumors tend to circu-
late in waves about rogue tomes of blood sorcery and
great secrets plundered from Tremere libraries,

Casting rituals requires a successful Intellipence +
Orcculrroll with the difficuley equal to the ritual's level
+ 3 (maximum of 9). Rituals also require five minutes
per level to conduct, unless otherwise mentioned. For
more on casting riruals, see Vampire: The Masquer-
ade, p. 182-183.

FLatLINe (Lever OneRrruar )

A mortal under the effects of this ritual exhibirs
no discernible secondary characreristics of being
alive. Artempts to take her pulse or feel her breath
indicate that she is dead. This extends to mechani-
caldevices as well, no matter how simple or complex
they arve, (Breathing on a mirror will not fog ic up; a
hearr monitor will give a namesake "fladline” read-
ing.) Even if she iz wounded, blood only trickles our
or wells up into a livid pool. The caster must place
a small, dead insect or animal somewhere in the
subject's home,

Swsrem: This power lasts until the nexr morning,
and it can be used on a subject only once per month.
Addirionally, if the caster doesn't know the subject’s
real home (as opposed to, say a hotel room or tempo-
rary residence at a friend's aparement) or the subjecr
doesn't have one, this power simply fails to take
effect. Likewise, this power has no effect on super-
natural beings,

IronBony (Lever Two Rituar )

This ritval imbues the subject with supernatural
endurance, allowing the Kindred to withsrand rhe
Biblical anathema of his kind. The subject must
carry a spent shell casing with him while this rivual
is in effect.

Subject: The subject may soak ageravated damage
tor as long as this ritual lasts, which is one hour per
point of the caster’s (not the subject’s) Stamina. It does
not grant the subject any additional soak dice, though,
It merely allows him rowithstand the raditional banes
of the Kindred.

Hern'sCarting (Lever THree Rimuar )

This insidious power requires some personal
possession of the subject's to be burned when the
ritual is enacred. As the object burns, the subject is
immediately overcome with afeeling of Rirschreck,
regardless of where he is, whar he's doing or even
wherher or nor any flame is present. Clever anarchs
have used this power to spite tivals, break che
spirits of enemies and even humiliate princes by
forcing them to act irrarionally hefore the Kindred
of their domains.

System: Upon this ritual's complenion, the sub-
ject 18 immediately pripped by Ritschreck, and he
must check to see it he enters the fear frenzy as per
page 229 of Vampire: The Masquerade (difficuley
1). This fear may be overcome by spending a Will-
power point, as well, I the characrer fails the Courage
roll, he immediately flees the vicimicy in terror,
although rerror of swhar cludes the characrer. For this
reasor, the Rotschreck doesn't last as long as the red
fear normally does. When the character thinks ro
ask himself what he's afraid of, the effect ends.
Usually, however, this is too late wo prevent the
shock and incredulity of any company the Kindred
was keeping at the time.

It tukes 30 minutes to perdorm this ritual

WarRDVeERSUS VITAr (L ever Four Rrruat )

While this power protects anarchs from elder
intrusion 1o some degree, it is not so efficacious as
other wards. This is not a universal “Ward Versus
Kindred," but racher a limited application of a similar
principle. When the Kindred enacring this ritual
makes hersigil, any Kindred of lower generacion than
her who breaks the ward immediately suffers its ill
effects, That is, if a 1Oth-generation thaumarurze
casts this ritwal, Kindred of the Ninth Generation
and lower would be affecred.

The thaumarturge anoints an object of her choice
with her blood, marking the ward as o steil

System: Kindred below the caster's generation
cuffer two dice of lethal damapge. This damage occurs
again if the Kindred rouches the object further, A
that point, a Kindred who consciously wishes w
touch the warded object mustsucceed ina Willpower
roll {difficuley T) or spend a Willpower point to doso,

Like arher wards, this rirual functions on only
one ubject: a single window, a doorknob, a book or
one door of an automobile, An entire object of great
size, such as a car or room may be warded, but only
with enocueh uses of this rirval thar would effect all
points of entry, exit or contac

Hi1GH-Lever DISCIPLINES

Although the anarchs are, lw and large, a proup of
relatively voung Kindred, certain elders are no strang:
ers to the ranks of the cause. These elders have brought
A few imconventional tactics of their own 1o the
anarchs, much to the surprise {and no doubrt chagrin}
of their fellow venermble Cainires.
SOCOUBGING THE INSTINCT
l::[-:'ltl-"-i.l-'r\!l: FLEVEL SFVEN)

Used by elder firebrands of nights long past, this
power is a bit too dangerous w see much modern usage,
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since the destruction it can engender is appreciable.
Like a tirebrand, the Kindred stands before his as-
sembled followers and whips them into a righreous
trenzy using the power of his personality and the force
of his charisma. Those who heed his call succumb to
the rages of the Beast that dwells deep in all of them,
hopefully placing it on a short leash that allows them
some control over their fury.

System: The player rolls Charisma + Leadership
(difficuley 7). 11 he is successtul, those who hear him
speak his words of revolution allow their Beasts to rise
to the fore. Those affected are considered o be “riding
the wave" of frenzy (see Vampire: The Masquerade, p.
287 repardless of whether they have Instinet or Self-
Clontrol as their Virtue,

The number of successes scored on the rall indi-
cate how many Kindred are swaved by the
revolutionary fervor.
success  Une person
successes Two people

successes Six people

o ad e e

succosses 20 e 1p|-.;

5 successes Evervone in the Kindred's immedi-
ate vicinity (an auditorium filled with people; a
gathered mob)

TireressTrean (CrreriTy Lever Six)

As much as physical conflict, pare of the inirial
Anarch Revolt was spenr fleeing from unfavorable
adds and vengeful elders. This power made some of
rhose exoduses possible, enabling the Kindred of those
early nights to put far much more ground berween
themselves and their antagonists than the rest of the
world could imagine ar the time. As longas the anarch
ﬁ{c\‘l'rk'k] |‘|||H3“ﬂ'|!. I L‘FL';-,'I['II_',. |_'!|L"' 1_'|_Ilj|\_.| COVED CTIOTITHOLS
distances in a ‘\".l‘.lj_[]l.' nirhr.

This power has fallen ineo some disuse in rthe
modern nights, given the prevalence of transportation
methods thar make it a bit obsolete. The maost signifi-
cant henefit ic still has, however, is a virtual inabiliry
tor trace, Those fying on planes or riding buses require
tickets, and even a properly regiscered car leaves a
paper trail or bears a license plate. When a Kindred

invokes the Tireless Tread, however, the only evi-
dence of her passing is herself.

System: This power costs one blood point per
night. The Kindred simply wallis and does nothing else
over the course of the night. Perhaps “walks” is a bit
misleading, as the Kindred covers a disrance of 30
miles per hour. This power must he used for ar leasr
eight hours, meaning the Kindred must travel a dis-
rance of at least 400 miles. Any less and the power fails
ta work initially. The Kindred finds a rhyrhum and stays
inir, as opposed to merely sprinting for eight hours. 1f
the Kindred tarries too much along her way, she will
find herself unable to find thar traveler's pace, and the
power will fail entirely.

Turnasout (DroTFaNL EvEL SEven)

Calling upon the shapeshifring powers of the
Protean Discipline, the anarch melds with the
earth, only to emerge from it on the other side of a
foe, This ractic was originally one of the ones used
by the Eastern European Gangrel and Tzimisce,
though the anarchs adapted it fur use as a guerrilla
ractic during the Anarch Revolr and the maraud-
ing nighrs of the carly antitribu. Tonight, icis rarely
seen, but afew ostentatious anarch elders keep it in
practice, Mostly o impress their fellows and in-
spire (ledglings with.

System: The player spends two blood poines. On
the turn after the characrer sinks into the ground, she
emerges either behind or w either side of whichever
cnemies she lefr behind, (Theoretically, there’s noth-
ing stopping her from emerging in the same spot where
she disappeared, bur it sort of defears the purpose. ) If
rhe character wishes, she may choose nor 1o emerge
immediately, in which case this power is little more
than an expensive version of Earth Meld. The primary
difference, however, is that the character may move
throwgh the earth that surrounds her, traveling as much
as 50 feet in any direction in the single twrn spent
under the surface of the soil. Moving any furcher,
however, regardless of time spent underaround, is a
different permuration of the Protean Discipline.
Turnabout's tocus is diving into and emerging quickly
from the rround.

i
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Freedom is thar instant herween when someone teils
vou to do something and when you decide how 1o respond
- Dir. Jeffrey Borenstein

This section provides several “stock™ characrer
archetypes toruse inan anarch chronicle. Storytellers,
use these to drop in whenever you need a character
immediately but haven't had rime to create one be-
forchand, or as a hasis for your own characters in
similar positions, Nate also that you may need toadjust
the numbers here and there — if your troupe has
exceptionally powerful characters, you'll probably want
to dope rhese guys up.

As always, the more yvou can do without resorting
o those numbers, the better. Particularly among the
anarchs, you're going to see Kindred in positions of
power who don't have giant lists of Disciplines or
Atrributes that can reduce mortals to fear just by the
character looking ar them. As much as physical force
i useful among rhe anarchs, so are personal dynamism
anid the abiliry to convince others to see the benefits of
the revolution.

Banown

Background: Shrewd and savvy, the baron knows
he's only got as much power as the other anarchs ler
him have. That's a fortunate situacion, however, be-
cause some barons overreach themselves and find thei
domains collapsing under their own weight if they act
oo much like Camarills princes. No, the anarch Baron
won't ler that be his fate; if he fails in his dury, the
whole Anarch Movement suffers for it. Known for his
fairness and calm, he's popular among the more ratio-
ral anarchs, bur more radical Kindred of the movement
sometimes think he's too moderate to let the cause
make any real progress,

Image: Keeping truculent anarchs from going of
half-cocked every time they suspect the Camarilla of
some treachery is exhausting work, let alone keeping
those selfsame anarchs from going off half-cocked
every rime they suspect some other anarch of a
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personal grudge. The baron, as a resulr, looks weary
beyond his young years, with bags under his eyes and a
drawn CXpression that betrays the labors fromn which
he finds no respire,

Roleplaying Hints: Although ir requires a
Herculean effort, vou know you have to be lucid, even
in these turbulent times. Young anarchs can some-
times tax your patience and elder anarchs rest your
metrle, but in the end, your diplomacy brings all
concerned parties o COMPTomise. Thart 15, it h‘inj_::r:
anarch parties to compromise. You still have precious
livtle respect among adherents to the Ivory Tower way
of doing things, but yvou know better than 1o rush in
and try to change that with threats and vielence.
Clan: Brujah
Nature: Autocrat
Demeanor: Martyr
Generation: Yth
Physical: Strengrh 3, Dexterity 3, Stamina 4

Social: Charisma 4, Manipulation 4, Appearance 2
Mental: Perceprion 4, Intelligence 3, Wits 3
Talents: Alertness 3, Brawl 3, Dodge 2, Emparhy 4,
Expression3, Intimidation 3, Leadership 4,
Srreetwise 3, f";ll.|"h';'i||.n_]|: 4

Skills: Crafts 1, Drive £, Etiquerre 2, Firearms 1
Melee 1, Performance 2

Knowledges: Academics 2, Computer 2, Investiga-
il Linguaistices 1, Polirics 4

Disciplines: Auspex 2, Celerity 3, Forritude 2, Po-
tence 3, Presence 3

Backgrounds: Allies 2, Conracts 2, Herd 1, Influ-
ence b, Resources 3, Rerainers ], Srargs 2

Virtues: Conscience 3, Self-Conrral 4, Courage 3
Morality: Humaniey 6
Willpower: 7

Enissany

Background: Even the anarchs have aneed for sinooth-
talking L:Ii.'[‘.ll.'ll'I]iH"i.‘ [ |h_ru;§[1 ir's L[:-_»uu“'f,' forthe purpose of
explaining away their less subtle activities to a prince
who would gladly stake them o greet the next sunrise.
The emissary is liaison to the local Camarilla Kindred,
redirecting its ire and hopefully learming a bit abour its
secrets while she shares the salon with it Part spy and
Prart apw logist, the emissar VLS often the anarchs” only
contact with the world of the lareer Camarilla in
anything other than an adversary context. She is the
hand thar rocks the cradle and in that cradle
slumber curious hedfellows.

Image: The emissary plays the Camarilla’s pame and
has to look the part, naturally, Well-groomed and
striking, she tums her nartural beauty into an asset. The
ermnissary carries herself with poise and grace, doing her
best to confound the image many Kindred have of the
anarchs as bomb-tossing, leather-jacketed guerrillas.

Roleplaying Hints: Anicy calm is your modus operandi.
Yo cake m‘lv:n'mu_;r_- |:1ﬂ'¥tl’}' OPPOrtLrry thar comes your
way, most often i the shock Camarilla Kindred have at
meeting your rational mien, but also in the gray-market
social tade of boons, favors and prestation. Sure, you
helieve in the anarch cause — God knows you're nor
doing rhis for the me ey — bt it's possible thar vou can
serve as a skilled counselor and eam vourself a bir of
prestige and comfort along the way, roo.

Clan: Toreador

Nature: Comperitor
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Demeanor: Pedapooue

Generation: 11th

Physical: Strength 2, Dexterity 3, Stamina 4

Social: Charisma 3, Manipulation 4, Appeacance 4
Mental: Perceprion 2, Intelligence 3, Wits 4
Talents: Alerrness 2, Dodee 2, Empathy 3, Expres-
sion 3, Intimidaion 1, Leadership 2, Strecewise 1,
Subterfuge 3

Skills: Eriquerte 3, Firearms 2, Melee 1, Perfor
mance 2, Security 1, Seealth 2

Knowledges: Academics 2, Finance 2, Investiga-
rion 3, Politics 3

Dhisciplines: Auspex 2, Celerity 1, Dominate 2, Fori-
tude 1, Presence 3

Backgrounds: Allics 2, Contacts 4, Resources 3, Starus 2
Virtues: Conscience 3, Self-Control 4, Courage 3
Morality: Humanity 6

Willpower: 5

CHAMEPLEON

Background: Deep cover is the order of the night
for the chameleon, as he's been a pact of the
ariarch subculture for as long as the anarchs hayve
been a cogent faction in his city and arguably
before. He's no mere player with anarch sympa-
thies — he's a mole, a veritable Manchurian
candidate who ensures that the anarchs have a
fair shake withour exposing himself. Wirthout the
chameleon, the anarchs would have no peaple in
high places, To him, that’s part of the chrill, this
added level of hidden Jyhad. Wherher ir's because
b feels strongly for the Anarch Movement or out
of his own jaded tastes, the chameleon quietly
backs the loyal opposition.

s

Images As betits his role as a seemingly staunch mem
ber of the lvory Tower, the chameleon dresses for
success in the Kindred's Elysiums and back rooms. He
wears subtle accouterments reminiscent of the period
he was Emhraced, further in the past than most anarchs
had been borm as morrals ler alone Embraced.
Roleplaying Hints: You possess a quier dignity that can
pive way to a cruel streak supgestive of your age and
experience with the Jyhad, but you always mask your
sympathies beneath a veil of acceptability. You know,
and the sensible anarchs aoree, that overt pestures of
vour anarch rendencies will get you nowhere but on the
prince’s short list, To that end, you are a quier agitaror,
a hulwark of anarch power inside the very institution i
wishes o rebuild. When given a chance o push for
change, you do i, but only so far; someone else must
always appear the greatest advocare for change.

Clan: Ventrue

Mature: Gallant

Demeanor: Conniver

Generation: 9th

Physical: Strenpth 3, Dexrerity 3, Stamina 3

Social: Charisma 4, Manipulation 4, Appearance 3
Mental: Perception 4, Intellipence 4, Wirs 3
Talents: Alertness 3, Brawl 3, Dodge 2, Empathy 2,
Expression 2, Intimidation 3, Leadershup 1, Subteruge
Skills: Crafts 2, Etiquerte 4, Melee 3, Performance 3,
Srealch 2

Knowledges: Academics 4, Computer 1, Finance 5,
lnvestigation 1, Linguistics 3, Occule 1, Polities 3
Disciplines: Auspex 2, Dominate 5, Fortitude 4, Ob-
fuscate 1, Presence 4

Backgrounds: Allies 3, Contacts 4, Herd 2, Influ-
ence 3, Resources 4, Status 4

Virtues: Comscience 2, Self-Control 4, Courage 4
Morality: Humanicy 5

Willpower: 6

Nomapic Pack Leanenr

Background: To hell with staying local. The word
needs to spread or it die just like it did in the Anarch
Free Srare. Thar's what half of these road-fearing
Lick’s don't seem to understand: You've got to learn
from vour mistakes. Keeping everything ved down o
one place only leads to stasis. Yeah, someone has to
stay o make sure the movement's goals are being
tended to, but most of a given city's “anarchs” aren't
much different than the soft childer of the lvory Tower
toadics. Every anarch has o make a difference or the
whale thing will collapse, and the difference you and
your pack make is gerring the message out there.
Image: The nomadic pack leader is gaunr and thin, the
result of spending oo many nights away from readily
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available vitae, Flis hair is n|5l-;|_'|1'|p1, his lii..‘thillg_{
disheveled and his gaze a bir wild-eved. 1's one of the
hazards of traveling the open road — always watching

tor Lupines, Sabbat and mortals our there to save the
world from bloodsucking monstrosities like him.
Roleplaying Hints: Your movements are quick and fur-
rive, and your presence tends to make peaple uneasy asyou
overreact to the slightest noise that carches your hearing.
You speak in quick, clipped syllables and without much
cloguence; hey, it's your job to ger the mouthpieces totheir
pulpits m one piece, not preach the gospel yourself, Still,
you have definite opinions on the direction the Anarch
Moverent should a0, and if vour audience seems inter-
ested, you won't hesitate to give them an earful.

Clan: Gangrel

Nature: Archirecr

Demeanor: Perfectionist

Generation: [0rh

Physical: Strength 4, Dexreriry 2, Stamina 4

Social: Charisma 3, .’»1:||:|;|'-L_|a|liun 2, Appearance |
Mental: Perceprion 4, Inrelligence 2, Wits 4
Talents: Alertniess 3, Athletics |, Brawl 4, Dodge 2,
Intimadarion I, Leadership 3, Stueetwise |

=kills: Arnimal Ken 3, Urafs (automobile |'|.‘|";1II'1:I 4,
Dirive 4, Firearms 3, Stealth |, Survival 3
Knowledpes: Academics 1, Law 1, Linguistics 1, Science 1
Disciplines: Animalism 3, Fortitude 3, Obfuscate 1
Protean 3

Backgrounds: Allies 2, Conracts 3, Resources |

Virtues: Conscience 4, Self-Contreal Fo :nllf:lj_',v 5
Morality: Humanity 7
"n"'r"l“pu'.\'q.'r: (4]

B assre Rouser

Background: As many outside the anarchs have nored,
rhe movement suffers no she rtage of those who would
acr as firchrands, stoking the fires of passion for their
own ends. These Kindred are often held in low esteem
not only by the targets of theivwrath, bur by the sincere
members of the Anarch Movement as well, because
rhey give the anarchs a bad name, painting them as
rebelswithoura clue. Some rallyimpressionable anarchs
for the excitement of doing it; others genuinely think
rhat violetice and destruction are the path ro rework-
ing Kindred sociery. In almost every case, however,
these HELATOTS lose control of the very erowds rh-.;ﬂ,'
incite to revolt, which can become carasrrophic when
Kindred make up the mob.

ll'llilj.!fr-‘: The rahble rouser has a .-cl'ri|un,-3 appearance and
{‘ﬁﬂ}ﬂ‘lJll'lLi'i]'LL: presence, ]1(‘1' VERY sLance u_\;uding_g the
charisma that she uses to work her audience into apo-
plexy. She favors bold, provocative clothes as cutward
expressions of the anger she harhors for the enemy.
Roleplaying Hints: The time for discussion is over —
the are the Final Mights and it's time for action. You
raise the hue and cry apainst vour vival secr at every
Opportunicy, and while this eams VIOLL SOme reputat 10711
among young anarchs, it has also vielded more than a
bit ot infamy among the more moderate anarch circles.
It's your way or no way at all, and vou feel jl|'\'1ir.i|_1| in
this attitude because, well, if everyone else’s tactics are
so great, wouldn'e they have worked by now! And if it
just so happens that the subject of the crowd's fury
.||:1I"l!'!ﬂ_"|.|h Fiy |1' Aan l'l-.]t‘l' -|"-_F|'.'|illf'.\| 'l‘.']ll.Hll I:,I'I'Il] I'l"‘li-'l_' ik
vendetta, hey, that's the way revolution works. [t's not
like you're picking rargers arhitrarily — that would be
stupid. You have no hidden agenda, afrer all, because
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you put it all before you, and that’s what your fellow
anarchs are rallyving against,

Clan: Ravnos

Nature: Conniver

Demeanor: Celebrane

Generation: 12th

Physical: Strength 2, Dexterity 2, Stamina 3

Social: Charisma 4, Manipulation 4, Appearance 3
Mental: Perception 2, lnelligence 4, Wits 3
Talents: Brawl 3, Dodge 2, Empathy 2, Expression 4,
Leadership 1, Subrerfuge 2

Skills: Etiquette 1, Firearms 2, Performance 3
Knowledges: Academics 2, Computer 2, Law [, Lin-
guistics 1, Polirics 3

Disciplines: Chimerstry 2, Fortitude 2
Backgrounds: Allies 4, Betainers 3, Starus |
Virtues: Conscience 3, Self-Control 3, Courage 3
Morality: Humaniry 7

Willpower: 4

WertwonRrenr

Background: The Anarch Movement is the ideology
ot war, and in war people become commodities on the
bartletield. The wetworker specializes in ugly opera-
tions, cartying out kidnoppings, assassinations, raids
on Kindred havenz and even Elysium invasions. 1t£'s no
surprise that wetworkers are often known far and wide
i the Kindred community, both as figures of respect
among the more acrive anarchs and as infamous mis-
creants to members of the dominant sects. A
wetworker's motivation varies by the Kindred who
takes on those duties some are radicals ready for
acrion afrer so many words while others are calcularing
politicians and still others are even downright insane.
Image: Wer work doesn't usually expose a Kindred to
the comforts the complacent elders avail themselves
of. Quire the opposite. the werworker has to clothe
himselt in whatever he can find, given thar his entire
unlife is practically spent on the lam from some iras-
cible prince or humiliated stuffed-shire. Even showers

are somerimes a luxury to the wetworker, because if

he's around someplace long enough o worry about
hygiene, well, he's there long enough to find a stake
through his heart or a sheriff ar his haven door.

Roleplaying Hints: Ir's all abour the meaning, man,
and if you're just running around causing trouble ar
random, you may as well be part of the problem
yourself, See, each move in this giant chess game has
ra have some value — you don't just dump pawns our
tor the middle of the board ar random or shoot your
knight to the center of the board because he can jump
owver other pieces. No, see, there’s a complex arrange-
ment of who the princes owe favors to and why they

don't just cancel all their debts to each other, and it's
those little CITCUIMSTANCes you have to acr on, Those
debis are the glue that holds the Camarilla together,
Clan: Malkavian

Mature: Judge

Demeanor: banaric

Generation: 11th

Physical: Strength 2, Dexterity 4, Stamina 3

Socials Charisma 2, Manipularion }, Appearance 1
Mental: Percepuon 3, Intellipence 4, Wits 2
Talents: Alercness 2, Athletics 2, Brawl 3, Dodge 1,
Emparhy 1, Intimidation 2, Subterfuge 1

Skills: Cratts 2, Drive 2, Firearms 1, Srealth 3
Knowledges: Compurer 1, [nvestgation 2, Oceulr 3
Disciplines: Auspex 1, Dementarion 2, Obfuscare 1
Backgrounds: Scatus |

Virtues: Conscience 1, Self-Control 3, Cour THE &
Morality: Humanity 4

Willpower: 5

CHARLATAN

Background: The mystical ares pose a quandary 1o the
anarchs: They would greatly appreciate the powers hlood
magic would grant them, but rare is the anarch who wants
tor trust a Tremere — even a self-avowed ropue — with
plans conceming the movement. Such being the case,
those sorcerers who do find themselves with a modicum
of wust often find themselves held in greater esreem than
their rudimentary undemstanding of the acculr should
yield. In situations like this, it"s Kindred nature to rake
advantapge of the siruation. After all, it's not being able to
boil your enemies’ blood that's important, it's their fear
that you can make their blood baoil.

Ameu | AL, Anaconsts ano OmHers
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Knowledges: Academics 3, Computer |, Investipa-
tion 2, Law 2, Linguistics 2, Ocenle 2, Science |
Disciplines: Auspex 2, Dominare 1, Thaumaturgy 2
Thaumaturgical Paths: Path of Blood 2
Backgrounds: Allies 2, Conracts 2, Resources |
Virtues: Conscience 2, Self-Control 4, Courage 3
Morality: Humanicy 7

Willpower: 5

RocHSTAR

Em:kgrmuul: E.‘i|"l.‘i_'l<'1|l':.f AT anarchs, common
sense doesn't always dicrare thar the wisest candi-
dates for the Embrace will be the ones who become
Kindred. Such is the case with the rock star, a local
music darling brought into the world of the andead,
Marked for death by the prince and scourge, the rock
star has taken her place among the anarchs, main-
taining that she hadn't chosen her Embrace and it
was therefore simply not right that she forfeit her life
for her sire's caprice, Mow a fixture at anarch revels

Image: The charlaran doesn't dress in any outlandish and raves, the rock star has also acquired an interese
occule garh, as thae wonld arrracr oo much arrention. in a lw.'ul_ nightclub, which she has turned nw a
Additionally, it would lead people tw expect certain hangout for anarchs and only Tl"-”:ll"'l‘-‘ awaits non-
showy sarcerous effects from him, and such things are anarch Kil:J:ruI_ who would visit, Exactly how she's
well beyond his capabilicy. Rather, the charlatan dresses kept the secret from the rest of the band — assuming
i a quite conformist mareer, affecring the fashions thar~ she has at all — remains & mystery

his fellow anarchs wear, This ensures that those who  Image: Mortal trends aren't wasted on the rock star.
don'e know him to be a great and eldricch master of the  Indeed, in many cases she adopts fashions and hair-
arcane won't expect anything of him. There's safety in styles before mortals do. Whether on the stage or
numbers, after all, und when the Tremere come calling,  leunging in the VIP room of her club, the rock star is
they won't know who they're after. Will they! . the epitome of style.

Roleplaying Hints: You're walking a high wire, bal-  RoleplayingHints: Like many young Kindred, youjoined
incing your need to maintain a low profile with the  the Anarch Movement because vou felr wronged by the

status you have among your fellow anarchs for beinga  existing Camarillasystem. Youare fortunatein this, asthe
capable occultist, The thing 15, vou're nort as skilled as
they think you are, which adds another dimension to
vour charade. Somewhere in there, amid all the lying
toeveryone and preserving your cultivated repuration,
you're supposed to have some commitment to this
anarch philosophy as well. Needless o say, with so
much oceupying vour attention, you're beginning to
tray at the ends, snapping at allies and taking great
pains to avoid enemics

Clan: Tremere

Nature: Child

Demeanor: Visionary

Generation: [ 3th

Physical: Strength 2, Dexterity 2, Stamina 2
Social: Charisma 3, Manipularion 3, Appearance 2
Mental: Perception 3, Intelligence 4, Wis 3
Talents: Empathy 2, Intimidartion 1, Subrerfuge 2
Skills: Etiquette 2, Firearms 2, Performance 2
Stealch 1, Survival 2

CHADE T THE AMATEES
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passicn you have for the movement still burns brightly in
vour dead heart. Because of this, you often resent elders
and ancillae, both from the Camarilla and those of the
movement who have become complacent. On the other
hand, you know thar it's a rough time to be an anarch in
Camarilla domain and you don't proselytize unless you
know ic's safe. [t's not like being ina 12-step program
vour're mrent isn't to bring more Kindred into the fold. It's
1o open thetr eyes to the injustices that they blithely
accept as part of unlife each nighr,

Clan: Malkavian

Nature: Tradirionalist

Demeanor: Gallant

Generation: 12th

Physical: Strength 2, Dexterity 2, Stamina 3

Social: Charisina 4, Manipulation 3, Appearance 3
Mental: Perception 3, Inrelligence 2, Wirs 3
Talents: Dodge 1, Empathy 3, Expression 3, Streerwise 2
Skills: Crafts 1, Irive 2, Eriquerte 2, Firearms I,
Performance 3, Securiry 1, Srealch 2, Survival 1
Knowledges: Academics 2, Computer 1, Oceult 1,
Poliries 1

Disciplines: Auspex 2, Obfuscate 1, Presence 1
Backperounds: Allies 3, Contacts 3, Fame |, Herd 2,
Fesources !

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

DQUARTERMASTER

Background: Amid the undereronnd railroads, secrer
resistances, cells of Unbound and various Kindred re-
questing membership or asylum, somebody has o keep
rrack of the logistics. The quartermaster takes care of
perty details, making sure that emergency havens are
stocked and secured, E5CAPE TOUEES are Open;, mi[.’-i."[l‘.‘a
have been cached and avenues of communication re-
main open. This task is usually a thankless one, and the
Kindred handling ir often end up bitter and cynical
uriless they have other duties relaved to the front lines or
the philosophical symposiums of the Anarch Move-
ment, but they are vital nonetheless. After all, few
anarchs want wo escape into their sewer hidey-hole only
tox find it occupted by a sherift and his retinue.

Image: Twisted by the MNosferaru Embrace, the
quartermaster’s pender isn't even evident. Bedecked in
cast-off street fashions popular a few yvears ago, it is
practically a walking zoo for all of the vermin thar
populates urban centers of the modern nights, The
quartermaster occasionally wears hastily assembled
bits of “sereet armor” when it expects trouble, such as
on the night of a big raid or when the anarchs plan to
smuggle a high-profile Kindred in or our of the city.

f these snot-

Roleplaying Hints: You take no shi
nosed little punks wane o fuck with you aboul yvouw
appearance, well, then, they can find rheir own
holtheles or stashes of shotgun shells when they've gor

the |"1'i11L'1'1h]‘ﬂ witlickers craw]ing Lt heir dsses. You've
done rhis rao |.-.1|.'1f_: to be taken for graned, and while
you don't mind doing it (hell, there are some nighs
when you actually like being the guy who puts the
afterparty together), they're going 1o respect you for it
ar they can dammn well get someone else o do it Oh,
who are you kidding? You know you'll never abandon
these little monsters. You'll just complain more and
ever more loudly.

Clan: Nosferaru

MNature: Director

Demeanor: Curmudoeon
Generation: 1 1th

Physical: Strength 4, Dexreriry

Social: Charisma 4, Manipulation 1, Appearance 0

L, Stamina 3

Mental: Perception 4, lnrelligence 3, Wits 3
Talents: Alertness 3, Brawl 4, Dodge 2, Streetwise 3
Skills: Arimal Ken 4, Crafts (temporary electrics) 4,
Drive 1, Firearms 1, Melee 2, Stealth 4, Survis
Knowledges: Linguistics 3, Medicine 1, Occult 2,
Politics 2, Science 3

Disciplines: Animalism 3, Fortirude 2, Obfuscate 3,
Potence 4

al 3

Backgrounds: Contacts 4, Herd 2, Resources 1, Re-
tainers 4, Status |

Virtues: Conscience 4, Self-Conrrol 2, Courage 4
Morality: Humanity 7

‘!-k’li]ipl'l'“.'ﬁ'r: (\
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BRuISFR

Backpround: As a youne, violent subsecr, the
anarchs ofren find themselves in a subculture that
believes might makes for right. Srrength is che
quickest (if not most permanent) route to accep-
tance among the anarchs and those who are cut out
for it have plenty of opportunity to make names for
themselves. Another chance for the more physi-
cally inclined 1s for the “common thug” to fall in
with an existing outfic. While no such thing as an
“average anarch” exists, the movement has no
shortage of conformist types and followers who
either get involved because everyone they know
did or becavse chey honestly take the anarch creed
to heart.

Image: The bruiser wants ro hurt people. You can tell
by the way he's bristling and the look on his face. His
presence ina room is enough to unseetle people, and
when someone brings him along, it's to say something
without speaking any words, He's never been much of
one for tashion, and even the biker-jacket-and-denims
look missed him completely. In fact, those might be
the clothes le died in,

Releplaying Hints: You're ne goon, but yvou know
when rofollow orders. Your support of the anarchs
is half rtheroric (which vou believe, or you believe
asmuch of it as youunderstand ) and half to sarisfy
the need to belong. Before you joined with rhe
anarchs, vou were part of a Camarilla coterie and
had largely the same role. It wasn't until the
anarchs explained to you that you were being used
as a tool that you saw that they were right and
joined with a faction thar ac least allowed you to
make the choice

v

Clan: Cairilf

Nature: Contormise

Demeanor: Bravo

Generation: 12th

Physical: Strengrh 5, Dexterity 2, Stamina 3

Social: Climisinn 2, Muanipulation 2, Appearance 1
Mental: Perceprion 3, Intellisence I, Wits 4
Talents: Alertness 1, Arthletics 3, Brawl 4, Dodee 2,
Intimidation 2, Streetwise |

Skills: Animal Ken 2, Drive 2, Firearms 1, Melee 2,
Survival 2

Knowledges: Investigation 1, Law [, Linguistics |
Disciplines: Animalism 2, Fortitude 1, Potence 2
Backgrounds: Contacts 2

Virtues: Conscience 2, Self-Conrrol 3, Courage 4
Morality: Humaniry 6

Willpower: &

EH-SARBAT

Background: Embraced into the Sword of Caine, this
anarch found rhar seer’s doema ro ke ron Fanarieal armd
parancid. She fled at her first opportunity leaving
hehind a legacy of blood and terror, only w find the
same thing inadifferent guise. [nstead of Antediluvians
and bloodbarhs, the anarchs have theit cn problems,
facing the combined might of elders hundreds of vears
their senior and having to subjugate the Beast within
while doing it. Still, re the ex-Sabbat, jumping ship
means she can never oo back. Thar means she'll have
to do her damnedest to make her contribution to the
movement something other than futile.

Image: During her brief period of ranning wich the Black
Hand, the ex-Sabbatsaw her share of violence and brugal
rital, A such, she still bears scars from rites and oames of
instinct that have left mcongruous marks on her other-
wise unassuming looks. None of her wounds can hide the
kack of fire in her eves, though — she's just poing through
the motions, with none of the anarchs” dear passion.

Roleplaying Hints: You've turmed vour back on the
-\H‘HI'I].".":“ ]“'“F liili 1:!1.1'I[hl1ll[ IL‘.l[r””g [l RAWE |_g.||_:-||1l il ll]l.:"‘ll._'
turbulent Kindred who gave you asylum. Now that
'!."l'l‘“ll.-l'\' A |-\|".|.|'| lll. |.|'|[.,‘|| |'|'|l\l\|."|.'"[tlll_"l'|1.| I:.'I'Ill ]L_'.E]l?l._' |.||_1|1 I!,I'I'Il'l
don't wanr any of their ripmarole, bur you no longer
have anywhere to turn. Fear keeps you from going
autarkis, the Camarilla isn't your bag and you sull
think rhe Sabhar is insane. 10s 0 lonely world for vou,
but the alternative isn't any more comforting.

Clan: Lasombra

Mature: Rogue

Demeanor: Rebel

Generation: 15th

Fhysical: Strength 3, Dexterity 3, Stamina 2
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Social: Charisma 4, Manipularion 4, Appearance 2
Mental: Perception 2, Intelligence 2, Wirs 3
Talents: Arhlerics 1, Brawl 2, Dodee 2, Intimida-
tion 2, Leadership 1, Srreerwise 1, Subrerfuge 2
Skills: Animal Ken 1, Drive 1, Firearms 2, Survival |
Knowledges: Academics 2, Computer 1, Luw 1, Lin-
guistics 1, Medicine 2, Science 1

Disciplines: Dominate 2, Porence 2
Backgrounds: Conracrs 2, Resources 2

Virtues: Conscience 2, Self-Control 2, Courage 3
Morality: Humaniry 5

Willpower: 3

Hoowlup

Background: At the center of every underground
deal, whether a black-market weapons buy or a simple
I1'l1_¢ll'l‘|'lilllull l..'.‘u..'hﬂl‘lgﬂ. SOMCONE s l'-]'c1|-.'_i_-r]|'|§_' the '.Il.-
fair. In the world of the Kindred, havinga good hookup
is all bur vital. Fixers and networkers, hookups don't
want to get their hands dirty themselves. They just
know all the right people and can put a Lick in conrace
with them for the right price. Among the anarchs this
i5 an especially prized abilicy, as it's the Camarilla's
stock in trade and hookups level the playing field
somewhar. The best hookups are even on at least civil
rerms with Cainites of whichever sect is dominant
f :-I.':Ji]':.'. LLHUWLII_*_: interacrion berween those VAT LIES
omn something other than a physical level.

Image: Nobody trusts someone who looks skerchy, so
the hookup keeps herself in current clothes and in an
unparalleled state of cleanliness. Her eves and ears seem
constantly in motion, so as to hear who just came in the
room or sée if that's who she thinks it is over there.

Roleplaying Hints: The anarchs have your sympa-
thy because you've played this game on the
Camarilla side before realizing thar the elders and
their pet childer already had all the prime rerrico-
ries and contacts tied up. Here among the anarchs,
things are more egalitarian. You only have ro deal
with politics if you care about politics, and its the
same tor every interest. It's not all part of some
great Jyhad the alders pull all the strings to. Thar
-“.li.llLJ. '|'|'|:'I.L']'I. ",.'l.:IlIII'I.:'. f_':'l"li_'lk‘l A soamnct ||_i|_;u 'dll'Ll :\:|'|[||"|'!| ...|1|'

wants you to help them, it's only fair that they
should pay your price. It's the modern nights and
capitalism is king.

Clan: Assamite

Mature: Survivor

Demeanor: Comperito

Generation: 13th

Physical: Strength 2, Dexterity 3, Staming 2

Social: Charisma 4, Manipulation 4, Appearance 2
Mental: Perceprion 3, Intelligence 3, Wits 2
Talents: Brawl 1, Dodge 1, Empathy 3, Expression 2,
Srrectwise 3, Subterfuge 3

Skills: Crafts 1, Eriquerte 2, Firearms 1, Perfor-
mance 2, Security 1, Srealth 1, Survival |
Knowledges: Academics |, Finance 1, Law 1, Lineuis-
Tics ], [._‘-"..'L'ljh l

Disciplines: Celeriry 2, Obfuscare 1, Presence |,
uictus |

Backgrounds: Allies 1, Conracrs 5,
sources 3, Status |

Herd

Re-

Virtues: Conscience 3, Self-Conrrol 3, Courage 3
Morality: Humanity 6
Willpower: 5
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Until ave stare to male a move,
to make a few things right,
Yo'l newer see me wear a suir of white

—|ohnny Cash, “The Man In Black”

The ruck and run of anarchs belong o the
Anarch Movement for a concrete reason. Anarchs
want a chance to make their mark on the world, o
escape the abuse of their elders, to enjoy the rush of
their vampiric power without the stifling restric-
rions of the Masquerade, If they manage to survive
a few years or decades and can find a way ro legini-
mize themselves, they'll probably settle down as
hoch their mortal and vampiric natures urge them
ro seck stabiliry.

But not every anarch is such a casual participant,
made a part of the movement by circumstance and
coincidence of their desire with the movement's ide-
ology. Some few anarchs have penuine commitmenrs
to the movement, and they provide its ideological
spine and the power and stability that make it a fixoure
in Kindred sociery. These two groups are elders and
intellecrual ideologues,

E1pERrSs

Not every anarch in the movement is a fresh-
blooded neonate new to the night. Some anarchs
are old. Indeed, many of these elder anarchs were
known as furores in nights long past, a Latin term
used ro mean “rroublemaker” or "punk,” who led
the Anarch Revoltand, in many ways, catalyzed the
formation of the modern sects, Those who wished
ta follow the eld traditions formed the Camarilla
and reaffirmed the customary laws of vampire soci-
ety through the formal recognition of the Traditions.
Others, whose rebellion had taken on a quasi-
religious character, formed the Sabbat. Althoush
many prominent vampires of the time — especially
those trying to found rheir own sects — attempred
to hold themselves neutral from rhe newly formed
Camarilla and Sabbat. However, it became clear
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over time thar these two sects were to be the future
of vampire sociery in Europe.

Yer some did not, Some of the holdours were
simply so old and powerful thar they saw no need ro
aetinvolved in the new sects. Most of these holdouts
wrote themselves our of Kindred sociery, dropped
into obscurity, legend and torpor, and became the
[nconnu. Orhers, includine the infamous Robin
Leeland and many others, felt that neither sect
actually answered the problems, so they remained
aloot from both. They were alienated from political
saciety by their years of rebellion or penuinely intent
on pursuing their own agendas. These vampires,
many of them quite old ar the time, formed the core
of the Anarch Movement (such as it was, having just
had most of its members co-opred by the newly
formed Camarilla and Sabbat),

Since then, some of those elders have died or
}".lh.‘ﬂ‘LE INCO VAsE forpors that removed them from the
scene, but others have remained. Others have juined
them, late converts o the anarch cause or anarchs
grown old in the service of revolution. Althoush
they are far from numerous, these elders are critical
to the movement, both in its organized aspects and
more generously, by lending it an air of power and
legitimacy in a society of creatures who grow in
power and rank themselves according to age.

E1per CAcHET

The presence of elders in the Anarch Move-
ment gives it at least a facsimile of respectability
and allows the Camarilla to imagine the Anarch
Maovement to be something of a genuine, rather
than de facto, Camarilla auxiliary, Local elders who
see anarchs acting in an organized fashion are much
more likely to bring them te the rable than ey to
just wipe them our, because there's poing o be an
automaric assumption thar thar organized activity
comes at the behese of some elder in the movement.
How many princes want to provoke a war with
elders of comparable or greater age! How many
want to risk meddling in the affairs of someone who

might he a silent ally of their own patrons, or who
may have connections that are! It's easier to just
turn a blind eye or chase the problems off.

And the elders don't just distract the princes and
the primogen of the cities that anarchs frequent.
They also keep the scourges rreading lightly. Some
scourges are picked because they're sadistic bullies
'I‘.'.lll\l'” 1]‘”_ |3:.|||.LL' '-"'l".ll\_l |']4_:|'|_1L.‘p1_1'- r:-i[.E'!“‘_'r 1'\{;{ 'l.‘.]ll']l'!ci]r
The tacr that the primogen wouldn't support her
actions won't save anyone's unlife, becawse the
scourge is possibly too busy with her duties to have
developed a broad view of vampire politics. Fven if

she does cross the line in a way that the elders can't
accept, the prince and primogen always have the
option of just disowning her. Afrer all, part of the
reason the scourge was picked for the job is that
nobody would mind if a Lupine killed her or she
needed to be disposed of expediently. Not to men-
tion the fact that if the scouree hides the bodies well,
nobody is likely to even suspect her of a killine

=ince the scourge has so little top-down account-
ability, something out in the streets must prevent her
from abusing her power. Often, thar something is the
chance that the vampire the scourge rolls up on may
not be a thin-blooded neonate on the run, but a 7rh-
generation Brujah who's been undead for 227 vears. A
scourge in that situation wouldn't worry thar said
Brujah will complain to the prince abour whar she's
done, bue that he'll twist her head around backward
and pull it off. Sure, it"s unlikely, but once a scourge
becomes aware of it as a real possibility, it certainly
changes the sitwation.

This might not change things very much, if it
weren't for the fact thar a Lot of the VALTLPIrES who end
up becoming both elders and anarchs have some very
imporant reaits in commaon. First, unlite as an anarch
s hard. Elder Kindred who became anarchs early in
undeath and survived into the modern niches have
seen a lor of contlict. Scourges who step too quickly
are unlikely o challenge them twice, one way or
another. Even in a profession stereorypically re-
served for sociopathic Gangrel thues, word gets
arcutd, HE{_’.I’.'I["ILI, elder anarchs are ;1L'|_|l_|;[1,.' aware of
how important their protecrive aura is, hoth to pro-
tect their fellow travelers and ro hold the movement
together. Withour the feeling that vour brothers in
arms are out there puilin_s: their weight and warching
vour back, there's not a whole lot of reason to keep
fighting, Luckily, it's the mortal (and Kindred) con-
dition that a little hir of acrion grows a lot bigeer in
the telling. Anarch clders have and conrinue ra
listen for reports of serious abuse and genuine dan-
gers, and rhey take action against such theears, Few
anarchs of advanced age fail to remember a time
when abusing an anarch neonate anywhere west of
the Rockies could just mean you had a hearr-ta-heart
conversation with Jeremy MacNeil or Smiling |ack
r]‘<l| t“r]‘ll:l.l ':.-'I:.'F'.l f-UI.II' !'l'{]]’ﬂt"[l ||r|.:||'l§ 'dl]l.[ OS5 You ':.";,H.Il-
tangs. It didn't I‘|i1[."}"|_"l1. to everyone, but it |:5;gp[:--;:nc._1:
toenough Kindred char the amarchs of the American
West had some room to move.

MacMeil 15 rumored ro be dead now, but Smiling
Jack is still out there, and he's hardly the only elder
anarch to ever throw an unpleasant litrle surprise
party for a scourge or sheriff who stepped too far over
the lite.
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ELDER PDOWER

lts senior members don't just ht‘lp the Anarch
mMovement |‘:-:,' lorok mng impc LI TIOW and AZaln imn a
sort of Potemkin show of might, They genuinely do
things as well. Robin Leeland verifiably found a way
to bail ?“1"1'.L.'Ilk'fi1u Foccart our of the clurches of the
Inner Clircle of the Camarilla. Elder anarchs have
their own polirical and economic influences, their
own relationships with their contemporaries and
agendas quite favorable to the younger members of
the movement. Their wealth helps keep many younp
tehels afloar. Their power penuinely shelrers the
movement, ot from the local scourge, bat from the
Inner Circle, whose justicars and archons could eas-
ily make unlife significantly less pleasant for the
anarchs of Europe and America. Their commirment
to their ideology and their persussive powers give the
Anarch Movement asense of history and continury,
az well as a magnerism thar no number of neonate
firebrands could lend ir.

It's easy to ask why elder anarchs could have any
influence ar all atter all they are the self pro.
fessed enemies of rthe sects. How can they possibly
survive! 1'»“:]‘1& would ANy O \_]i_; ;1;11:'lhi1'|.|_§ |t1_|t hunt
them down! The answer is that soulless Machiavel-
lian political machines aren’t fizhting the War of
Apes; sentient beings are. There is a term for the
moment when a vampire is completely without
human considerations, and that term is “wassail ™
The arzument behind the Anarch Movement is
simple and egalitarian. While it is only since the
Agre of Revolurion that these |_‘|1'a|lq_1~¢-:_i-]_'.~l1i|:5 have
made strides toward establishing themselves as uni-
versal in the world, there has never been a rime thar
humanity didn’t find them compelling (if impracri-
cal) arguments.

These vestigial but nevertheless indispensable
humane l'lL"””L'IH-"' Are ‘L'l.'hill' elder anarchs lean Lo
and exploit in their ancient peers, painting the
yvounger generations of anarchs as “like us as we
were young,” “merely following their naoural urges,”
and “a problem for one’s grandchilder.™ It is plain
that the anarchs are far more closely attached to the
Camarilla than to the Sabbat, and this s why.
Cynical and self-interested as chey may he, the
elders of the Camarilla are still ultimately crearurcs
of human origin.

This is the great victory of the furores and the
Anarch Revolt — that one of the sects recopnizes
humanity and human moral codes as indispens-
able. This goal was never one pursued for Lts own
sake, but for the sake of preventing the abuses
that previous vampiric moral codes facilitated.
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Although it has withered greatly in the modern
nights, as its advocates succumb one by one to the
animal roar of the Beast, it was a grand eXperiment
in 1ts time, and one that still continues to benefit
anarchs ronight.,

Yer the elders of the Sabbar are somerhing else
entirely. heiranswer to vampiric excesses and moral
weakness was nar a renewed commitment to human
virtue, but the development of a ritual structure that
made the concerns of the self secondary to those of
the sect. In theory, this structure protecred indi-
vidual vampires by making the sort of self-serving
abuses that rypified the period before the revolt
impossible. Whatever the reality may be, there is no
room in the sect as it is practiced for heterodoxy or
individual rebellion

Most of the Sabbat's elders cling to sentience
through the strength of carcfully cultivared, arrificial
passions. These Pachs are ultimarely cynical seruc-
tures, developed specifically to allow the practicioners
to bear their slavery of an eternity of hunger, They
have no room for weaknesses like a yearning for
freedom, for to dream of freedom 15 to loosen.one'’s
grip on the Path. Those elders who support and
protect the anarchs find that their arguments for
tolerance carry little weight wich those who lead the

Sabhbart, and thus it is that young anarchs find the sect
openly hostile to them.

Frper MoTIVES

Wise Kindred can cite a variety of reasons that
clders support the Anarch Movement. Some are
self-interested, some devored, some simply don't
know any other way of unlife. What follaw are
rough descriptions of the most common reasons
Elders involve themselves in the movement. The
truth is, mostelders will have more than one reason,
since it's difficult not to have complex motives as a
normal mortal going through nightly unlife. The
motives of someone with centuries of history and
influences are going to be so camplex as to be
opaque. When looking at these motives, don’t say,
“Which one of these is the elder pursuing ™ or even,
"Which several of these is rthe elder pursuing”
Instead, ask vourself as you go through the list,
“How much of the elder's reasons for supporting the
movement consist of these motivations ™

CANTSTOD M¥SELT

Yo have I'-'T'l:lil‘l_::'hl' me here [0 dansiwer JI’:-n" my
crimes. I will tell you this — I cannat cell you if whar
| have done is wrong. | have strugsled asamse the
elders of my kind for so long that they have becomne my

Motrvesann Biners

Elders don't just come in “anarch” and “anti-anarch” flavors. Any story featuring anarchs is SOINE Lo
have “straight” elders opposing them or playing as foils, Dealing with ideology and revolutions and
rebellion in aserious way means really examining the psychology of the people who oppase i If you want
rogive the opposition any depth, they need to have a reason to exist other than “the game would be boring
without bad guys.” The Anarch Movement has some very valid paints — it sucks to be a neonate, and
it sucks a lot. Why does the elder not care? Certainly some will fall directly under the “eynicism” heading,
hut nor every elder shauld. If you want to see any real dialogue between the players' characters and
Storyteller characters in your game, you have to make some elders more than self-interested hastards
erowing far off rheir ippression of the voung. Otherwise, there's no reason for the plavers' characters to
talk ar all. They should just let their guns, twin karanas and trencheoat-hidden dynamite do all the talking

and be Jone with it

A good way for Starytellers to think through elder opponents is to evaluate them with the same
system provided to help understand anarch elders and their motivarions. After all, if it describes the
TEds0ns somenne IIH;_,"l'l[ be involved with the anarch CAse; 1L mst |1g:gg155;:|r[i? describe the reasons p;hv
they would reject it. Go down the list, and for each possible mative, ask yourself how it fits the elder.
Does a certain elder reject the movement solely because he is too mentally inflexible to accept change?
Does he reject the ideology, or does he perhaps find some of the people involved so revolring that he
tars the cause with that brush? Is he so satistied with his place in unlife that he sees no reason ro rehel ?
Don't feel that all or even most of these questions need to have negative answers just because the elder
isopposed to the anarchs. An elder might be strongly sympathetie to the cause yet reject the movement
because she has had bad experiences with individual anarchs. She may find individual anarchs

tolerable but see the movement asaw

hole as hopelessly utopian. She might even be ¢ Pen [O conversion

it confronted. How will characrers deal with it when someone they think is their sworn enemy really

does listen to reason!
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peers. I would wager that some of vou who sit in
camera 1o judge me tonight, who call yourself elders,
are vounger than my pun childer. I cannor answer
jrom my heart that what I dois right, either in the eves
of Crod ar in my own eves. My fight has come 1o define
me, and [ know of ne way [ can step back and ask
meself if what | do is just or vight.

[ do nor expect merey from you, and [ never have.
This is not a plea for clemency or a confession, but an
absolution . In my hours af captiviey, knowing the fare

thar muaits me, 1 have come to understand both myself

and my enemies. | know now why you could never
diccede to our demands or compromise awith us. Youw have
fovgotten how, [t's fust as well, [ believe [ would have
refected your overtures, having forgotten how to accep
them. | fustwant youall to know, whatever T may showt
as the sun burns my ancient flesh and bones to dust, that
[ forgive sou all.

Kindred grow more and more set in their ways as
they age, and anarchs are no exception. Many elder
anarchs remain with the movement hecause ic's the
only existence they know. Storytellers should keep
in mind rhat many roads lead ro stasis. Just because a
vampire varies her nightly routine comstantly and
never feeds in the same place twice doesn't mean she
has escaped the grasp of age (although she may think
that she has). Paranoid unlife as an underground
soldier — constantly on the run, forever in fear and
always ready o strike out ar a hated opponent — s
as staric an existence as that of the elder who rises at
precisely the same time every nighr, dines in exactly
the same fashion and follows exactly the same rou-
tine. While the guerrilla's specifics vary from night

to night, her modes of thought and her ways of

approaching the world are as narrow as those of the
more malaise-ridden elder.

While the degree to which this is true varies from
one elder to the next, it is at least somewhart the case
in almost every anarch — or elder — who is more
than a century or two in age. Obviously, no elder
seriously involved anything other than the contents
of his own head is going to be a torally static enriry.
The conflicts berween ancient vampires are played
for keeps. Regardless of whether the elder is a player,
pawn or both, if he’s survived for more than a few
years, he's going to be at least flexible enough 1o
adapt toshitting politics and power contlicts. Where
inflexibility will show most is in a vampire's inability
toadapt to gross changes in her circumstances. It's far
more likely that an elder will understand compure rs
ortirearms than women's liberation or the trivmph of
democracy. Using a phone is a simple process — you
pick up the handset, push the buttons and ealk to the
person on the other end. On the other hand,

worldviews are much harder to shake off, A revolu-
tionary elder Embraced in the 18505 may never really
understand why a revival of the Communist
Internationale wouldn't be a viable option in the
modern nights.

SUDTEN CONVERSLION

When I tell you that I have allied myself with your
conse, vou will not believe me, and | cannot fm me you. |
have '1I(.ITI|-:t'r.r against you in the past eamd caused you grear
anxiery and no few losses. You, llewise, have caused me
no small degree of suffering. You have destroved owo of my
childer. 1 have killed several of your brothers-in-arms. It
would be umderstandable for us eo develop an unremitting
enmity. [t would also sevve the system that vou, and now
I, fight agoinst.

I have heen n'urlkl';lu:. I have been meditating om the
deaths af my childer, and have come to a conclusion — you
are correct, Looking ar the deaths of my childer, I realize
that their murders ave my fault. Neither of them would
have been muolved with the fightng had [ not ordered them
— persuaded them, ovdered chem | ultimatety forced them

to be invotved, [ sed them as o Wols, o N have .;'h.:n';‘l:_'.J
that the old amoeng the Kindred do to the young. They were
my foot soldiers, pushed forward to lead my phowls while [
Hr.ﬂ'u.{ ﬁeljn’!i hack at Ty ||1u| n. |I.|!I|_‘| were shock oo s,
and though T felt loss ar their death, the v hadd ultimarely
been expendable pauns.

As each died, 1 thowughe, “Better her than me.” This is
also as you say. And the struggle mawhich they died fighting
was not @ hevorc one . They died [1’.:u]|f|ir edfeTnfis to stnesh
your movement , largely Eumm._|:r._mL1n|;fcmhmummtu
and the mterests -:_Jfﬂh Jeers, If At some sun face ,lmn}ruz-
tiem over protecting the Masquerade, but really, it was just
0 sell the matter to the young. We never even really
u.mfmrrt:*rf ti Jtn’gurl}fm.

It occurred to me two nights ago that the sacrifice of
my childey had been very efficient, They had inconve-
mienced you and then, by dying, vemoved an asset you
could otherwise have recruited and twrned agaimse me,
thus aking them the best of all possible sacvifices. |
realized thar I had considered this, in passing, as [ sent
them to their deaths. It was several howrs later, after
comeluding that suicide was not my enly option, that |
dectded 1o join your vanks. You could kill me, and |
would not be uncomfortable with thar. After the mur-
ders of your companioms and my oun childer, T would
deserve [, However, 1 would like a chance to malke
amends, if you would have me.

Mot every elder is a machine, laying out end-
less manipulative schemes without moral qualms
or second thoughts, planning yvears or decades in
advance and treating other beings as pawns and
pieces on the chessboard of his feuds and rivalries.
Thar is cerrainly the endpoint of many Kindred's
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existence, but it i3 a degeneraced state. It is a
condirion of the very old, many of whom are soon
Lo wassail.

Elders who are not at the end of their exist-
ence, and who still possess tuncrional psyches, are
vulnerable to the arpuments of the anarchs. Again,
this is the triumph of the Anarch Revolr: The
Camarilla accepts at its heart a philosophy, the
Path of Humanity, that admirs the worth of the
individual and leaves aplace for the validity of the
anarch philosophy. If a vampire is a member of the
Camarilla, he almast certainly follows the Path of
Humanity, and all but the most degenerare follow-
ers of thar path are at leasr porential converts o
the anarch cause,

Obviously, nor all elders will care. Some have
degenerared so far that they possess only the most
rudimentary conscience. Others might disagree
with the anarch cause because they are selfish,
because they find the anarch philosophy impos-
sible to implement or because they simply reject
the thinking behind the Anarch Movement, I
isn't important that they agree with it, bur that
they could come 1o accepr ir, and, given enough
exposure o i, a few will.

These convertaare both the best and worsr s s ot

ders. Thev're elders, so they're probably quite com-
petent at something. As former middle- or
seniior-rankers in the Camarilla, members understand
how the system operates, both specifically and in
;__’L'!'l{‘.m'. "l’l:%l]':,-‘ .'al:-iH |‘=.|‘»‘¢" luﬂulrm_'l.', [power, L']'u]\h-[_
ghouls and every other possible asset they could.
They're converts, and so they probably have n convert's
fervor 10 use those resources in the service of the
mowement. Those are the sood parts.

The bad parts are numerous. Obviously, they
might be faking it, and thar barely notes discussion
because it’s really just thar obvious, In addition,
they're elders, and they're used ro being in charge.
They're probably going o ey to try o steer the
operation themselves our of habit, Even if they're
qualified, their atrempts will probably cause a great
deal of friction in an organization as personality-
focused as a cell of political activists and rerrorists.
In addition, it frankly isn't the kind of job they're
used to. The rules and wols of the game are differ-
ent, and they're going to be prone to amateurish
mistakes especially if they're as set in their ways as
most elders are.

Additionally, rhe elder very well may have
broken off contact with rthe Camarilla in a dramatic
tashion, as people secking to start new chapters of
their exisrences are wont to do. The way in which

&
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he does so might be as inconsequential as an “I'm
running away to be an anarch” letrer to the prince,
or it might be something so horrifying chat ir lands
him on the Red List (such as diablerizing several
primogen, or something of that sort). The danger
there lies in the fact that his new allies may nor
learn of these misdeeds until Thea Bell or Madame
Guil shows up with the goon squad. Finally, the
elder may not be in the most psychologically stable
condition. As someene who has just decided ro
throw away hundreds of years of experience for a
new start, she has the porential to be a dangerously
unstable person. The revelarion that drives her may
be anewly emergent death wish that she's sublimat-
ing through political “suicide” and joining a hopeless
cause. It could be vast puile chat drives her into
rorpor or wassail. She could be sincere but experi-
ence second thoughts and betray her new allies.
Whatever the Casg, she's a ]'\nv.-'l.':rflﬂ and d;in;‘[cn]uw
being up against her psychological and moral limics.
People around her, including her allies, are going to
et hurt frequently.

[Purery MeRCFNARY

Why do | support you? Because | want profit and
power. Oh, don't act shocked vou do, too, The
difference between ws iv you feal entitded to it whila |
actually earned mine. You couddn't be hothered to butter
upryoursives or play by the rules that our sociery has evolved
over centuries. You decided 1o et out and try to make a
bewer deal loose on the owside. It's cevtaindy a leginmate
tactic. ['ve reaped my fair shave of profits by proving it was
better tn have me in the tent pissing owt and ail that. | find
i amusing and bvitaring sometimes thar you lie 1o FEHAT -
selves so thoroughly abor the mechanism you're wsimg 10
achieve your ends.

Sohere's my deal — and, like all deals, everything is
open o negotiation. You are an army. Not a very good
one, but an army. | have enemies, Mare specifically, [
have an enemy. We'll discuss exactly who a linle later, if
you prove agrecable. | assure you, vou will not hesiate to
make him your target. [ would like for your army to harass
and inconvemence my enemy. Kill his moral lackeys.
Shauer his assets. Inconvenience his childer. In shor,
distract him. Dvaw his attention away

| assure wou, your thrusts will be well aimed,
because I will be feeding you data about your targets,
and both of us want you o profit from yoer serikes
While vou have him focusing on his physical securicy,
I awill be active elsewhere.

As for how you know that I'm net betraying you,
that’s an mrerestmgguestion. Rather than SUETESE Some -
thing and lookmg like T had a plan alveady in mind, 'd
lilke to see what sort of bona fides and guarantees you
would accepe as valid. Obviously, T can't promise you

everything, but I think if your vequests are reasonable, we
can prohethly reach an arvangement

Some elders support the anarchs withour the
slighrest concern for their ideology because it's prof-
itable, in the long or shorr rerm, to support them.
There are as many specific reasons as there are self-
interested elder vampires willing to open their wallers,
their arsenals and their networks of contacrs o
younger rebels.

Some elder members of the Sabbar funnel re-
sources through the anarchs inan attempt to harden
Camarilla opinions on the group. By making them
mote dangerous and vulnerable o being used as
puppets by the Sabbat, the Sabbat leads Camarilla
elders who might have been willing to turn their
heads ro a cerrain amount of youth activism inro
crackdowns agamnst the anarchs. This repression
absorbs Camarilla resources that could be spent
against the Sabbar as well as lessening the pressure
that the ever-hungry anarchs themselves bring to
bear on the Sword of Caine. Elders with irrational
hatreds of the Anarch Movement sometimes un
derrake similar campaiens, arming anarchs and
making them serious threars in order to have an
excuse for reprisals.

Orther [“lii‘ll‘l:‘w are ||.':i:i tortucous i their |u|.:||:
Anarchs are hostile toward elders, in need of allies
and resources, and often willing to lash out at any
available targer. For elders willing to sell their
fellows out ro porential allics, these qualities make
the anarchs a ready-made fighting force — espe-
cially if the elder is shorr of physically ralented
allies. They can be used ro harry and distracr the
security forces of other elders, to artack high-value
rargets and even for black-bap jobs, assassinations
and other sensitive tasks if the anarch band in
question is particularly skilled. If the gang is mobile,
so much the better: The deed is done and the
perpetrarers are gone, off inro the sunrise with their
pavment [orelse their disappearances are much less
likely to draw notice).

The pood parts of the situation are thar it makes
resources available to the anarchs, and it hures some
elder somewhere. The problems that arise are the
problems inherent in any torally mercenary arrange-
ment, The elder has every reason to want her minions
to die. With one berrayal, she can avoid payment,
eliminate evidence, deprive her enemies of a pur-
chasable resource that she has just jammed inro cheir
taces as an avallable asset and remove a threar ro the
sratus quo. Also, this sort of artangement can casily
be a sting operation or ether provocation. The elder
needs provide no especial puarantees, needs not
operate in close association with rhe anarchs, and is,
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e face, openly sending them into danger, If the elder
i guestion is inrerested in destroving the anarchs
rather than accomplishing the task she advertises
herself as seeking to accomplish, there will be very
lietle evidence of the fact unril the last unfortunate
moments af the berrayal.

Her pivc O CompatRIOrs

I can't keep helping vou this way. You know that,
Yvengy. We have been close for many vears, and vou
have done many things for me. When 1 was poor, vou
gave me shelter, money and tevritory, When | was a
NOL Lick who nobody 11-5,‘.&-..-:;-&. JOH Fave me II‘Zl[‘.-I'-EH'-;‘:If.
support and free roam of your domain, You saved my
unlife, and not just eomce. There isnoway | can repay vou
for these things. Our kind, we measure out favers like we
were hartenders 'i',r the L'ilk'ﬁlr.'l{:'.‘.;[ WL, ET_"L':':FL_E 10 arn aur
maomey's worth for every dram. 1t has not been like that
berween us, but the [.ﬁerl;ﬁ YoHL m‘l'(. ll'l-:} ATE SOTetnes
toa much for me to accomplish.

The opmions of the others | can alter, 1 can urge
restraint, [ can even atd youwith funds , with guns — chese
things mean so Lietls 1w me, c.lcg:n';"an![}.' when Jﬁej e et
to one such as yowrself, my elder, who lifted me out of the
purtey. Whar do 1 care if vou disagree with the old men in
Venice! They ave not my friends. They have never fought
i ghost for me.

But when you asl the locations of havens, the names
and faces of ghouls, physical deseriptions. 1 cannot give
these things to you. Some of these people ave my allies, mx
twers. I donot love them as T lowve o, friend, but hlu_“.\'
are nevertheless people T cannot betray. For some of the
others, [ cannot dare. Perhaps if it was some ultimarte
plan after which I could give nomore, but | cannot beerasy
these people and continue, The political consequences, if
they were even to suspect that I had given sou this data,
are oo damming,

| have grven you what I can, Please — do not ask so
many of these favors for me. Take cave that none fined out
where it comes from. If I am discovered, not even my
positiom will protect me

Some of the elders who aid the anarchs do so,
not out of greed or polirics, but our of loyalty and
love — for erstwhile fellows and paramours whose
relationship transcends the differences of sect and
p|‘i1'|n"~u|?]'|'g. and makes rreason and |'-|:|1",|"',|| Con-
scionable acts.

Maost of the elders who support the anarchs in
this fashion are acting in support of vet-older vam-
pires, ancient anarchs who have ried more youthful
peers w them throupgh service, love, lovalry or rhe
chains of the blood bond. Most of them are allies of
only the most limited sort. They are the station-
keepers on the underground railroads. They're the

sheriffs and scourges who are willing to turn their
heads at a critical moment. They're the influenrial
voices in Kindred policy toward the anarchs who
argue for moderation out of respect or love for a
vampire on the other side of the social contract.
Other elders are repaying prestation debrs, and they
can offer much greater assistance in the short werm,
by providing muscle to nepate a life boon or other,
less formal deb.

The downside of these allies is that, other than
those tied by the blood hond, they do whar they do
tor willtul reasens of the hearr, Their concerns are
noet global, and their support is not for the anarch
cause, bur for some individual involved with it {or
]H:l'|li{|"l‘i- even for a coterie of old COMPanions ). If
those Kindred die or leave the movemenrt, then the
elder's support evaporates, and other members of the
movement teying to pet something are likely to find
their reception a cold one. Also, the aid typically s
amatter of an existing relationship, and few Kindre
are happy when rhey feel rhar they'te being used as

ErmBrACING Your Inears

Some Cainites speak of a popular myth thar
the anarchs frequently Embrace mortals whom
they find to be ideologically comparible, so that
the target of the Embrace can “continue the fight™
beyond death. Listening toancillae and primogen
whisper among themselves, one can hear allega-
tions that morrals from Karl Marx to Ulrike
Meinhot were brought into the fold in this fash-
ion. Few such ramors are true.

Maost anarchs, especially most modern
anarchs, would do nothing of the sort. To do so
wold be just the sort of unethical abuse that maost
mnembers of the movement despise. That doesn't
mean that some of them aren’t hypocritical enoush
to do it themselves, just that it happens less often
than is sometimes alleged.

The widespread and persistent rumors to
the contrary have been repeatedly traced to
individuals who are known to have acred as the
paid agents of the now-destroyed Nosferatu
Justicar Petrodon. The justicar was famous for
his use of his position v carry cut a crusade
against the Anarch Movement — a cause for
which he possessed an enthusiasm bordering
onchsession. Hisagentsapparently spread these
rurnors for a variety of purposes, mostly to imply
that the anarchs were irresponsible wirh the
Embrace, thus casting doubt on their judg-
ment. Although Petrodon is dead, his tumors
outlive him.
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decoys or asked to sacrifice their existence, status
and income for someone who only seems o care
ahout his own goals. There's only so much a fellow
can oive before the relationship erodes.

In addition, using fellows has a distinct disadvan-
tage. Acquaintanceship is penerally a public mater,
and one of the Kindred who is known to have conracts
in the anarch cause s unlikely to be given access to
information and materials that can aid those anarchs.
This is precisely because she will be tempted by her
relationship to do so. Any sertof intelligent decision-
maker will cut her our of the picture if he knows of the
relarionship. Even if she doesn’t betray herallies to the
anarchs, asking her to roll up on her pals will hardly
halsrer her morale.

INTELLECTUALS

Bur the Anarch Movement isn't sustained en-
rirely by its elder members — far from it. Although
they often seem o exert great influence, they are, in
fact, somewhat secondary to the actual cause as
practiced. Most of the movement's most prominent
elder supporters are far too well known and closely
warched ro be all that useful. They're esteemed
mouthpicces for the movement, and their influences
Liold the Camarilla back from open hostilivy. Yet to
the anarch on the streets trying to make ends meet,
they're either distant idols or just another bunch of
stuffy elders wrapping rhemselves up in an ideal ra
fool ones younger than they are mto doing their
hidding — possibly both at once.

The real, popular heart of the Anarch Move-
ment on a night-to-night basis is made up of its
inrellectual proponents. These are the thinkers, the
idealists and often the oreanizers of the movement,
and their words and deeds add impetus to the cause,
They are the cormerstones of the movement on the
local level, because they are able to articulate the
plight of the average anarch in writing or the spoken
word. Withouwr its idealists and motivarors, the move-
ment would be less than noching. Ir would be as the
furoves were hefore their rise, a wave of disconrent
withour center ar motive. These disenfranchised but
unorganized young Kindred would definitely be a
problem for sheriffs and scourges (and possibly a
threar to Kindred sociery as a whaole}, but ro the
vampires in power, insulated behind cheir childer
and advantages, the angry young non-anarchs would
he no threat at all.

IpeNTITY

The maost eritical role of the Anarch Movemenr's
intellecrual cadre is the creacion of an identity for

the group. Withour a creed or a group or a hope to
latch onto, a disaffecred young dropout from Kin-
dred sociery is just another autarkis. She doesn’t
even have a name for her condition or a way to
differentiare herself from a vampire who has volun-
rarily left the fold out of a desire to be alone. Unless
she herself can articulate her dissavistaction suc-
cessfully, she is robbed of her ability o dissent,
because she cannot say precisely what ir wrong. By
expressing their own discontent, the movement's
intellectuals help inform other members of Kindred
society that they are not alone. This is the mos
imnportant role of the Anarch Movement's intellec-
tuals — ro rake discontent and give it a name, and
make it something that can become a part of an
individual’s identicy.

This, more thananvthing else. is why the mouth-
picces and pamphleteers of the Anarch Movement
are despised and hunted by their elders, Without
their influence, the anarchs would be a minor proh-
lemn — a matter for a little hard-handed justice from
the local sheriff and perhaps the errant vampire's
sire. With the addition of a violent revolutionary
philosophy, every unhappy neonate becomes a po-
tential assassin,

What is generally considered worse is the “se-
ductive" effect of the anarch ideology. This is the
idea thar the dutiful childer will be cxposed o the
anarch iu.]l:u[n_f_r,y and have their lovalties o their sive
and sect eroded by poisoned words, The truth s
obviously aslippery matter, The anarch philosophy
can have the cffect of encouraging vampires who
were not content in the first place 1o throw over
exploitative or abusive sires. It can even make o
vampire who would never have thought to be un-
I]::||_||_1',; with his situarion realize that he has reason
to dislike his plight.

However, barring the use of Disciplines, anarch
thetoric doesn'treally “create” new anarchs so much
as pives them a word for how they already feel. Efforrs
by wvarious elders to suppress anarch mouthpieces
have sometimes proven successful, bur they have
more often created martyrs and legitimized anarch
rhetoric. Most elders are somewhat ham-handed in
their suppressions, and the guelling of anarch pha-
|(1‘51.J'|.3I'||'."|'5' [ L3 L':I!'i]'r LilL"l.:I Illi.'ll:l-[. 151- |.I'|L' !.I.L[ |||.|1 |]|L'
anarchs are right. The most successtul methods of
dealingwirh activists are arranped coincidences (such
as visits by local vampire hunters) or murders by
|.‘-'==!l:'l'l'5.'.'j llT'lE'L'li(Hu'l."]'l. L.I]'lt“l!l'l'l.ll['l.:'lll.'i'\:f' I‘.'l'l |I1L' L'!-&.l!’.'l* |"'L"
hind the death squads, anyvthing that kills a political
activist is automatically suspicious, particularly if
several such "eoincidental” or “accidental” deaths
[aln(sa iy u-"il]l.c:ul much time berween them.
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GoALs
Beyond an iL'!I|<11il1r_: the concept of the *anarch,”
the intellectual has a second role — a much more

demanding one. Having given the discontented an
identity, that identity must then be given a goal. If
there is injustice, the next question is, “How is thar
injustice to cease!™”

This point is, quite frankly, the one on which
the anarch philosophy is rraditionally the weakest.
It has never really articulated a coherent plan for
the reformation of Kindred society that has been
penerally ilet‘j*tcLl. The problem is easy 1o idens i1'"-:'
— the elders hoard the available resources dispro-
portionately among themselves and use their

[Pt 0SOpHY AND THE SABBAT

Evenat the movement's last peak, during the
Anarch Revolr, the actual anarch cause never
really articulared a solution. The results were
traditionalism repackaged and formalized, in the
shape of the Camarilla, and the fasciststrocrure of
the Sabbar, which sprung up opportunistically
from the direcrionless followers of the furcre cause.
The Sabbar offered whart the anarchs themselves
could ot — a negation of the individual,
mystical sense of belonging and the satisfaction of
marching in the invincible army of Caine to slay
the Antediluvians and establish a new golden age
of unspecified churacrer.

This"solution” was comfortingly utopian and
sufficiently far off that few of the early Sabbar
were bathered by the fact that it didn’t acrually
propose a solution. It just enlarged the bactlefield,
extending wartime conditions invo the indefinire
future and postponing the need foran actual plan
for whar would come afterward, Until the battle
was worn, the Sabhar would march asan army, and
a righteous army does not think of the mdividual,
but of victory.

Presumably, this argument sounded a lor
more convincing when you heard it from Sascha
YWykos' lips, but it didn't necessarily have to.
Consider thar the founders of the Sabbar spoke
into a vacuum. Had something been there o
oppose I, it's possible that the Sabbatr might not
have done so well in its comperition for hearts
and minds. Without any viable alternarives on
the table, the only alternative was to endorse a
continuation of the same old system under the
Camarilla. And while reforms were promised,
they were hardly the sort of peruine change
many young anarchs wanted.

v

monopoely on power and feeding erounds o ma-
nipulare the young into doing their hidding. The
movement has identified it, recruited soldiers o
fight it and even won local successes against it. Yet
the actual path roward a more ".qmldhi\_ situation
had never 1'-:':1|l1_,' been drawn out clearly.

This cenrury, it scemed as if that was about the
change. For almost a century, the philosophy of the
Anarch Movement drew inspiracion from the mor-
tal world, From the late 18th century onward,
communism swept away grass-roots democracy in
the vampiric imagination, and Kindred revolution-
aries seized onto the collecrivist philosophies that
seemed ready to reshape the world of the living,
While tew of the inovement's thinkers went so far as
tocall tor general uprisings or attempt to build party
cadres in emulation of mortal anarchism and com-
munisimn, most believed something generally along
the same lines,

The new pelden ape, mose anarch inrellecruals
presumed, would see the emergence of “governing
councils” or sort that
would have a more esalitarian character than the
current social olioarchy,

)
“aroup democracy” of some

Various anarch groups worked to implement
these solutions, and in zome cases, suceceded in
establishing local power-sharing frameworks. Ye
these phenomena were purely local, and they didn't
fit into any larger intellectual framework, rhr_':, were
power-shoring agreements maintained by force of
arms and p{mlt‘. which made them more akin w
armed truces than civil sociey, In no case, however,
was either side happy enough with the situarion o
accept it as the sratos quo. When matters deterio-
rated, fighting resumed.

Attempts at more general revolurion only suc-
ceeded in producing the Anarch Free Srare of Los
Angeles, which produced a squalid anarchy main-
tained by a number of who were really
nothing more than local strongmen. Yer it could
easily be arpued that che less-than-perfecr outcome
of the free stare's revolurion was the result of local
conditions. Certainly, the most powerful vampire
|~n'usun1 Jeremy MacNeil, did everything in his
power to keep the free state exuacely the sore of
HI‘ll-]]'Ch‘g.' it was.

For most of the time between 1900 and 1990,
the philosophers of the Anarch Movement mostly
discussed the inevitability of their victory and
guibbled over the schemes by which rhe utopias to
follow would be organized. It was a heady rime to be
an anarch, and to many members of the movement

and not a few of the elders and ancillae whoe

" 1
I1Z_I'|'U'|'|‘|'
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opposed it — it seemed as if victory was just around
the carner. Yet as the end of the century pressed
forward, the utopian haze surrounding cellectivism
in rhe movemenr began ro dissipate. Morral collec-
tivism was clearly a failing effort — most communist
states were dictatorships or authoritatian oligar-
chies, and even moderately socialized states were
Pogged down with the moribund bureaucracies that
had choked off economic growth. The failure of the
Anarch Free State began to loom larger and larger
as an example, and more and more thinkers bepan
to sour on the millenarian idea that some sort of
social revolution would turn Kindred sociery around
and reshape its hieraric structure into something
more fair.

As a resulr, the last 1O years have scen the
Anarch Movement sorting through a large number
of different possible approaches. Devoted champi-
ons of collectivism hold on against slackening
support, hoping for another chance o implement
their ideals and prove thar smaller Kindred commu-
nities can uphold the egalitarian goals of their
philosophies. A faction sometimes known as the
realists has emerged, urging the members of the
movement to eschew all larze-scale plans and focus
on local L_Emngu. Berween the realists and the col-
lectivists lies a grear gray area, where dozens of
philosophers, ranging from liberation theologians
tor Jeffersonian democracy revivalists, do battle for
the mindspace of Kindred who are unwilling to
commit themselves to one of the two large seces. [t
is a difficult vime for many of rhe movement's
intellectuals, particularly the old guard, because
many of their most treasured AssLMpEions are being
called into question, often under distincely unfair
circumstances. Yet at the same timc, the ﬂ;lhll't"l
Movement is renewing itself as it has not done for
many, many years. Although these internal politics
breed strile, they also breed new ideas and call into
Luesi 5] 15 Assumppl ions that have .‘5'Il.'l':"'L]II'l'I.i|II1_'.\|..!1'II'Il.."'\.|
for almost a century. [t is an important, if somewhat
hecric, timie to be an anarch inrellecrual.

RECRUITMENT

Beyond defining the Anarch Movement's iden-
tity and goals, the intellectuals serve a third critical
PUTEHSE they are also the movement's primary
recruiters, They are articulate and passionately in-
volved with the cause almose by definirion, which
makes them rhe anarchs besr suired ro bring orhers
into the fold.

As suggested previously, it is in this role that
anarchs face the stiffest persecution by the forces of
authority. Most obviously, this is the role in which
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they are most exposed. An anarch cannot just stand
on a street corner and shour ourt her slogans unril she
attracts an audience. Assuming she was willing to
compromise the Masquerade is such a shortsighted
tashion for some reason, even in these |,'I‘\-'L'|'['ILIE_‘|UI_}]_I_-E§_‘|
nights, she would have to stand on the srreet corner
and shout for a Very lﬂ]lﬁ_‘ [ime h‘nr hL‘.I‘ q_‘H]]ri Ler H.‘:IL'I."I
the ears of one of the Kindred.

Active Hecruriment

Therefore, the anarch must seek our her fellow
vampires, observe them for a time to see if they're
suitable, then approach them and atempr ro de-
liver a recruiting speech. The least threatening
way that she is likely to find vampires is to move
through the local Racks, and in doing so, she
subjects herself to the possible scrutiny of the
sheriff andf or whatever vampire claims domain
over the Rack and milks access for presration.
Even if the anarch is not caught making her re-
cruiting speech, she may still be an unacknowledeed
guest into the prince's domain.

While it is unlikely thar the scourge parrols the
Rack fastidiously, an unacknowledged vampire is
still kL||1f|.:<.'T toa presentation to the primce imn all but
the most lax domains. Given her lack of bona fides
and the possibilivy thar the local aurhoriries may
know her by reputation, she may not survive this
experience. An ability to lie quickly and well is an
excellent asset to a recruiter.

To acrually be caught in a4 recruitment is o
terrible thing. Most elders blame anarchs for dimin-
ishing the loyalty of ortherwise faithful progeny, s
the punishments for anarch recruiters are generally
quite stiff. Some may be burnt or otherwise maimed,
while the sentence 1s death in other locarions. In any
case, if it does not yield a blood hune on the first
oftense, it almost certainly will on the second.

This is anot her reason that rhe anarch is most
indanger when he's recruiting, In the eyes of many
elders, this is her actual crime. The anarch's of-
fense s not to drop our of respectable Kindred
society or even ro oppose the machinations of her
elders. That independence simply makes her a
parricularly reckless Kindred. The crime is that
she approaches neonates and impressionable
childer and atrempts to convert them to her cause.
Even discounting the anarchs' reputation for en-
couraging voung vampires to slay their sires, this
act of aggression would still be impermissible if it
were committed by another, more respectahle
member of the Kindred. It is an open attempt to
deny the elder his progeny by poisoning them
against their sire. It is a form of robbery,

w

Add ro this idea the anarche’ deserved reputa-
rion as agents provocateurs of parricide, and they are
clearly a genuine threat wo elders. Therefore, when it
becomes known that anarche are recruiting, few
efforts are spared to hunt them down and either run
them out of town or destroy them. To do otherwise
is just asking to have one's offspring stolen and
cncouraged ro murder,

Passive BECRUITMENT

Because of the risks inherent in recruiting, anarchs
sometines wait for potential recruits o come to them,
Sending an individual recruirer inro the Rack or 2
prestigious salon is a good way to lose a recruiter, and
coing as a proup is 2 good way to start a pitched fight.
Therefore, many anarchs rely instead on a sort of
passive recruitment straregy,

Typically, a group of anarchs looking for recruirs
makes its presence known. Doing so might involve a
little strategic flag-showing outside popular locales
— Lurning our in the streer ourside in laree enoush
numbers that the sheriff can't respond effectively
unril afrer they've left. It might involve tapaing
Elysium. All of these acts are fairly innocuous; the
anarchs aren't locking for more just ver, They want
only to start the buzz of their presence percolating
through the hothouse of Kindred colture without

THINKHING VERSUSLEADING

Just becaonse the Anarch Movement sees
its intellectuals and ideclogues as central to
the movement doesn’t mean thar they neces-
sarily control it. The traits that make a poad
philosopher don't necessarily make a good
leader under fire. As a result, many anarch
groups look up to one individual as their speaker
(sometimes called the “soul”) while following
the direct command of a more forceful leader
(logically called the “heart”). Typically, one
intellectual maintains contact with several
packs bands, and these thinkers frequently
exist separate from the bands themselves, usu-
ally in some sort of safe haven area.

Even when the traits that make a good logis-
tical leader and a good mtellectual leader occur
in asingle individual, the same sort of sequestra-
tion often necurs, and anarch inrellectuals who
msist on engaging themselves directly in the
struggle must do so against the pressure of their
pects. The {act is, serviceable “warlords” are
much easier to find than inrellecruals, and every
philosopher lost costs the anarchs far more than
other casualtivs,
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starting a war. The anarchs rhen put a watch on the
places that young Kindred would ook for them —
the Parrens, certain disreputable bars, wherever.
They approach solitary young Cainires and give
them instructions toa later meeting, while the watch-
ers clear out at the signs of 2 hunt, 1t's haphazard, but
it's hetter than sticking your best heads into the
lion's mouth.

In many cases, the anarchs’ intentions are clear.
If they're advertising their presence, they want a
response. 1f they were just interested in victoties,
they'd strike first and announce it later. Elders ofren
warch their progeny closely and restrict their childer's
moverments until they think that the anarchs are
gone. Thisisfine with the anarchs. Having the elders
telegraph to their progeny, "MNo, we do not trust you,
and these are our enemies, whom we fear you will
join,” is just additional advertising. What could an
anarch recruiter say that would compare with the
Blunt truth of this lesson!?

INFORMATION TRANSFER

Contrary to the popular image, anarchs don’t
have their meetings in abandoned warehouses, with
the floor crowded full and dozens more anarchs
hanging from the rafters. Arranging to fill & venue
like a warchouse wirh anarchs would ke every
discontented vampive in that half of North America.

WMozt anarch ideological indocrrination is so
informal that it haudly deserves the title, By na-
rure, anarchs are informal and not terribly inclined
ro hierarchy. Would-be anarchs typically run with
an anarch pack, either on their own time (if they
aren't tied down to sires) or suddenly, after they
flee their sires. These newcomers try to get a feel
for what the anarchs seand for If there's someone
in the band articulate enough to explain rhe
movement's general philosophy, they usually talk
it over with the neophyte anarch. If not, the gang
usually tries to put the young rebel in touch with
someone who they feel can relate rhe situation as
the anarchs see it and educare the new member in
the group's ideology.

Because the movement as a whaole has such a
loose ideology, this process is often give-and-take.
New anarchs aren’t indoctrinated so much as pre-
sented with an explanation of rhe organization.
The movement didn't always work, though. At
various times, entry had been more formal. How-
ever, the coming of anarchism to the philosophical
landscape of the Anarch Movement saw the aboli-
tion of formal indoctrination. At this point, the
anarchs’ institutional memory doesn't really in-
clude the idea of a more regimented training. The

vampire's ideological instruction also frequently
includes other kinds of instruction as well. The
newly recruited anarch is often set up with one or
more false identities, given rraining in the rudi-
ments of survival and made familiar with the basics
of hand-ro-hand and firearm combat,

A certain amount of shielding and screening
takes place during this process, Anarchs are not
rebellious 17-year-olds, They are adules, most ot
them with a decade or more of experience berween
their life and their undearh. Almost every one of
them has personal experience with abusive or
manipulative elders, and they all have openly
allied themselves with a movement of violent
political reform. Every sensible anarch knows that
as the thinkers and spokesmen give the movement
a sense of identity and purpose, so their destruc-
tion would deprive the anarchs of their ability to
formulate an ideology, spread their message or
indocrrinate new members,

Unlike elder anarchs, it is unlikely that an
anarch philosopher will be betrer equipped to de-
fend herself than any other ancilla is. The anarchs
are well aware of whart arrractive targets this fact
makes these individuals in the eyes of the Camarilla’s
security forces and in the eye of local princes acting
independently of their secr. Although young mem-
bers of the anarchs are granted access to the group's
philosaphers, it isn't an all-trusting, unescorted,
free access. Young anarchs can expect to meet the
nrellectual foundations of their movement under
close escort, and usually only after being subjected
to heavy scrutiny.

AnxInTELLECTUAL TYPOLOGY

Nat every intellectual is the same, and this section
ralks abour the differences between the various s rts of
individuals who are normally identified by their peers
as “thinkers,” “philosophers™ or “souls.” It doesn’t
really talk abourt ideclogy because, wirh the level at
which the anarchs operate, the idenlogical differences
berween individuals are small. While beliets may
mean a great deal and cause signiticant fricrion be-
tween individuals, they are nor directly related to the
rypes of leaders that the anarch movement usually
sees. Style of leadership has tar more o do with
persomality than it does with whether an individual is
2 Maoist, an anarchist or an advocate of direct Cireek-
style participatory democracy.

PracTical REVOL LTIONARY

This system is all fucked up. Neonates are created
hased on economic ambition or unwholesome desire. Most
Licks sire childer because they wemt a full-time balrysitter
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for an asset ov process. The economic and status cost of the
sITing rocess makes it ceveain thar anyone who does sive
offspring without wanting to pet some sovt of economic
value out o them fri }.|!1|_|.|IJ|!:‘. has some S0l '-'.II- Ifﬂ.hg‘[[[]ﬁF
mtevest in them,

We all know that you aren't juse leaming o be
Kindred when you're childer. You're also learming and
doing the job your sire wonts you to do, and then you're
probably deing it without recompense. The fact that
chalder are ever veleased has move 1o do with the fact that
princes take advantage of customary expectations to
remove the childer from the sole conerol of the sive and
grant her legally vecognized free will than it does with any
sort of worrigs over what's rvight, decent or fust. Even
then, the creation boon keeps vou tied 10 your sive, It's
Just that now the prince has a stick to beat your progenitor
with and say, "Get out of line and ['ll 5N your get's
prestation debt for the Embrace is paid in my eyes.” At
the end is the unstated, “Then let's see vou rig all those
comstruction bids, smarty-pants "

And if you aven’t worked lile an mdentired servant,
it's probably becase you had a sive who awanted “childyen”
|l|'.||h'h' RETEG T Y] f: 1 Lt'H:iI lr:fr.l_*.' 1:-'IE}'| LT tl]ll'll'.l Jlt:]d fivor |znf'l_l1;|1r_':|1[
and poor impulse-control, and whe kalled you feeding, pity-
fucked you and then had to own wp. Either way, you
prrobubly got treated like shit. Yeah, mayhe vou got through
your fledgling peviod wathoue problems, but if youe did, you
were the hicky exception.

That's just wyong. | don't think we can all just live
around a campfive smging “Kumbayah.” For starters,
we'd all snap out ae the five and vum off into the woods,
but that's not the point, Whether wou think the Embrace
8 right ov wrong, yeah, someone has to look after young
Licks. Whether vou like them or not, someone has to rum
the show. 1 don't think .-_.lu}']"Jru.!j; here has missed the fact
that the absolute best thing the Kindred could expect from
discovery by mortals is to be hustled off to a lah someplace
to be next week's stem cell controversy,

Bue the way things vom has w change . Juse because the
machinery goes through the motions doesn't mean that the
systemn s vight or good or just, only that it appears to be
working just this secomd. This system is built on people
bemg fucked up the ass, and | dom't think it works i the
lomg run. [ mean, heve we are. And I think thae even if it
does work, we could sull replace it with a system that
mvolved a whole lor less ass-fucking

The practical revolutionary is morivated by the
desire tochange things for the berter, She hasseen things
that she can't agree wirh, and she feels thar she must
change the system thar produces the problems. Pracrical
revolutionaries usually see theirideology as a parh coward
a goal, rather than a plan that must be imposed on the
world or a substituce for religious practice. They are
rypically long on practical, immediate concerns and

(e o
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short on abstrace theorizing, Most work as recruit-
ers, organizers and leaders, rather than
revolutionary philosophers,

At rcheirbest, pracrical revolutionaries are con-
cerned, involved leaders who pursue the course
that they feel vields justice, Their ends are stahil-
ity, [airness and justice without regard to ideology.
They are willing to compromise, and they recog-
nize the limirs and desires of their followers. At
the same time, these fighters recognize the facr
thar the system thar rhey seek to change has a
limited capability to accept change, and seck in-
cremental solutions.

At their worst, practical revolutionaries are
tao practical. They seek to work within the system
even when it compromises the core goals. They're
casily co-opred by the system or led into accepring
meaningless gestures as genuine change rather
rhan pressing forward with a costly and inexpen-
sive campaign of resistance. Also, practical-minded
intellectuals are often unable to understand how
driven and passionate their peers are, Many anarchs
have a grear deal wrapped up in their philosophies,
and they are unwilling to simply put issues aside.
Practical leaders may make deals or decisions that
seem perfectly rational, and are, but that rtheir
more ideological or passionate peers reject out of
hand for irrarional reasons. Practical revolution-
aries are also typically moved by adesire wo improve
the quality of existence for themselves and their
followers. They may find ir very hard o sacrifice
rhose friends and assets, or to advocate policies
that lead to that, Withour the ability to perceive
casualties as acceptable, they are prone to break-
ing down, hurning our or finding themselves with
only the narrowest range of options,

TurF GENFRAIL

We've in town now, and if they haven't spotted us,
they will soem. Let’s make suve they know we're here.
That'll make theiv actioms mewe prediceable, and mavhe
we'll get o panic response. Kob and Genevieve, we know
the Incal hip-hop space is a Rack, Get into your discom-
tented wrban youth outfits, chrome your wheels, and go
sit outside for o bit, Male sure someone sees you, bui
dom’t goin, 1 ean’t veally afford e have you two jumped.
FKeepan eve on stvle and labels — we can't afford to let
ourselves ger daced. [ expect aveport om whar the cool kids
ave wearing this week as well as on the locals. Obwiowsly,
I'd rather get vou hack than know that Ecko has a popular
new cit of jeans, so look for the bad guys firse. Make it
look like a recruiting run.

Bruce, Rebecca and 1 will start sewing wp the
ambush. Now, ave know the last rime we were here | they

made a half-hearted attempt o catch us. [ think they're
going tomake @ more seviows goof it this time, [t's going
to be a fairly standard ambush, just an L-shaped kill
zome and a couple bat-swingmp hard bovs — naothing
they awon't be able o cover up. We're pomg to have tt set
up by 11, Rob, Gennie, if thev trail vou back, just vun
“em through the ambush, Otherwise we'll tag the place
and run the ambush for three nights, then clear our of if
we don’t catch anything,

Remember, if it gets hot, be considerate. Don't leave
brass layimg around, don't shootat the police, don't fuckimg
set anvthing on fore or Lill nnocenis. [t's nor abo
morality, it's about the fact that we can't go making a big
scene or we'll breach the Masquerade. We want w look
,IMJJEL' 5o they'll TL'\IIWWI{-\I, in kind, If they go cver the Loy,
follow awithowt hesitation, but as long as thev play by the
res, T avant ws 1o as well

Ler's met our theve.

The general is a detached leader, the abstract
philesopher who sees his struggle and his cause as o
goal to be achieved through a series of carctully planned
moves. Although he is likely 1o be just as deeply
devored to the Anarch Movement as amy other, his
passion 15 often concealed behind ron restraint and
cool control. As he will often relate, too much emo-
tion interferes with rational thinking., With such
limited resources, the anarchs can hardly afford o
throw assets away in anger or fear.

Ac his best, the general is an able leader. Such
philosophers are often deeply versed in straregic think-
ing, which l"-;|‘~i+:;|”1,' serves them well While nor every
generil is terribly inspiring, most are still inspirational
due tw their obvious compertence and unshakeable
composure, With surgical precision, they manage their
limited assets, grow their forces and conduct meticu-
lous campaigns against the elders.

At his worst, the general is an antisocial, me-
chanical thinker. Rather than pracricing
detachment in order ro maintain his carefully regi-
mented strategic thinking, he pracrices it to hide
from failure or the needs of his followers and asso-
ciates. He may be a doctrinaire, locked into
preconcelved “logical” patterns of activity, Orhers,
while still flexible, can’tescape the game mentality,
Rather than throw in the towel on a losing situa-
tiem, they'll instead r'\lmﬂy dwindle away fighting
holding actions that gain them lictle but cost the
urilives of their allies. Also, like the practical revo-
lurtonary, rhe general is often short on long-rerm
rhinking. He thinks in rerms of conflicrs, contests
and goals, meaning that hus concept of the problem
penerally ends with the struggle, which is generally
when the actual hard part begins.
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e FirenranD

Why do you think we're doing this! Because we like
it? This isn't a pame . People get hurt ar killed — people
we love get hurt and killed. We've not here to play a game.
You want 1o know why we killed those guys?! T'll tell you
why because otherwise they'd have been back next
weel to iy for us. They've blood bound, stupid. They're
not poing 1o be all like, "Wow, those anarchs were so nice
to tet ws live, we showldn't chase after them so hard.”
They've ghouls, They're thinking, “Lives for the mas-
" om automatic repeat,
You know what they'd have done if they caught your
ass? Yeah, you're God-damm vight they'd have capped you.
And we both knine why — because they did the last three
of owr people they grabbed. Now, why the fuck are you
telling me we're supposed to just have let these guys go?
Because they asked! Well God damn, Daeish I'd nown., so
[ conld ve told Joey and Freda and Blaclkie to just ask to o
free, and they'd be here tomight

Gevit throwgh your head. Thists acivilaveer . Civil awers
are alweeys wely becawse peaple are fisheing over ideals and
hecause whichever side loses s going 1o lose all dheir
mfluence, all their power, and probably a bunch of their
poprdation, Getit through your head — there's no cowrt of
world opinion here, CNN sn't going 1o side with us
hecavse we've okay puys. The Securiey Council won 't send
peacekeeping forces because we look so gond and the folks
athome are all orying ingir their Cheerios. There's nobody
here but us ancl them. If wou think it's vight o let some
blood-slaves come back to haunt us becawse you don't have
the balls to shoot them after they throw down their guns, go
fight your own war. I'm not going o see you sacrifice the
unlives of people e this outfit juse becatse you're a coward.

!-:~'1'.I

Firehrands are anarchs motivated by their pas-
sions. Some are fanarical followers of one ideolopy
or another, while others are simply driven by their
hatred for the system that enslaved or malereared
they and their fellow anarchs. As inrellectuals,
leaders and planners, they are driven, uncompro-
mising and willing todowhateverir rakes ro achieve
their ends.

At their best, fircbrands are inspirational fig-
ures. They are willing vo dare any odds, face any
challenge and fight any foe, no matter how power-
ful, to accomplish their goals. They are immune o
hardship, adversity and discouragement, because
they have the beacon of their cause to draw them
alomg, Leading by example, as they typically do,
they can lend this strength to others and bolster the
morale of their followers with their own confidence
and untiring determination.

At their worst, firehrands are brotal ideologues
andl wooden-headed Fanatics. They use their beliefs
to isolare themselves from rarional discourse, their
fanaticism can cost the movement potential con-
verts, and they use their authority and credibility to
cut off opposing points of view and blind themselves
tor viahle bur distasceful alternarives. They use pres-
sure tactics and fear of violence toforce theirfollowers
into foolish acts, and many confuse what they per-
ceive as the rightcousness of their cause with its
actual strength, Overconfident, they caleulate their
chances based on the idea that the pood puys can'r
lose — as if their own existence as parasitic monsters
wasn't proof enough to the contrary.
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“Where we gomg, man?”
“I don’t know but we gorta go,”
—Jack Kerouac, On the Road

The truth of the Anarch Movement tonight is
that it's become a sham. It's little more than refuge
for poseurs looking to ride mororcycles and wear
trendy clothes all while thumbing their noses ar “the
Man.” The vast majority of Licks claiming to be
anarchs are really just a bunch of kids whe think it's
cool to rebel. Against what, they don't know, and
they don't care.

The average anarch — and | lase the term loosely
here — doesn’t have a clue what the Anarch Move-
ment is all about. Hell, she probably couldn't even
understand it if you outlined it phonetically, Deep
diwn, she just sees it as another way to be tragically hip.
When push comes roshove — and it will — she’s going
to roll over and slink back into the ranks with a hearty,
“Yes sir, three bags fulll”

On top of that, the majority of those who do have
that inkling of a clue and possess at least a hasic
understand ing and commitment ro the cause are going
about it all wrone. They stagnate in the same places they
were Embraced, often within mere hlocks of their sires.

They fight the same fights with the same elders thar
have heard and scen it all a dozen nimes before — and
resisted b just as often.

Sirting in one place accomplishes nothing but
b buck the odds and shake r|‘|m:.:~ LipP, Yol only have
to look at the Anarch Free Srare tosee how that worked
out, A hunch of disorganized dickheads running around
with a couple of warlords grabhing domains here and
there. In the end, that lictle experiment went all to hel
without passing Go.

I'm not going to argue philosophy or semantics.
'm just ooing to give yvou a gquick lesson on getting
by outside the comfortable confines of your old
neighborhood — how o rake to the road and not
end up roadkill.

What you do once you'te out there isup to vou. Soame
af you will no doubt go off half-cocked and try o go
native. Anequal mumber will rry tospread the movement
through a grass-roots uprising. Finally, the majarity will
cither quit after a week or ger offed in one of a startling
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variery of ways, But that's on you. I'm just soing to lay it
ot for you according to my own experience.

THe BASICS

Betore I start throwing the heavy staff at vou, like
how tasnift out werewolves or dodee a Sabbat kickass
brigade, let's cover the bare essentials to nigi‘llly
existence on the road. You're goine to find out real
quick rhat even those dungeons the Tremere call
“havens” for their neonates is precey Ii."lhl'l'!,' lr_'.mn[un'm|
to what you face on your own. [l that scares you off,
s0 be i, You probably don’t have what it takes o
make out here anyway.

SLeep AND WHERETO Finn I'1

| was out in Central California the first time [ went
amfrhrhian,

I'd volled o of the Anavch Free State all fived up to do
some good wp in San Francisco when T ran into a Sabbat
pack somewhere along Highway | hetween Monterey and
Somta Cruz. I never fipured out if they were trying to recruit
me oy just stick a straw in me fora queich hit, but neither was
high om my list of vacation opportenities ar the ime.

T was riding an old Harley Spovester that I'd dragged ou
of a junkevard and spent about three years tooling up ot the
time. Thet hog had enowgh juice to it to keep the hopped-up
68 Camarn those Black Hand assholes were driving from
rinning me down, but not enough to dust it off completely.
They chased me west through the coastal mountams wnil
Just before dewn we wound up on the edge of a reservoir, At
the time, 1'd guess [ was abowt five miles from the middle of
nowhere without a map.

At that tme, T was stll a bit of a prade abowe where I'd
sleep. | carmied a body bag in my saddlebags, but 1 alwavs
made it a priowity to find shelter well before sunfr. But this
tome, T was well and ITlr-.r‘_-"l'I icked. Not cven a P:n'.‘u-_luhu I
quht. [he -i'illl_\' consolation was those Sabbat diclwads
weren tmuch better off. Sure, one or two could cram o
the trunk, but the other three or four Licks would be toast.
Darwinean sociology ar its finest.

Lacking any ather ideas, [ ditched the bike ata i'wn'rl'i._'
boat landing, grabbed my bag off the bike, and snagged a
comple of cinderblocks at the edge of the parking area. By
that time, the Sabbat pack had figured how deep they were
in it too and lost nterest in what some crazy anarch Lick
from dotwn south was domg, [ ran down into the water as
deep as | could and zipped myself wp in the bag with the
cinderblocks. Then I worm-crawled across the bottom of
the lake wndl sleep vvertonk me.

Sounds stupid, doesn't it? And vet, here ] am, telling
wime this story.

That nishe when | came back up, 1 found m~ bike was
gone, along with the Camaro. There were some pretey

sevious B marks and ash aromd where the Camearo had
been. 1 spent most of the night hoofing it out of there 1o where
I conld steal & car,

Since then, I've found theve's alot to be said for sleeping
indeepwater. Nobody's going o seumble on you, nochance
of sunlight creepimg in through a crack in the wall, and ir's
nice and quiet to boot. Hell, it's probably safer than most
Licks’ regular havens.

Trust meke sure vou keep a spave change of dry clothes
somethere

Eddie {.;ili'l'll'.ihl Caitiff anarch

et used to the idea that you aren't going to have
a haven, or at least not one the average member of the
Camarilla would recognize as such. You're going to have
to make dowith what you can claw our of the environ-
ment to seek shelter and rest during the day. This is
probably the single toughest part of getting by on the
road. Screw it up, and odds are you won't even wake up
in time to realize you're off to the Final Death.

Of course, if you're lucky and have some Gangrel
blood in your vemns, you might be able ro just sink into
the earth and sleep there. Me, I'm not that lucky, but
the road appeals to the Gangrel at least as much as it
does Brujah, so maybe I'll find one of them to teach me
that trick one night. You might hear some free-range
Licks complain that particular trick puts a drain on
precious hlood resources. Well, no shit. But believe
me, it beats laying in a sewer pipe for a day because you
can't find anything berter our in driving distance. No
muss, no fuss and no chance of some school kid
stumbling onto your sleeping bag and then running
home to tell Mommy about the stranpge man in the
culvert down the road, Until then, though, | — and
most of the rest of us traveling anarchs — are going o
have to make do with what's ar hand.

Sare Houses

Flain and simple, these are your best bet. If you're
just gercing starced ar this game, thoush, odds are you're
not #oing to have access to any, A safe howse = a
lacarion maintained by a contact, usually an actual
building, mavbe even the contact's own haven. When
vou're in the arca, you can crash there. A safe house is
usually not quite as nice as having your own haven, bur
it’s generally secure. You might be holed up im a base-
ment next o the furnace or warer heater, but it bears
lying in the ditch.

However, vou've got 1o have reliable conmcrs and
allies in the area before you can count on a safe house,
That rakes time, often vears. One of the worst mistakes
vou can make is o jump ar an offer of 2 safe havern.
Princes and elders have centuries of practice ar back-
stahbing and deceit and the “come inw my parlor”
gambit is all oo familiar. They'll be slick about it too,

KLIOE T0 THE ARRRCHS

| S




perhaps trying to lead vou to believe they support your
cause or plan touse vou in as a thinly disguised pawn in
some local power struggle. They might even be sly
enough to have one of their childer approach you as a
potential recruit. You never know — until you feel the
burning rays of the sun on your flesh.

Diont rrust anyene to warch vour back uni il 1[11.":,"1'!.‘
proven themselves several times over. A nice bed for
the day is o powerful remptation after months on the
road, bur ir's not worch Final Death,

Bony Bacs

The most imporrant thing yvou can have in your
craveling pear isabody bag, WMo, thar's not a slang rerm
— I'm ralking abour 2 real hody bag, like the meat
wagons use to haul off stiffs in. [f's opague, the right
size, fairly resistant to rears and use, and it folds up into
a nice little bundle so vou can always keep it handy.
Prabably the only drawback ro a body bag is that the
original zippers aren’t designed ta be opened from the
inside. Go fipure, Still, that's an casy enough fix for
emergency shelter,

You can come by body bags pretey casy once Yol
know where to lool. Like 1 said, meat wagons keep a
supply on hand, as do 2 few ambulances. Hospicals and
medical examiners also have them in stocl, or, if vou're
not of the larcenous bent although | guarantee the
road will heat that out of you and tast — vou can always
pick one up from a medical supply house.

Because it"s mtended to keep any particularky
nasty spillapes inside, n body bag tends ro be fairly
weather resistant. Still, if vou plan o hole up in a
culvert, [ suprest vou pet awaterprool bag o keep vour
clothes in if you're concerned with appearance. The
zdippers leak in some of them and might spoil your
designer labels, pretty-boy.

Firvally, for all their advantages, hody bags are fairly
noticeable. A six-foot rrash bag might draw the wrong
type of artention, so watch where you take your nap up
in one of these, A couple of my buds hit up an army
surplus store for sume of that military camo netting to
wrap the hag with, It worles better than I'd have thougha,
and it makes it pretey tough tospot ina clump of bushes
or buried by leaves, The netting adds considerable bulk
though, making the package about the size of a sleeping
bag when rolled up

By the way, don't even think abour a real sleeping
bag, uniless you're willing to spend a bit of time modify-
ing it for our special needs. That face hole at the top is
just right for a terminal case of sunburn, ['ve seen one or
two aratchs ger fancy with some stitching and cloth o
cover those hales up, bur it just seems oo risky o me.

One last thang: always — and [mean every night
|_'.||_'I_I‘\ VOLIT |'\ZL'J. "".I11|' 1"i:""- OH ]l:l.'l.'ﬂ.' SEAMS Can 5|"{"H
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disaster in daylight. When you're counting on your bag
to keep you safe, odds are you aren’t going to have any
shelver from the sun if it gets compromised. So check ir
thoroughly each night and carry a spare or ar least a roll
of duet tape.

OQuter Fives

Assuming you've got your body bag handy, you can
make do with almost any locanen that's gor some
privacy. Culverts under highways (back roads are even
hetrer less rraffic), thick hedserows, abandoned
mines, storm drains or tunnels and the like con all do for
a dav or two of rest in a pinch.

[salation is the Primary cu wdition l:.'|'|u1|'|._- roing o
want in a temporary haven, The key thing you're going
to be looking for is signs of recent visitation. In the
country, that's usually beer cans and rire teacks. T the
city, it's tresh licter and tagging. If you find either, keep
looking for another site.

| know a Nosferatu who swears by county Lllllnps_
Find a secluded corner, he CE-’limh, and nobody comes
near. The body bag looks like a trash bag arany distance
and the stench alone is enough to keep most nosy rypes
away. Best of all, werewalves seem to steer clear of those
sites. Now, normally ['m all for anything that keeps me
as Lar away rom Lupines as passible, bur [ draw the line
at sleeping intrash heaps, ['ve seldom ler pride gerin the
way of survival, bur even I've got standards.

since 'm on the ropic, even if vou're the sort who
can ger a good day'’s rest in a garbage heap, stay away
from dumpsters. Homeless and poor moreals have a bad
habit of digeing around in them for castoffs, and unless
you make a habir of staking them out to determine trash
pickup schedules, you might find yourself in the back of
a garbage rruck ar midday or on the 11-0'clock news
with a stupid look on vour face.

Bun pings

Personally, 1 avord most buildings unless I've got
connecrions in the area ro vouch for ic. Most are roing
to be occupled by mortals during 2 Kindred's most
vulnerable time, the daylight, and vou never know
where a day's activity might take a workman. Even if
you manage to drag yourself out of sleep in time o react,
you're still going to have to explain to the computer
peek standing in the door what you're doing wedged
1o [l"][ SCTVEL L |I L,

As tempring as an abaidoned building mighe look,
they can be the last stop vou ever make it ¥ini'Te not
caretul. Buildings of any sort have a habit of drawing
maortials to them. Kids sneaking in on a dare, junkies
looking for a safe place to shoot up, even realtors
marketng a “fixer-upper opportunity” can all spail a
perfectly good day's rese. No matter how secluded thar
cmpty cahin looks or how derelicr thatr renemenr is, if

-

vou lay up init, you hide. And it goes wirhout saying you
sleep in the bag — one disledged hoard and vou run the
risk of being Lick flamhbe.

There are a few places thar offer decent security.
Microwave towers and water crearment facilities usu-
ally have small outbuildings nearby, Avoid these
during weekdays, but they are seldom visired on
weekends. Deacrivated military and other govern-
ment facilities are also choice sites — particularly
decommissioned missile silos if yvou're in the Mid-
west. Those bad boys are deep, dark and fairly isolared.
I"ve got a couple marked on my maps that a frequent
when I'm in the northern Midwest. The only down-
side 15 50 many of them are etting auctioned off and
wsed [or everything from elementary schools to pri-
vare homes.

HoteLs

Well, since oL ve go the money, Mister Aristocrar. ..

Seriously, the one exception to the caution on
buildings is hovels. Getaroom the nighr before, pull the
shades, hang the Do Nor Disturb sign, and lock, chain
and deadholt the door, and you're as safe as you're likely
to be this side of your sire's haven and Kindred serfdom.
Hell, you can even pet cable in all bur the very worst
roadside hovel. Still, | recommend sleeping m the
bathtub. Since very few hotels on the road have win-
dows in the bathroom, it mives you another wall hetween
sleep and the sun. Remember, I'm not talking about the
Ritz-Carlton here,

Rorvmc Havens

Your tide is probably vour best choice for daytinme
sanctuary. You know why? Because any anarch wha's
seriows about the movement outgrows the motareycle
phiase early and moves toa more practical vehicle. Sure,
the bike looks coal and represents the whole freedom
thing much better than a Dodpe Caravan, but most
anarchs riding hops are just compensating for some-
thing in my opinion. Get yourself a box of cigars and a
big pistol if yvou've got that sorc of need, but if you want
to stick around, you'd best shelve thar whole Easy Rider
thing. You can't ride faster than daybreak.

I'll get into the best vehicle oprions for the road
later on, but its suitability as a haven is certainly a
facror. Sure, you can probahly wedge yourself into a
Volkswagen's luggage compartment in a tight spot,
but why force yourself into that position! A car with
good-sized trunk or even a van or SUV in a parking
BAarage isore of the best options for a road haven ‘-I\.-'-__IL|1rl._'
poing o find.

EaTinGTO GO
Back m the sixties, [ ran into a couple of redneck
thronvback Licks in novthern Arkansas. Whoever Embraced
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these assholes had o be doing it as o joke. | mean, who's
heard of Kindred awith had teeth, for God's sake?

Anyway, they were brothers or cousing — or maybe
brother-cousms — ond [ don't even think they could read,
I'm talking major steveotype heve. Thewr haven was in an
nld, tin-roofed, ime-voom shock wp in the Ozaris with all
the amenities: trosh bag window treamments, running
weater fresh from holes in the roof, and the lovely gmbience
of mold and ror permeating most evervthing. The vard -
if vou can hemestly call a patch of grownd with a few less
brigr bushes and thistle than the swrvounding area @ ward

was tastefully decorated with rusted-out washing ma-
chines and broken toilets.

Between the two of them, I think they conld have put
together maybe 19 of the 26 letters of the alphabet ona sood
night, but they were canny when it came to keeping their
hides, [the some sort of wild animal

Thew'd buried a couple of old cars on their property
and crawled into the trunks w sleep. During the day, a
coueple of pir bulls — likely cvosshred with wild boars from
the look of them — roamed the properey. They put lonse
chains on the dogs and hung another set of chains on a
nearby tree, hoping sume trespasser would chink the
animals were vestrained. The two used o laugh with a
stupid, jackass-like brav, when they talked about the
cecasional hiker that stumbled onto their property and got
torn apart by their dogs,

Dheving hunting season, they'd nab a couple of oue-
of-state deer hunters and ditch their cars in one of the
lakes om the Missowri border. If they got too many to use
dt once, l.lllc_'l.".l tie the Jrooy bastards L and lock them a
couple of old freezers they had our back. The freezers
didn't work, but they had big blocks of ice they'd stick i
theve with them. The airtight freezers suffocated anyone
instde within a couple of hours, but the ice block kept
them “fresh” — ov 50 those two claimed. They showed
me une they'd had for a few days. The body sure smelled
of rot o me, and the water from the melted ice was
causing the flesh o mrn a dispusting shade of oreenizh-
purple where it touched i,

Clther times of the vear, they'd make do with hiechhikers
and campers, During really slow times, they’d wlke this old
pickup that was held together by oruse and spit novdh into
Missenert or west into Texas and do a snatch-and-prab on
some donors who lived owt in the middle of nowhere. For all
their faulrs, those two were smart enough to know better
than to shit where they eat,

I dom’t knew if those wahoos are sill around. Just a
single night awith them left me feeling like I was in need of an
acid barh fuse to ger the stk of mcest and filth off.

Liza-Beth Rollins, Gangrel anarch.

You can kiss goodbye any steady food source when

you're on the road. There are mortals everywhere, but

Wi Eransieils |1:|.\-':: | |:I:I1'-L|L'I' Coire L'l:upil‘lg et l:u:‘ngl:t Al

hay than sedentary Kindred do for a couple of reasons.
One, we tend to eat less frequently because we spend so
much time on the road or looking for the next day's
haven. Twao, we tend to expend whar supplies of hlood
we manage to acquire keeping our skins intact, So he
prepared to spend a little more time than usual on the
pursuit of prey.

Forger planning most of your hunts from here on
out. You're soing o find yourself reacting insvead of
acring when it comes to feeding. You aren't going to
have the time to properly study a mortal’s habits or wine
and dine them before giving rhem the Kiss. From now
on, it's catch as carch can, And it pers worse

You don't have a ser hunting ground o work from.
The home court advantage lies with your prey virtually
every time vou go on g hunt, Now, it you're worth your
vitag, yout prey shouldn't have a elue to your inten-
tions, but there's sull a e drawback o huntng in
unfamiliar rerritory: You never know what's around the
next corner, 1 hat blind alley may rurn our to be a club
entrance. Or a regular patrol spot for the local police. Or
just a blind alley, But you never know uncil you turn i,
Believe me, it really hamstrings your efforts to secure o
hit of sustenance.,

All of [|‘a.lr ASSUTIES, OF COUrse, Yyou Can [I.l!.d .~'~|_1|I_.|l'-i|._-
prey. And I'm not just talking abour the Blue Bloods
finicky menus — though I'd ber that's one reason
Ventrue seldom gecfurther into the Anarch Movement
than fashion. Tc's just too damn hard w be picky about
where you per vour next meal. You find vourself in Wear
Texas on some back road, and you'll see what [ mean.
Afrer more than one night of riding empey highway, U've
found myself praying ['d run inco some nutcase with a
human-skin mask and chainsaw juse so Leould pive the
armaclillos a rest.

By the way, if you stay ar this sort of existence long,
vou'd herter be ready to ger used to a mouchful of fur,
Animals are probahly one of the easiest sources of
]‘I‘Iﬂll |I.l i H‘IT' |'!.|.-|I.|. ]-Ill‘.\illt'\.. ||I|.I"- 'l|.|"|' P .||l|i||""1t|""-- o
desd dog and notes thar excessive and unexplained
blood loss was responsible for is demise. As unpleas-
ant as it may be, animals are a viable means of
subsistence on the road. Like sleeping in dinnps, though,
| draw the line ar roadkill.

still, if you can'r shiake che urge for a juicebag, there
are a few rried-and -rrue vactics for oerring the sood souf
on at least a semi-regular basis, Bur face the fact that
you're poing to have o compromise your standards o
survive on the road right now. 1t just make it easier in
the long run, trust me.

[PPrEYIN LURBAN AREAS
Cities are both hlessings and curses to anarchs on the
road. Obviously, they ofter a relarively ferrile hunring
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ground from which to coll ane or two kine from the
herd. When you're talking ahour popularions of s
hundred thousand or more, it doesn't take David
Coppetfield to make one or two mortals -Ji_-.|pi1|.:.|r
wirhour raising undue atrention.

'.'I.'I'.i[

On the other hand, nearly any urban area of any size
is also likely to have a native population of ar least a few
Licks, probably Camarilla or Sabhar, Both those groups
keep a fairly keen watch for rogue hunters in their
backyards and newther is likely w prove a good host 1o
visiting anarchs. [t's my experience that in a city the
K!I"Id!'t‘il are more o l|1|'l.‘:|[ Lo roving hLLJlU.:]'* than
human agencies are. After all, we hic fast, leave liccle
evidence or motive and move on shortly thereatrer, A
local police department is going to be hard pressed to
tingeran anarch whao's covering her tracks properly, Bur
a determined prince backed by a Warlock can peg her
faster than she can say, “I'm screwed.”

In a Camarilla city, you might be able to get away
with feeding in the "open” ground between elders'
territories foralittle while, buteven that's not rruly safe,
especially if you hang around more than a night or so.
Mo elder is happy to see a wild-eyed anarch roll into hey
city to stir up the vounghloods.

Slumming is about the easiest way 1o feed unno-
ticed by those wlio are likely to care in an unfamiliar
city. The homeless and dirt poor are always fairly simple
prey. They're poorly protected, and few "respectable”
peaple believe them when they come forward with tales
of vampires feeding on them in che nighe. You've gor o
watch out for drug-users or drunks when hunting: an
anarch on the move has to keep her head clear. Also,
you do run the risk of picking up some communicable
disease. In =ome places, being an infecred anarch is an
automatic two — or three — strikes azainst you. Per-
sanally, 1 think it's unsanitary and sloppy as well.

The criminal element is often a tempring group as
well, Unfortunately, this portion of saciety is occasion
ally co-opted (or at least patronized ) by one or another
Kindred within the area. By all means, be wary when
preying on gang-bangers. You never know when they
have ties to a Lick, and the eriminal Kindred can get
downright rerritarial ar rimes. Still, there are some
other advantages to targeting criminals, and I'll ger into
those in a little hit.

Hospitals are probably one of the best dining spots
in acity. Obviously, these locations usua

ly have ample
hlood supplies in stock, m handy, to-eo containers. Ir
never hurts to puat a pim or two on e fora rany |1|1,_'hr.
Most facilities have an on-site morgue, as well, if you
don't mind drinking from a corpse or two. Just keep in
mind hospitals are usually claimed as a personal pre
serve by one or more of the powerful Kindred already in
the city — rthe very guys most likely to be pissed off that
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vou're prowling the area in the first place. As tempting
word as one might seem, 1'd advise you hir it
only on the way ot of town, preferably acthe beginning
of a very long, long rip.

If you prefer fresh blood, patients in an [CU or
POSE-O] TECOVETY 8re sftem unconscious just wairing to
serve without too much in the way of medicarion in
their veins., After visiting hours, while there may be a
night staff, the risk of being detecred is actually precey
Lo especially if you take even minimal precau-
tions, like wearing one of those white lab coats, If you
rake the time to learn how to read a medical chare, you
can avoid the seriovsly diseased kine, And, if you're
the soft-hearted sore, you can even rest assured that as
lomg as you're careful with the Kiss, odds are the morcal
will survive.

4 SITMOTEAS

Inrrie COUNTRY

When | say "eountry,” | mean in the contry —
nat some posh suburh on the outskirts of a metro
sprawl. You can get by with urban hunting methods
in those areas. Besides, the 'burbs aren’t exactly
hatheds for anarch activity in most areas, or ar least
not real anarchs. If you find vourself spending a ot of
rime cruising the malls and chain restaurancs, mayhe
you ought to just guit prerending ro be a bad boy and
head back o Traddy.

Muost of the US s still rural, but the population sn't
evenly spread over the map. | don't know the exact
tigures, but I'd bet probahly rwo-thirds of mortals live m
oF near cities in rhis country. That means it's a seller's
market in the country for human prey. You've got w be
very careful who, where, when and how you rake our
there — arguably more so than in the city. Strangers are
more readily noriced in a small town or ru ral area where
everyone knows everyone else. Even asingle odd death
is the focus for a loe of arrenion.

Chn top of that, some stereotypes exist for a reason.
There is a higher rate of gun ownership in rural areas. A
gang-banger may be packing a high-capacity pistol or
bootles submachine sun, but let's be honest, most of us
can eat those piddly little 9mm bullets and spit them
hack at the shooter, In the counery, you're likely to
catch a shotgun slug or round from a 30-06 rifle de-
signed to stop a bear, It won't put one of us down for
good bur ic'll leave a mark,

Random aces of violence anywhere are a quick way
torget into a lor of rrouble, In the wrong areas, it mighr
just be the last trouble you ever stir up.

To wet by out there, you've got to be smart and
willing to swallow your pride every now and then. In
small towns, you can occasionally get away with some of
the same tactics you use in larger cities. Hospitals and
mortuaries exist, usually in county seats. Be careful

ahout hitting a mortuary, though. Unlike ciry morgues,
these are often funeral homes thar double as remporary
holding facilities for bodies. A bud of mine running
more than a pint low broke inta one of these a few steps
ahead of a frenzy and bit withowt checking firse. From all
appearances, a mouthful of embalming fluid is not a
pleasant experience. Don't assume. Take a minure and
get a good whiff,

You've got a problem with frozen food! That's a
personal issue and one that'll ger you in a bad way fast,
Like I said, you're going to feed where you can and that
means dead bodies and animals. And since I'm on the
topic of animals, the country has these in spades.
Everything from the family dog w a pood honk ol
Angus beef cacele, you can find 1t our there, 1 steer
clear of wild animals — oo much risk of becoming a
I.'!Ijhll._"r. {__tl:ll“_l.._'l['l I::\l'ill.lr'li!'!‘! ||‘11Hh| 10 |"l" hiﬂl!l.ll'l YLt
list of worries, but the trail of disease makes a nice
arrow pointing right ar you,

In a pinch, there are a couple of ways to feed on a
juicebag and not run too great a nsk.

Hiechhikers are the obvious choice, though the
numhber of predators in mortal society itself has really
cut down on the number on the roads now. Maost see it
as just too dangerous, but sccasionally you can get lucky
fab an on-tamp o1 fest arca on a stretch of interstate.

I've always found the outdoorsy types, like campers
and hunters, to be the easiest targers, These donors-
waiting-ro-happen isolate themselves in fairly remote
areas, but not remote cnough w be tough o locace.
Most major hiking trails are marked on any decent map,
as well as access points to the trails. And, thanks o the
nmrlci:tiﬁg machine in the US, bright colors are all the
rage for outdoor gear right now, which makes it very
easy tospot that bright vellow tent inan otherwise dark
and leafy forest,

t[fl:l'l_l."'r'l.._' ?_-':'Hl L I‘I.Hl'(t' SUTe o sEerihze |I'|l.‘ h"{' if yiou
drain the bags completely. Take tents, gear, bodies and
vehicles, if any, several miles from the original site and
more out of the way, [t makes them tougher to find thar
way. [fyoucan make them look lost, so much the berrer,
Hint one: Lose their food — makes it look like cthey
starved. Hopefully, by the time search parties find the
remains, any hope of raising suspicion is long erased by
the elements.

Hunters can be tougher to locate, but the payoff is
probably better. These guys are even more isolated than
campers, usually a good distance from the nearest pos:
sible wirness — or complication depending on vour
outlook, The woods echo with gunshots during hunting
seasons as well, soeven if things go nnldl*_mm of control,
it's Lmiikcly todraw attention. Best of all, those vahoos
are constantly shooting each other and themselves, so
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it's not too hard to stage an “accident” to explain away
the bady. Which shouldn't be found for at least a few
menths if you hide it propery. Be sure to move any
vehicles a dozen or so miles to confuse any searchers for
long enough for Mather Nature to work her magic on
the remains.

One last word on wilderness hunting before you go
putting on vour flannel and Timberland boots:
werewolves. They're not exactly everywhere our there,
bur it only rakes one w ruin your night — and rthose
damn things usually run in packs. 'l rell you a few tricks
| found for dodging the Lupines in a litele bit as well.
Still, those things ate a nightmare vou're better off
avoiding than trying to deal with.

ToorsortHe TRADE

You're going to find out real quick that vou've going
tohave to carry anything you're going to need on your
hack, figuratively speaking, of course. A trunk or saddle-
bag works just as well,

Rines

Speaking of saddlebags, my first bit of advice is
ditch the bike. I've said it once already, bur HM[U:'L'.':;":_'!CH
are such a part of the anarch stereotype, | think a repeat
is justified. Even a good, lare model sedan is a betrer
choice. It might make you look like the unliving 21st
century incarnation of Ward Cleaver, bur it's a damn
sight better to get canght in rthe desert 50 miles from
Barstow at daybreak in something with a rrunk.

Steer clear of flashy muscle cars. Subtlery is a betrer
way o protect yourself than a fast quarter mile, Folks
remember a flame orange Mustang or, worse, Ferrari a
hell of a lot quicker than a dark green or blue Honda or
Nissan sedan. Better yer, snag a minivan or SUV.
Thanks o yuppie soccer moms, you can't swing a
basehall bat inamall lot withour hitting rhree or four of
them — which is a fairly amusing pastime in itself.

MNabidy looks twice ar one of these parked in a shopping
center or grocery store. Tine the rear windows heavily
and string black curtains on the inside and vou can
stretch your body bag out in comfort.

Yeah, the urban anarchs will point and laugh, bur
they have an unlife expecrancy in the rens of minutes,
so o hell with 'em.

MUNDANESTUFF

Throw a toolbox or bag in with most of the basic
toals: screwdrivers (borh types), hammer and a few
nails, pliers, maybe a small hacksaw, flashlight and so
o You're not going w need them all thar often, b
whenyoudo, nothing else will work. Don't try to make
do with one of those little pocker wols like a
Leatherman. They’re handy, but thae’s abour all. For
serions work, you need the real thing, Ducr rape is a

must — if nothing else you patch any last-minure
holes in your bady bag with it.

A spare gas can is essential, bue if | have to tell vou
tor keep it full, then yvou'd be best off laminating vour
Camarilla card and staving home. Besides keeping vou
from the embarrassment of FUNTHIE L of pPas, A4 L:uq_nd
splash of petrol is always a powerful persuader. Espe-
cially if you back it up with a lighrer.

If you're considering securing much rest in stand-
ing buildings, vou should assemble a security kit. A
cordless drill, hasps and padlock will secure a room
nicely for the day, and some duct tape, tacks and
canvas can cover any windows orother openings good
enough tor a day or two of security. The poraable drill
can also be used o core any existing locks. bur it's a
good idea to carry a crowbar or similar tool just in case,
Anorher handy addition is one of those l..'l"lt":-lp door-
knob motion detectors. Hang it on the door or even
just prop it against whatever you cover the encry with
and it sounds an alarm when it"s moved. Ir might just
give you the warning you need.

Finally, throw in a couple pais of lues gloves and
some trash bags. The gloves will keep vour prints out of
the national crime databases, or ar least prevent you
from leaving any if you are already in one. You'll find
more uses for the trash bags than you'd believe: waer
and light proofing, temporary storage, suffocaring un-
ruly donors, even disposing of bodies or hody parts,

CoorErs

A coaler is also a good idea if you plan ro do your
food shopping at a blood bank or hospital. A well-made,
one can keep a couple of pints drinkable for several
nights and even those cheap Sryrofoam jobs are hetter
than tossing blood bags into the trunk. 1 know 1've
mentioned you've got to ger used ro less than first-class
accommadations, but nobody should have to make do
with rotted blood. Ulse |||":.' ice, |u:.-' the WY, Jll:."rﬂlla'll' Ice
just melts too fast,

Analternative s aone- or two-quart metal chermos
hottle, but 1 don’t use them myself. Make sure if vou go
with one of these you replace the blaed no later than
every day or so. Hospitals use anti-coagulants in the
blood bags to keep it from clotting. If you're filling the
hortle :\L‘“-'."\l"l"k"l?l 1,’|‘Jl|\|'&‘ l‘\f‘-;'&.|‘-;'||‘:.f-:,- not going to Lave
access to those drugs. Lefr in the hottle more than 24
hours or so and that blood's going to clump up and star
ta rot. Even after only a few hours, you're still looking
at a semi-solid pudding-like scum on top. Newly Em-
braced Licks ofren have a ]"ll'n]}!:'m with t|1~1r, s he
prepared if vou decide o try this.

(GGREEN

Without cash, you aren’t going to make it on the
road. Cold, hard, preen cash. Nothinp else will do. At
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the very least, you can't keep vour vehicle fueled and
running, buy other supplies or even pav the occa-
sicnal bribe without it. Maybe an unlife of theft
seems like a viable alternative, but even the most die-
hard Ravnos will tell you thete's always a place for
good old money.

When I say cash, | mean cash. Even ATM with-
drawals are a risk if you've really rweaked an elder's
nose and he's gor the right connections. Electranic
fund transfers can track you almast as well as a War-
lock with a fingernail clipping can. I you're 1sing one
right now, convert that account ro cash as quickly as
vou can and dump i

Creditcards might seem handy if vou're a brain-dhead
moron, | suppose. They pinpoint you even faster than a
pure ATM card, since you use them when you make a
purchase instead of just for withdrawals. I'd use a frickin'
checking account before I'd buy with Visa, I won't even
ask how you plan 1o keep the account current

Cash s the anly way ta go. How do you keep that
rolling in? We'll hit a few investment opportuniries
shortly. Until then, just remember you need it.

Hreat

It's a bad world out there, and there are going to be
times when the only things you can counr on are
yourself and whatever gun is in your hand ar the time.
You've got toconsider mare than just which gun andf or
caliber is currently in vogue when you pick your weap-
ons for the road. Unless you're willing to risk Final
Peath to carry thar classy little chrome-plated auto-
matic, you'd best reconsider your taste in firearms,

Far pistols, [ wouldn'e rouch anything smaller
than 9mm. Go for the larger calibers and high-capac-
ity models. Yeah, evena .22 is lethal if you hir the right
spot, bur, honestly, why risk it! Ger a decent-sized
round with a large magazine. You never know when
vou'te geing to be going it alone, so vou'd best be sure
your shots are going to get noticed and that vou've por
enough rounds ta shoot every one of the assholes
tacing you.

Whatever pistol you gowith, carry at least twospare
magazines. And my advice is to go with a shoulder
halsrer. Belt and ankle models can be tough o draw
trom when you're sitting down.

All that said, a pistol is a secondary weapon. You
need to keep a good long arm handy, like g rifle or
shotgun. Either one will do, but T lean rowsard she MEEUNS,
They're intimidaring as hell and pack eno igh fircpower
to get the job done in most cases. Replace the burr with
a folding stock and it's the right size to hide behind the
PASSCNECr scaly

It you decide ro go with arifle, grab an assault rifle.
Bolt- and lever-actions are too clumsy for the type of

work you're going to be doing. It's up to you whether vou
want amilirary-grade full auto or just a semi-auro clone.
I've always thought automatic fire was overrared. You
run through too much ammunition o wquickly to make
it worthwhile in most eases. Most of the time. 4 semi-
auto model is going to do the job and they're a hell of
|l11’ easicr to come hy, ]:[: 15, 1f t |‘H; COPS CVEen sec you with
a full-auto weapon, you're going to have to deal with
[]K‘Ill Lixr — Just |'l.|'.,'l£]l_[ INe 1IN Your possession is a
felony, And believe me, they don’t srep lightly around
machine-gun-toting perps. Remember, we're not figh
ing “the Man." Drawing the attention of mortal
orpanizations is likely ro hurt our cause as much as i
weakens the elders. Take my advice
extended magazine shoteun.

1 iL'l-C W |r|-. (W] II,'||,|

The same thing holds for submachine guns. The
added i'j]'L']'"iF'J-"K_'I' 1IIi_L[hl be aetractive, but unless VONE T
going to be fighting a full-scale turf war, it's ourweished
by the attention of the authoriries. Still, if you
are involved in heavy acrion, vou might want to look at
getting your hands on a fully auromaric WEAPON OF TW,

All that said, when push: comes o shove, most
firearms don't do much more than piss off a Lick, L1
mightslow him down for atew steps, butif bes really our
tor you, he’s nor likely to be dissuaded by a few incon
venient hullet holes in his suit. If o I"]-ill. G MIXINE up
['--.":I'I'Ilzll'|1_‘|‘|l-[[L.L‘ IL'iLh other Kindred whix b 1 ads (LS
against, by the way, as it tends to make serious encmies
— get yourself a big carving tool. Ger vourself an axe
machete or even a big-ass knife and g0 for the throar
All rthe way to the back of the shirt collar, if vou kinow
what I mean.

TAcTICS

You've got the bare minimum o keeping voursel
undead and on the road. If you're just planning ro do an
occasional vacation trip, that's all yvou're soing to need.
However, I'm betring if that was the plan, you wouldn'
be talking to me in the first place, so adds are you're
looking at doing the long haul out here. In thar cas
you're going to need more than basic survival skills

UnNDERTHERADAR

The first rule of the road is to keep your head low.
Even if you've pissed off a prince and he's ot to see vou
hanging from a rooftop come 6:00 AM. he can's ST
you if he can't find you. It's a big world our there, and
there are plenty of places to hide as long as voLL iren’
wearing a big sign that savs “Asshole Here"”

Curl oose

When you take to the road, vou've got to dirch any
ties to your previous existence. 'm not talkine about
hefore the Embrace. If vou're still clinging 1o those,
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you're in a bad way, my friend. I mean cut loose from But don't sweart it too much for the every-night
anything that might bind you to the Camarilla. Sire, stuft. If you're listening, you're already dealing exclu-
coterie, even casual acquaintances — lose them. [fyou  sively in cash, so you're not going to be asked for [D
really pive adamn about changing that stagnant corpse  thar often. Also, most people tend to be far more
of a sociery, they're probably going w fight you tooth trusting than is healthy, You can usually claim to be
and nail. Even if they don't, they're just an easy string  anyone you want and not raise suspicions. You can
by which the elders can jerk you around. evesn fake a Social Security number. It won't hold up

You might — and [ mean might — be able tokeep  to a check, but about three-quarters of the time
contact with anarchs trom your old stomping grounds. you're asked for one ouside of a governmenr form,
Like [ said carly on, though, most “anarchs” arc onlyas  it's not checked anyway.
dedicated to the cause as their cleaning bills, When Business cards lend a prear deal of weight to any
push comes to stake through the hearr, they'll turn you claim for some reason. For less than a ten-spot, any idiot
in to save their own hides. Hell, even some of the rruly  can walk down to Kinko's and get a box saying any-
dedicared omes break under pressure. The elders have  thing, butstill people rake it as a holy writ, Most people
had centuries to figure our ways ro get Licks to ralk. are really too stupid o live.
GEeT A New Fact I'd keep a couple of sound fake [Ds for when you're

It"s lest to have a false |'-]'-‘”|”"|' ot bwo to hide called to eask. Other than r||;|!: | |,!II|(_“E WL, g ol story
behind. It used ro be a walk in che park to come up and smooth talk "'\'"_””1’- works for anyone other than a
with a fairly solid identity on your own. A trip to cop ar other authoricy figure.
the local cemetery or a few hours in a newspaper  Don't Dress THE [rart
morgue scanning obituaries could locate a child or This is one of the hardest things for most would-he
infant who died too young to get a Social Security  anarchs to swallow: Don’t dress like some feature model
number, Then, a ghoul or Dominated juicebag por — from G} Most anarch poseurs are so hung up on
a copy of the hirth cerrificate and wsed it to det a Appearance [[1.;_-':,- _5'FH_~]'|_|J MOTe Hme in |;_|.L-.[1'|i|-ig sroHes
Social Security card issued. Voila — you just cre- than they do actually erying to shake up the Camarilla.
ared a new [FEISOTL ‘G{-'?l'll'.‘-l.‘.‘1ll'|i1‘thiilll'(_' couture serves only to daw attention

Unfortunarely, thar merhad is gerring tougher and — to them. And outside the usual poseur haunts, that
tougher to pull off. Mose stare governments don't re- leather and silk is like toting a flashing siren around that
lease birth certificates to the general public that freely  sereams “Look ar me!” every five seconds or so. Don't
anymore, even of the deceased. On top of thar, most  even think shour wearing it into a rural area.
children are assipned a Social Security number almost The less conspicuous vou are, the longer you're
at birth, so the clerks and jerks at the Social Security going to survive, Diress to match your surroundings. You
Administration tend to question anyone who comes in don’t want ro stick out in some local’s mind two nights
at 43 years of age needing a card. after you left when the cops — or a Camarilla [hu:.__f—

Mow, you're berrer off |‘l|'5.'I1'l;_', credentials from a is poking around your back trail.
forger. How do you make contact with one? Well, that's [t's the same idea as how you pick vour ride, just
i problem you're poing to have ro work out on vour own. applied ro yourself. And this goes beyond clothes, Hair,
Muost serious criminals including hardeore biker eattoos, piercings, all of it. Depending on your appear-
Eangs — can point you to one once they're sure you're ance when you were Embraced, that may mean a haireur
not pork. Expect to part with a bit of green, borh ro find pvery evening, or at least a hat. Tattoos you can hide
the forger and to buy the credentials. Usually the more relatively easily and as for prercings, well, just don't
you pay, the better the work, but don’t bet yoursoul on stick that tongue stud in, Sherlock.
it. Even with pro work, I recommend you keepexposure If you were lucky and had a ton of hair, you've got
of the papers to a minimum. a built-in disguise. Trimming it to various lengths every

You can always take it off a donor who gave until it nighe alters your look drastically, A beard or moustache
killed, but don’t use horrowed 1D like this too apenly. isalso handy, On the other hand, if you were askinhead,
[t's a surefire way to set off alarms, particularly if you're  you'd best be looking into investing in a few wigs.
already drawing atention to yourself. On the ather Watch your habits as well. Odd walks, accents o
hand, if you picked your victim wisely and setup aclever even It‘ﬁl-;lmﬂ slang have to be purged from your system.
con, it can be a _|:|.'||E'!I.:I way o stir the pot and sow some A unique phrase might be cool for s WWF wrestler, but
serious contusion. Still, you're walking an ]“_“k‘:” glass  jir's the next best thing to a fingerprint for anyone on
when you pull stunts like this, so srep careful or your your tail. Basically, you want to hecome a face in the
going to lose some blood. crowd from here on out.
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STICKAND MOVE

Mo matter how carefully you cover vour trail, a
determined pursuer is going to find traces eventually.
To keep vour hide you've got to keep moving, staying
one — or preferably five or sis — steps ahead of anvone
behind you. By the way, if you've not stirred up enough
trouble for some elder somewhere to get someone on
your tail within a couple of years, you're wasting the
movernent's time.

Do your husiness in the area and get gone. When
traveling, vary your routes, double back, change identi-
ties two or rthree times and never stay more than a
couple of nights in any one place,

Yo know thar ride you picked our so carefully!
Well, don't ger too attached o ic. You probably should
dirch it every month or s at the minimum. Don't waste
time or money buying a new one, There’s a whaole
showroom parked at the local Wal-Mart just waiting for
you totake a test drive. Snag acouple of spare sets of tags
to switch off from time to time. Onee vou switch the
tags, drop the old ser in a Dumpster somewhere. No
sense in leaving any casy-to-find evidence.

While i onthe subject of rags, try tokeepacouple
of different states, but nothing too remarkable. A Mew
Mexico plate might draw attention in Vermont, for
example. Vanity plates are just plain out of the ques-
tiom, YAMPYR. [t's also a good idea to note how each
state requires its plates to be displaved. For instance,
Virginia dictates a plate on front and back, but right
next door, North Carolina only requires a back plate.
You can be sure that the cops know the laws, and you
really don't want one pulling you over in your stolen car
with stolen plates to explain them to you.

CACHFS

[ mentioned safe houses earlier and how unlikely it
was thar you'd have access to one just starting off, A
cache s another matteraltogether, These are easy to set
up, and they can be the difference between Final Dieath
and another night of existence.

A cache is a relatively safe place to store money,
gonds, documents, et cetera. It can be anvehing from an
airticht container sunk in a Tennessee Valley Author-
ity lake toa safe deposit hox. More than once an areahas
sorten =0 hot that [ had to bolewich only the clodches on
my back, and enly a well-stocked cache saved my skin.

T usually pick a route of rerrear and ser upa cache a
few hours out of any area U'll be rabble-rousing in prior
to starting work. [ stock it with a spare hody bag, some
cash, a gun or two and some ammunition just in case.
Depending on the situation and my own resources ar
the time, | might even dropa small lunch cooler packed
with dry ice and a couple of pints of blood for a real
emerzency. This sort of emergency cache doesn't take

much effore ar all, just an out-of-the-way, but easily
memaorable, location where you can bury the stash and
a container or bag to protect the goods.

For valuable documents, like records you're plan-
nirtg to use for blackmail or forged 105, you're poing
to want something a little more long-rerm and se-
cure. Those private mailbox stores are perfect. They're
hetter than safe deposit boxes, because the require-
ments for proof of identity are far less strinvent,
allowing you to ser it up under an assumed name. You
can even matl the goods to yourself from anywhere in
the country. Also, many of these places are open far
later than banks — a concern unless vou've got an
ally or rwo to do your day work. Be sure to pay for
several monrhs in advance unless vou're sure you'll
be hack frequently
the game all wrong,

That should be enough to get you thinking on your
options as far as caches go, and thinking is something
youneed wo ger the hang of right now ifyou plan ro keep
at this.

in which case you're playing

Dispose 0F TRASH [DROPERLY

Don't get me wrong: 1 usually don't approve of
offing donors. 1 could give a damn abour fur and veal,
bur [ see humans — at least most of them — as a step or
twoup the ladder from animals, [ don't know about vou,
bur only afew decades apo, [used robe ome, solstill have
a soft spot for them. 1 ean't say the same for 2 raceoon.

Still, they can be so fragile, and, in spite of best
wishes, occasionally one gets broken. You can'’t just go
throwing them off on rthe side of the road. The Sabbat
pulls thar crap and, in my opinion, it's only a matter of
time hefore we all et burned by those kinds of stunts.
Mot that the Indian from those ald santi-litter commen
cials is going to be standing beside the highway with a
tear in hiseye asyouchuck the body out. There are some
sound reasons for making sure you put things in theis
proper place.

Even it you're not concerned abour breaking the
Masgquerade — which is one of the few things the
Camarilla has gotten right — you don't want to leave
any more evidence than you have to. Just like food
draws bears in the woods, dead bodies draw unwanted
artention from everywhere.

Pve covered a few methods already, but the best
advice is to keep your head. People are lazy, and most
look for the easy answer. [fyou give them one, they stop
digging. A body found in a8 car wrapped around a
telephone pole isn't going to be checked for excessive
hliod loss. An obvicussuicide will be autopsied, but the
medical examinerisn't likely to try to account for all the
juice that got splattered over the trailer wall. A good fire
hoils away most ol body's flud.
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[Fehvar ool G st avarhable, lide the seanains, A
fow rrash i.".'l'-_'_*- Pl o severed baody [rirts stuffed into
bottomn of o Dumpster on pickap day will be conve-
ot oy b local dump by lace afrernoon. & oo
sl o bndentis or dhains alome wirh a sacl of rocks will
keep o body pnderwater lomg enoueh for the Tish o

mer |y

tindsh ol whiat decny won't. Seacchers mivht find a
Jiallow eree inea backyard insuborban Pivsborgh, bue
they™>e pot to Look o lor harder o find i
Fackwonwds of the '\‘-||t':.'§u'||'-.' Matiomal Forest,

Yo iy foed voudon't have e or the means to

i th

I |||_'\.'|||_||| VI |1_'ILI'I.| T 45 -.|i||_|||| |h|.' |l-.p.|'.. |||||,'_-,..'||||'|||__'
lese sispicious dearh To char cose, you'd Bereer have
planned abead. Persomally, TReep up with the siyles of
wirve serial killers, partieolarly those in the arens |
expect o b myselb visiting in the near tuooee, There
TS N e A R '-II|'||' il 1.'.'l.'|‘"-il Uit I|'|-._".'n._' IE'|.II H A r]'|:-.||_|-
crite ctomeh otk this socr ol infornmacion foc JUEIT
sinee there are probahly dozens aperating in the TS
alone e any civen e, s mon oo haed to find one 1o
the miehn neebiborhood,

Wl linele effim

anwed oy ar Loy supertically resemble thae ot the serial

VL 2Lt ||“||.|||'.- |!t!|lﬂ-.|.'[|'|{ sCehe

Killersother coimes. The cops — and anyone warching
[ LR TR VL MR RTTAR TR [irsr 10's JLIST another
].l'll 'I.I“ |'||'<'||'-;!.|II':'=
wrse upon tew dows, bur even then, they' Il rengd 16

l||'|I' Li1)¥s

victim for vonr fall sy o a Oy

beheve o salocal copveankiller. v w1 Te prone rooffing
Pce s, vy want to ever alter your own prey e
T ]I II (H1NRH 1|'||. (RLRIRAAAT '\|'l|'|'||_'l'|'|._'-.| VICT 1= |”|E ||_': VoL
m at least three of the Gireen River Killer's
clanmed 31 victims were donors who save thedr all,

[§ RS R

MNow, mone of these ideas s poing oo |u_'t.']l the
lettovers ludden forever Odds are, some of vour kills are
poinge topet found, That's jost che way i poes. Yeah, |
mzdea big specch corlier about keeping the Masquerade
anwd st Byoar, b rhe bortors Lo i thiss When, nor
ity ot tarns ap Later, iy gomee o be someone else's
i bleme. Yourmomadic assis comne o be Tone sone, ad
bopetud by forgetren.

[P yowd're smrt, you'll figure our g few of your own.
I yeu're not, s been nice knowing voo, Say hi o the
Blowond] Tt for e,

Monev anD How 1o Ger I

Poe g thes sweer dead poing down on the Arizon
boreder. A lotof o kind steer clear of the wide-npen desert,
mmoles them uncesmfortable jus r!'”:r.r.;r'pllt_! abarr how {en
--!rl-lI At thet !_:Tl'lfr'lu!l'\- "'l.l.'.rl:_: LU gl cotre l;::rmf!-. ."L-L", |r'1'_-'¢_'
alwavs saud where theve's risk, theve's maney to be made,

Sonach of ehes prss-ant eown named Cowlic of all things
there sadive track thae rams ||||‘.'-'JJ|_g!r'| EJ?H.' ;,]'r_*,wr[ anel across the
Boreder. 1t's far evonegh from Sicrra Vista that the Army's
aronad sensors and vadar dem't rack movemene, and the

Merder Paerol emly muns the route imee a dav or s0.

Anvieay, abowt once aomoiih T make avan acvoss the
hovider b Senova, Mexico and pick wp a ven load of
Musicans all hot and horny for Truth, Tustice and the

Virwerican Way, There's a mrowp of back marleters dinen
i B Ciaeo sthar e e 3500 head, Trswally nerabowernime
eranel i trip — meore than enough o keep me m nice clothes
e decent hael vooms.

My Somoran contacts also slip me a note anytime e
ot soly — seomeome awithont close family des bacle in
Ml wcn — pome ovey 1 steer clear of the paymgp customery
swhey maght be missed; 105 bad for vepreat business. But sl
are faw mome, The dlack marketers thank I'm domg e lind
sleeve traele om the sicle.

It' s veal eevsy tirmalie a bod disappear i the Avizomadesert

[ivgerad Cialt, snarch smugeler

Wlconne tothe world of the career criminal, if
vou're not already it Yeah, | know Amway sales
might sound like o lucrative snd glamorous career path.,
bt nreust me, it am'e all it%s cracked up to be, plus those
perlormamee reviews are absolure hell: There's simply
Tiis '|||:|l'.t|l. .'||. |'L'||.IE'||I." .-||'I-;.| |'§_'j_!|'|,]||1:ll'l.._' TN jI_II' i | ]..JL:P". Lin
coenerate serious Aosh an the rooad.

What vou've ot to learn is how to get ar the money
and gret away with i

CGrAMBL NG

This might scem to be the exception w my carlier
statetent, but no matrter what the movies show abour
hundred-rhensand-dollar pots, it don'’t work that way
Professional gambling s as much a0 jols as pusling o
brocim i the local high school — s just got aberrer PR
man. You'll spend hours and hours parlaying a grobstake
TRRAY I-II;_':]'I cash ro live 13, I'Illlt_"ll ](-w al l.\n-l']\ I,U!_-i‘-_-L"!_w f|_1|
the next two of three nigles,

."1"||I|. | Tia |-{‘:||;'!," L LITE: rl?.‘." :_:l';.'l_"ll, I'!-l.l‘l |I"|'I.‘.I J:I il |'|'|| [ ||.|..'
bigcasines. And where are the higeasinos! In Vegas and
Aclonic City. If you think you can dodpe the norice of
the Kindred who's-who in those rowns long enough oo
bl @ stash, you're not g gambler, you're insane,
Reservation casinos are usually out in the middle of
nowhere, The povernment pave them that land for 2
teason — nobody else wanted it Put those usually don't
have the high payouts like Vegas or Atlantic Ciry. The
same's true tor the riverboat casinos. The pavout just
't going bo keep oo afloar,

PMhas, if you are pood enough to run a hot steeak,
vou're just gorng to draw attention — and mayhe from
the wrong people, [ vou still think vou can make it this
way, at least keep ivsmall. Shark ar local pool halls or
bars. Take the yokels for gas money and move on. A few
hundred here and there can keep you going for weeks i
you're careful, and it won’t even make a nipple in the big

boys' pomd.
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SUppLY an DEMAND

Adam Smith's invigible hand turns the world from
bevond the grave, baby. Free marker forces are where it's
at, and all you've got to do is figure out whar the
CUstOMIer Wants,

An anarch on the road can turn a healthy profit in
a single mght just by carrving a trank or backsear full of
Commodit ¥ X from {._:il"!,' A ll_-{,_:iL}' B. The real knack is
knowing what Ciey A has that Ciry B wants, Here's a
clue: You're usually ser to trade wirh some sort of guns
or drugs and often both in I:.'<.|LILII quAnCITies. Connec-
tons for one of those usually lend themselves readily to
connections for the other, so once ':,"lﬂlll't‘ hooked up.
you're pood o so.

As lucrative as puns and L!ru_g.'i are, there's Mmoney 1o
made in other markets as well. High tech smuggling is
all the rage on the West Coast right now, and if you
make runs to Hong Kong or China, you can sell just
about any computer part on the black marker for a
healthy profit. Mexico is just about as ripe, although
NAFTA did cut into that husiness as half the industry
rushed sourh w grab cheap, nom-unionized labor.

THEFT

Ifsmuggling and gambling are voo much like honest
work, you can always cut right ro the chase and just steal
what youneed. Tobe completely homest, one way on the
other, you probably will at some point on the road
anyway, so youmight as well say to hell with it and jump
ity right froan the start,

I'm not talking abour TVs, DVD plavers or even
cats — though you'll probably steal more of those than
an El Paso car-jacker — that's petty shit. You steal the
same things that are worth smugpling — guns and drugs
— and you steal them from the same I-"k.":.llf‘l-.: vou'd talk
tor about eicher buying or selling. Don't plan on making
any lasting friendships in this business.

The beautiful thing about the drug rade ronight is
that unlike the coke marker of the '80s, crack docsn't
have a centralized disiibution chain in most places,
The independent entrepreneur is the most common
dealer, and that makes him an easy mark for a deter-
mined robber.

A crack house is like a one-stop shopping center
tor a hardecore robbery. Any crack dealer worth his
salt is going to have a decent supply of drugs — and
not just garden-variety crack — puns and cold, hard
green. On a good night, vou might find upward of 20
grand in various denominations in a busy crack house,
and if vou don’t find that much money, you'll find
enough drugs to generate it on the street, Granted,
the dealer is going o packing some artillery and have
a couple of toughs backing him, but you can't score
that kind of flash on a bank. If you've gor a couple of

Licksoreven ghuuh batting o lean-up, it shouldn't be
too much of a problem.

And most cops could give a flying racs ass abour
whar happens to a crack dealer. You mighr run afoul of
the occasional Brujah or other Lick who's dipping into
the local drug scene this way, bur if you hit hard, ran fast
and leave nowitnesses, you'll probably get away with it

Which brings me to my next point. ..

DRLGS

| think '5.'11""-.".‘ el the poine about the virtues of a
crack house as a financial shot in the arm. However,
crack’s not the only cash drog oot there, either. Mor 1
the city the only place to find drugs. Pick the right truck
stop, and you'll find a 24-hour pharmacy serving a buffet
of crank, speed, ice and crystal meth. If you're one of
those socialites or you're earning your scratch with a
medical fraud, you're going to be where the OCs and
Vikes are. If you're looking to work in entrepreneurial
pharmaceuticals, prescription painkillers are a goad
starting point. Mot only can you avoid dealing with
nrgﬂni:ud E]]’I.IL: CHrt L‘|r'~TUJ_'L.'T herled -1'l|1-.'rn\ bur the stare.
up cost is far less, both in finances and time. Hell,
Eestasy is still moving hig.

L eave Home Witnouws I

The only way I'll wuch a credir card is if it has
scmme b )L]"r:t'lb't'lbllﬂllch'lli'nHI'I:-'I‘L"_il.l.,".I‘|||‘.|I_'|'ll-i.ﬁ‘:fL'['ll.'Tl s
donor — or a dead one — and you've got g one-nighe
bllU}"].?'IIlj.: sprec. Don't hold onto them for more than o
single nighr, or you run the risk of getting tageed by the
wonders of the electronic age. Even if the former owner
is laid out in some gully 200 miles away serving as a
butter for worms and crows, you're leaving a trail that’s
going 1o mike even the slowest sperm in the police
department wonder how Fred Smith could be shopping
for anew leather jacket in Denver when he was rorting
in a ficld in ensrern Kansas.

L.:'TI]T about one out of EVEeTy sy 4_'|||[~||11.,'._'|_w even
looks at the signature on the back and of those only
ahout half might even ask for the 1D, bur when they do
you're facing a serious social faux pas. It's just nor worth
the risk. On the other hand, rhere's .|:|1.1.'.|'!,'= Woal-Marr,
Targetand similar fine establishments thar allow you ro
swipe the card yourself without ever having o slow
down the productivity of the $6-an-hour cashier.

Rule of thumb: Use them fase, vse them hard, then
toss them. Better vet, leave them in a bathroom at a truck
stop afrer midnisght, Someone of impeccable INEeErity is
sure e rum them in—five stares away and four days later.

(GANGS

Back when [ was i with the Damned, we didn’t bow
emd scrape for nobody. There was almost 20 of ws full-on
Kﬁ!-’.iiﬁ.’ti ! TII-Z! ::aﬂ_ﬂqrir.ﬁ rL[JI N4t \.Ill'lri.r-ll!l:! that .IIJnrlfh_-?f ¥ ;{_ﬁu -m'_-:
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anet hernger-om swannabes. We had members from all wp and
down the West Coast and Pacific Northwest. Probably half
the bunch was ex-survivalist freals and half of those that
1 y I i
were left were ex-white supremacists. Not whar you'd
the Yacht Club ser,

call
if you know what | mean.

Every ome of us rode a Harley of some sovt — nome of
those vice-burner rip-offs. We had a couple of ghouls hauling
wr-rrailer full of enough hardware o take on an
armoved division, so there weren’t nobody who could slow

% i

wn, The Damned pretey much told any prince o go
nwmp hemself when it rode o a city. Anvy Sabbat |‘h‘|1_.|l-.' thitt

POIL I L AL

s Just a speed bump that gor a livde blood
O [N DTes as L :'-'-'|II!\. I! oLeT IL.

We got away with it for a pond flee, 10 years before i
went Lo our -'|._--.':! Hv theat ime , we |'t.'|~|1.| i '-"I'f'-ll'."-hl-”!?']",!f' :J'.‘l.cll
fin-runmng operaiions fromeed to |'<._._-!- the cash volling i,
and even dabbled a bit in the old skin trade, A bunch of our
pemg had commections in novthern ldaho, and they got the
wild idea to set us up witha compound up in the sticks. Hell,
nith I.I:\.I.I had the bal

)
15 L cvem '--:-!_"'-' F1 [0 WS |||'l? ey [II|1':_'.'_'
Montana and
3 'I'II:' 1 , h £ .1 |
YN W ASNIELON A8 Our Gum tur], sovt of the Angrch
Free State, North

LY}

we fioved we'd daim Tdaho

That's when we found our those Camarilla elders

" " . i1 i
weren't as soft as we'd thoughe.

he elders were wo smart to po trying 1o take us on

from the froni they might have won anyway, but the

mhess wineld talke forever to clean it Instead, they J:].’!f;'._‘
some strings and somebody in the FBI or BATF fingered
ws as a “violent, sepevatist movement” and half the
federal government drapped on us like a ton of bricks,
They hit fast and hard during davlight, and only me and
rmui others got out.

Nobody ever heard about it 'cause there was a hig
cust-up down in Waco about that time with the Branch
Davidians . While everybody was looking south, the real
deal hit up on the oppasite side of the country and was
over almost before it began. What word did leak our goe
hushed up real quick.

Noaw, I stay away from crowds if vou kmew what [ mean

Burch Harfield, anarch ex-Camned member

Here's an unfortunare stercotype the roving
anarch biker gang. It's ahour 20 vears our of date and
unwieldy as hell. I mean really, think abour it. As if ir
isnn't hard enough for vs o ravel any distance on 2

motorcycle, whar with terminal sunbum and all, jus
imagine how many donors would go down in a single
teeding ro even a medium-sized pang. Talk about a
swath of desrrucrion,

A few flared up back in the lare 'T0s, mostly
because a cross-secrion of hacks caught a late shiow.
ing of Easy Bider, if vou ask me. Within just a fow
years, all but a two-finpered handiul had -:|i.=.|!:~'!u~:|n-.|
in aswitl of ash and dust. Of the remaining, mosr are
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Anarch
Free Stace in Southern California. [ can only think of
one gang still rolling, the Resurrected. They keep o
the Southwest and hueg the Mexican border most of
the time, or at least they did, last | heard, Bad bunch,
though, and really not teo involved with anything
but their own interests,

confined ro the rapidly collapsing so-callec

It's possible to make do with small gang, 1 suppose,
but definitely no more than five or six members. After
thart, it's just too damn unwieldy, and it will ger nm
down before long, You're best off running it alone, but
if vou can't lose the idea of riding free on a hog, at least
pick up a U-Haul or a semi for a rolling haven. It can
even hide your bikes when the heat's on. And be ready,
becawse every one of the pitfalls I've mentioned —
funds, stealth, movement, feeding and the rest — are an
order of magnitude more dangerous once you start
ruring around inoa group,

The only advantage | cansee is firepower. [f vouand
vout buddies get it in your heads to go liberate some turd
from a Sabbat pack or the local Camarilla power-
mengers at gunpoint, this is probably the route w go,
Just be ready 1o weather a serious beat-down when the
former landlords come back with their buddies.

GHOULS

A phoul can be a grear asser and a potenrially
deadly liability — often at the same time. Obviously,
a ghoul can serve as a day driver, shifting locations
while yvou sleep in the back or rrunk. That frees you
up to apitare and aggravate at night and seill be a safe
distance from the local prince come the next night-
fall. A ghoul can also take care of any daytime
busiriess vou need to conduct. {Most mortal busi-
nesses are remarkably inconsiderace about their hours
of operation. ) And even when you're nor traveling,
you can sleep much more securcly with a reliable
wiatchdog than without.

A ghoul puts a much greater drain on your fi-
nances than you do, Mortals, even those with a taste
for blood, have o eat, and food costs money. Yeah,
that's so obvious it hurts me to say it, bur you've got
to take that into account. Ghouls are much more
fragile, and even a day without food tends to distrace
them from their duties. They also start to stink if you
don't get them somewhere to clean up every m'mp]f;
u[: '.|:-1‘_,’.\ ar s0.

Don’ torget, vour phoul needs rest almost as much
asyouda. You can try to make them go for days wirhous
sleep, driving duning the day and backing your plays at
night, but tirst thing you know, they're going to be
secing angels and trving to stuft spare change into
urinals trying to get a can of Coke from the "vending
machine.” That (RS R rouch means your qul:; driver is

going to be sacked out while you're working the area. [f
it's unfamiliar tervitory, you've gor to make sure she's
secure betore you leave her. 1 lost a couple myself back
before | figured our leaving them rosleep in a parked car
wasn't a pood idea.

And rhis doesn’teven begin to handle the “youdon't
lorve me anymore” trip that some ghouls will lay on you.

Other than those factors, the ghoul has vo follow
the same rules you do to survive. She has to keep her
head down and not make a targer of hersell — and
youl A smart huneer or enforcer is going to key on
yaur j,’hmli ﬂ“if-l‘{l'ﬁ'-. and there aren't too many (st
aren't smart, Make sure wharever juicebag vou pick
to hook is smarr herself. A dumb one is a one-way
ticker ro daylight,

There's little o be gained by having more than one
ghoul at a time. Each one adds to the cose of keeping
them presenrable and in working condition. Also, a
proup is way too easy o track down. For shore-term jobs
where you need some added firepower, you mighr find
multiple ghouls handy, bur ditch the excess once you're
done. Betrer yer, line up some temporary backup that
doesn't know ot doesn't care abourt the Kindred aspec
of your personalicy,

Cne lasr rule: Don't zer attached to your ghoul.
She's probably going to end up worm food belore ton
long. Ifsomeone else doesn't get to herfirst, you're poing
to have to put her down in a few years anyway. One
person can hide for a long time; two people can't.

'1'|wru's an off chance ¥ Ilnl_g;'hl n Iinta a
mortal that doesn't care where you're getting your
Happy Meals as long as it's not off him. I've heard
of this happening, though not all that often. Usy-
ally, the guy gets it in his head he somehow stands
to gain from the associarion — which granted, he
might — either financially or otherwise. A moreal
ally of this sort doesn't tap into the blood reserves
like a ghoul, but isn't as unguestioningly loyal nor
as powerful. And, I've always looked at these rypes
with more than a lirtle sospicion, Adrer all, if
they're willing ro sell our their fellow juicebags,
how much can you really trust them? Ar hesr,
[I-ll-":,-ll.i' "i-lll..’.l.lll":trl.l.'11 I my I\.|-|'|i||_|\'.§||_

THEENEMY

By now, [ wouldn't be surprised if vou were sick of
hearing me say, “Don't draw attention to yourself,” or
"Keep your head down.” Fatr enough. How about [ close
with a run-down on exactly why I've been pounding
that home, just so you've got the baresr taste of what
you're going to find yourself up against out there? If
you're still up for it, more power to you, [ not, [ had most
of you figured for pussies anyway.
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THECAMARILL A

[f there's cine thing thar every single anarch can
agree on, no matter what his creed or philosophy, ir's
that the Camarilla needs a major enema. The elders
in charge have 3'"'-.|‘.lt‘|.1. hed any evolution in that Orga-
nization for more than 400 years, le wouldn't surprise
me to find out that some of them were the same Licks
that started the whole thing back in the Dark Ages.
Soit's really no shock thae those guys don't want us
rocking rthe boat,

Criven our particular mindser on the whole issoe of
social order, the anarchs’ primary foe is the exiscing
leadership of the Camarilla, If you're truly dedicared ro
the cause of change, you're going ro be spending mast of
Yiur rime ||tfll:|h'||1'|i:'|i|i;l1" rll.l;_' || |'|||'|LI.1|iI'II'|‘| i\r tl]l._' L"Ii_lL"'T‘;I
strength. And, since our goals directly conflict with those
in positions of power, they in tum use their hoarded —
and rather formidable — sesources ro oppose us.

In some cases, Camarilla elders lhave had centuries
tor consolidate their bases of power in their respective
cities. Not only do rthey hold sway over the nightly
existence of the “lesser” penertions in rtheir domains,
but often also many mortal networks as well. You can
expect to be opposed on all frones in a ity that’s
thoroughly under the elders’ thumb.

Like 1 mentioned before, one of the higgest con-
cerns | have with the Camarilla is the Warlocks. Do
your best to avoid pissing those guys off, 1 had an ex-
Warlock connection a while ago wha rold me a litele
about what those Licks can accomplish with just a lock
ot hair or drop of blood, and it still makes my toes curl.
She said she was going ro write a huge exposé on the
clan’s nituals that would rartle their teeth, bur [ don't
know what ever happened with it. She dropped our of
sight a couple of vears ago. Don't believe in magic!
Thar's fine. Muost of the juicchaps our there don't
believe in vampires erther. That doesn’t get them their
blood back.

Yeah — sowhat, you're probably thinking, ['m too
damn clever o percaught by some doddering old rwir in
a Dracula cape. Well, ruess what? Those elders are
probably just as clever and they've got hundreds of vears
of experience stamping on smarmy little free-thinkers
just like you. And I've nor mer ane yer I'd call doddering
or with a fashion sense so screwed up thev'd get within
a city block of a cape. Those guys are in power because
they're smart, tough and ruthless.

The good news is for all their faules, the elders
usually play by their own rules. They almost always give
adoguone bite. Serew uponce and you'll geta slap on the
wrist— or miayvhe lose a finger — but vou'll see the next
nightlall. Some may even try ro “reform’ repeat affend-
ers. | was never sure if it was because of some traces of

their ancient humanitas or just plain fear of recribution
fram above, but most elders avoid administering Final
Death to anarchs, at least for minor offenses.

(M course, there are exceptions. Just ask any of the
anarchs up in Minneapolis-St. Paul or Chicago what
I'm talking about. Ch wait — there aren't any left. Get
the point!

[n spite of thar, the important thing to remember is
that we anarchs oppose how the Camarilla distributes
power, not the organization itself. The average member
has as much to pain from true anarch success as those of
us out in the wenches. Don't waste the poor Malkavian
on the corner just hecause he's a card-carrving member
of the local Camarilla. Make sure your actions serve to
weaken only the hold of the elders, not the existence of
the pawns. In the long run, the Anarch Movement
stands to gain far more by ewaying rarher than expune-
ing the general membership.

Like any rrue revalution, we need the support of the
populace. Without it, the movement will choke itself
out. Hearts and minds, brother, hearts and minds.

TreSAaBBAT WanTs Youl

By now, you've probably puessed my opinion of
these guys, They're a rolling freak show full of loose
cannons that uses some twisted “haly wair” idea of theirs
to justify an encyclopedia of psychopathic fanrasies.
The [act thar they work so hard ro get in touch with
their “[nner Monster” makes me wonder if the Black
Hand i=n't comprised almost complercly of poor licele
high school losers who pat beat up for their lunch
money every day.

The best way to handle the Sabhat is to avoid them.
Detrair is one big Black Hand playeround, and Miami
isn't much betrer, Mexico is pretty much in their
pocker. Stay away from those areas. You're not going to
have much luck there anyway. All the Licks are either
already Sabbar or sucking up o them anyway. DO, New
York and Atlanra are still up in the air — both the
Camarilla and the Sabbatrhave footholds in those cities.
Let the Camarilla elders deal with the Sabbat on the
orand scale.

Of course, that's not all of the Sabbat turf out there.
You very well may nide intoa bivof Black Hand territory
nor marked on any map, There's also the chance you'll
run into a raiding parry or recruiters, though, so you'd
better keep your eyes open wide. '

The easiest packs ro deal with are those whipped
upintoatrenzy. They're likely to peg you as some sort
of infidel, ot whatever it is they call allof us thar don't
jump onboard the traveling circus with them, and go
tor the throar. Don'e get me wrong — those dickheads
can fight, and rhey're liable ro show you some rricks
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you'd never imagined possible, bur a stand-up fight is
a hell of a lot berter than the other oprion in my
experience. Sabbar Licks drop just like Camarilla
omnes if you shoot holes in their heads and then stake
‘em anid bake "em.

Jou con usually see the crusaders coming a block
away: the ones you've really por to warch oue for are the
sweet-talking seducers. They see an anarch as a prime
carget for a membership drive. If one of these gets your
ear, she's poing to start spouting some rehearsed bit of
dogma abour how the Sabbat are really the original
anarchs and rhey are the realization of the Anarch
Movement; how they empower their members equally
and seek to distribure the hoarded influence of the
miserly elders amongse the masses.
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interest then run as soon as her back is turned. The
truth is if you buy inw this line of crap, you're
probably going to get whacked over the head with a
baseball bat and then drink-our-blooded to the local
pack of crazies. Once theyve done thar, you can
expect to play bullet-stopper for the core group the
next time they go on a raid into Camarilla territory,
and yvou'll ger to find out firsthand how it feels to be
todder far a war machine.
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can still be very persuasive, They'll pitch promises of

b vou have talenes thar are oo valuable to the pack
tovwaste in pitched baetle or how one of the member s
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they'll still respect you in the morning and the cheek’s
in the mail. Don't buy it

Play along until you can doedge them. Don't try to
reason with them. You're more likely ro win a religious
argument with a Jehovah's Wirness. Talking smack isa
eoing to ger you killed. Just mm fast and far when you ger
the chance.

The Sabbaris far more scructured than the Camarilla,
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at first. They've gor boss Licks just the same as every-
body else, and the ones ar the wp of the ladder in the
Black Hand aren'r tiring on all cylinders, Meet the new
hoss, same as the old boss — except he's bugfuck crazy.

THE WOLFMAN

I'd been laid up in the woods opposite the gas station for
a gomd three howrs. The ghillie suir mede me just ahout
imvisthle in the scrub alongside the diech, but it cawghe on
evervthing from my vifle's scope to my helt loops. On top of
that, the fox urine scent I'd picked up off the Interner the
week before recked of, well, fox piss. Bue it's hord oo
complain. None of the furballs across the voad picked up my
scent or spoteed me . Otheruase, I'd be just another piece of
Georgia road-kill

The pavoff came shovely after midnight when the fucl
triick rJHHL:ﬂ! in and started prumping, One rownd of old
Sowiet-era havdball ammo nicked the fuel line and the second
ignited ft. trning the starfon wmto a fiveball that singed my
eyebrows nearly 50 yards away. There's nothing like cook-
i with pas.

After the worst of the flames died down, | picked up
the Mossherg pump I'd browght along for cleanup and
crassed the off vamp. It's amazing how fast a shormn shell
filled with dimes will dvop Lupines, especially of vou wast
them a litde Jirsr, ! |"|:|.'|'1.||:.;'.|I -'lell" the Jew thal werp still
squirming in the rm.

1 openied the throat of the last one with this funkey-looking
silver knife | pulled off another dead dog vears ago. Whar 1t
11:{1,\¢Jru'r'|ﬁr-l warh it [ edon't fertory — i:Jlr-:a,"th' |'I.'||.L'r|1: (LT
carrying a stake. Mavbe they hunt their oum kind, oo,

Since it was a good 20 miles up the interstate 1o the
wearest rescue squod, 1 had pleney of time for a drink.
Frirballs seem 1o avoid most urban areas, which, in my
baok, just means there's less collateral damage when hell
breals loose,

Yeah, it's a gamble, but I've just got a taste Jor that
gamy flaver werewolf blood has. Even slightiy humed,
theve's nothing like it fov o rush.

—Galwiel Rorh, Lupine-hunres

Hopefully, you'll never run into a werewolfon the
road. ['ve only seen them ance, and then mostly in my
rearview mirroras [was booking ir. Those monstersare
bad news of the rype that interruprs vour favoriee TV
show with one of the "Special Broadeast” headers.
They've got a serious hard-on for mulching Licks and
all the right tools o do it with. You can expecr a
werewoll is poing o be faster, stronger and tougher
than you are and wsually have about five of his
buddies there to lend a hand if he ain't. If you think
one's even in the same county as you, make like a tree
and get the hell oot of there,

A few psycho anarchs actually get off on hunt
ing these had boys. They swear there's nothing like
the rush vou ger from their blood. Yeah, well,
there's nothing like the rush you get from feeding
off a drunken pillhead hopped up on horse either
— and he's noc likely to rip you open and roll
around in your guts. Anyway, from talking o these
headcases, 've gathered a few pointers on
werewolves and how to walk away from one with
patts of your head still atrached.

The smartest plan is o just avord them. They're
really not thar common outside the pages of the Weekly
World Mews, so that's not char hard to de. Seill, since
you're prohably going to be roaming all over the place,
you might run across one or — God help you—a pack.
[F you can spot them betore they spot you, you might
make it out of there.
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According to my sources, the odds of tunmning
ity werewolves is higher in the country than the
city. Even along interseates is supposed w be safer
than the serious backwoods. Nobody's sure why that
is, bur ar least one of them suspects it's because the
odor of smoke and pollution is too strong for their
noses. I've heard some say they use deer or fox scent
sprays to hide their smell if they're expecting Lupine
trouhle, just in case.

Word has it they occasionally set up ambushes ar
.‘ili'ILLL' DLt @ |ihL"L‘_; ATEea A8 A |}||r‘|t:|ta u]'nunu_l. _.EL |._L||_|p]q_~ ol
ex-West Coast anarchs were telling me aboutr some
spots in Northern California where Lupines had ser up
ar gas stations. They would ler morrals pass through
without a hint that the station was anything unusual,
bur seemed to have a way to sniff out Licks — who
they'd drop on like a flaming ton of bricks. That goes
:|.|u|1;_: with the lhunr'_,' abour their ]‘u_'i_'gh[u_'l‘]ul.i SCNS0S, at
least. Anyway, according to them, the only clue that
something was up was the stations were always a little
rowy neat. IF vou stuck to the nasty, health-hazacd,
'.lll‘||\'g.;|l|_|!--||1-l:l".li11|11;‘_ s STACOMS, Yo comld vy
dodge the Lupines. Maybe that goes along with the
whole sensitive snout thing. 1 don't know,

I mentioned packs, and there s a pood bit of
evidence thar suppests these things are like wolves in

HminG YOuR SCENT

Ardmals and creacures like werewolves that use
scent to detect vampires can sometimes be fooled,
at least temporarily, by application of other animal
scerits, not unlike the ractic used by deer hunters o
fool their prey. The stench of undeath is fairly
strong to these crearures, though, so any vampire
attempring to do so has to put on a particularly
heavy dose.

Use of & scent raises the difficuley of any Per-
ception-based attempt to derect the vampire by
two, Ar the Storyteller's discretion, any creature
that fails the task by the amount the scent modified
the difficulty may mistakenly believe thar an ani-
mal of the APPropriae type s |1|;';|||'-'g.'— which may
be a problem in irtself if the creature is predatory,

Obwiously, this mctic is most useful ina rural or
wilderness environment, The animal scents are usu-
ally quite pungent and noriceable even by human
senses. Perfumes and similar scents are not as power-
ful, and they never increase the difficuloy of identifying
the vampire’s true natuee by more that one, if they
wark at all.

Animal scents of this sore are readily available
at most hunring and fishing stores.

mone ways than just excess body hair and exeravagant
denture. They seem to prefer the company of other
werewolves and behave like some weird incestuous
tamily when they're in such a group. Yeah, [ know —
that only describes abour half of the Appalachian
Flateau, but 'm just telling you what 've heard.

I you can't avend them, there ave a few ways to fight
Lupines. Be warned — they appear to be able to absork
mcredible amounts of damage. A full blase from an AK
only slows them down for a moment or two. All the
hunters I've spoken to agree on one thing: Silver does
burt them. It's the one sure thing that can drop them,
rhough one or two of them claim fire also puts a hurting
om them, Other than that, 1 can't vouch for any other
method of downing those things. [ don't even know if
they breathe air,

MoRrTALS

In closing, | want o warn you about mortals, [f
that sounds funny to vou, then you're exactly the
kind of Lick who's going ro wake up one night with
a chunk of wood in his heart, All things being equal,
the averape mortal poses ne threat to even the most
inexperienced of our blood, but the real danger is
that things are never equal and a lor of mortals go far
beyond “averape.”

Moaortals can move E-r'r'r'|'l,' :|L|J'|:‘|_g Ilu' '-.|'“r' ;||'|<_| I!H:
night. That's why vou have rohide your havens. [f itwas
just other Licks you had to worry abour, you could rall
up in your body bag and slecp in the middle of the
Capitol Mall. They can no more threaten vou there
than you can work on vour ran. On rhe orher hand, a
mortal can. Thar's why an elder uses agents and ghouls.
They can hunt during the day when we're at our most
vulnerable. They don't even have to lay a finger on us
ta inflicr Final Death — an open window or drawn
curtain is just as deadly.

On top of Lick flunkies, there's a whole soccer-
rior of other threats ot there in the “nommal” world.
You already know abour the cops, bur they're really
not thae big a deal. Most authority fipures are prerry
based in “reality” and would no more believe that
vampires exist than they would believe in a compas-
sionate Republican. However, some mortals do
helieve in our presence.

Some of these are flaming fruitcakes thar also
preach the dangers of alien anal-prabing raids, hut
some stalkers are completely rational. You'll notice [
didn’ say sane. Most of them are fanatics who'll
sacrifice any and everything in pursuit of their goal
— which is usually the complere eradication of our
kind. They usually know at least some of our weak-
nesses, particularly the popular ones about stakes
through the hearr and sunlighe, and they'll take full
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advantage of them. If you tun across any of these, jusr
freakin’ kill them. Don't try that pulp super-villaim
bit of taunting them. [t never worked for the guys in
the comic books, and it won't work for you. Bezides,
one of these crazies is liahle to set your haven on fire
and torch vour arrogant ass.

Rumaor has it that some mortals have mastered
some of the Tremere rituals. Mow, | don’t know that
much abour how rhe Warlocks work, bur from whart
lirtle 1 do, | don’t sce how that's possible, as [ always
undersrood they were somehow linked to the power
in vitae. Seill, 'm s Kindred and [ just gor through
warnting vou about werewolves, sowhoam [ roquibhle
abour wirches!

If you still don’t think you have to be worried about
mortals, think about this: The plain reuth is thar the
origins of the Anarch Movement were responsible for

the whole Inguisition which in turmn was largely
responsible for the Camarilla and the Masguerade
Mext time you ger the wild idea thar yvou don't have
anyrhing to be concerned about, just ask yourself why
yvourdon'tseeanyof the really ancient Kindred flaunting
thetr fangs i public.

lfyoucan'tfigure it our, here's ahint: All thase whi
did were staked, burned, decapitated or sun-tanned into
Final Deach long ago. We are tougher, fascer, stronoer
i,ll'l,l..,l tl._ll.,"n'lr' :\1{:".‘\ 'q.IJI I | 15 =.|{I‘l|k'r | POV I |.'||.'1.\, |'||||, |1|l.._"|'i:|,|| e
number us more than 10,000-ta-1. Those aren’t bad
|ll.il..|'H — Il!l-”"l‘ :JI{'“I[ ENETN l.".]l.l.‘- ar :l.”.

That's about it, or ar least abour as mueh as 1 can
teach youas short a time as your skin is worth tome. The
rest you'll figure our on your own or you'll just be
another dead Lick out in the middle of nowhere. Either
way, ['mour of here,
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